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Under the 

Moon 


An Aon Society Adventure 


— transcribed by Warren Ellis from 
the journals of Whitley Styles, 
published 1930 

Max Mercer landed in the murder pit 
with a hard crack, the bones of slaughtered 
dozens snapping under his boots. 

On the parapet overlooking the pit, the 
pale Lord Darkstock stood and stared 
down, his sickening eyes flashing in the 
torch-lit gloom- Laughing, he raised his 
infamous heavy sidearm, the 
Devastationen There was blood on its 
thick muzzle. Mercer's blood. He had 
struck Mercer from behind with the gun, 
cowardly filth that he was. Struck from 
behind as Max tried to free us from the 
shackles that bound us to the wall. 
Darkstock could have killed Max right 


then, of course — he had no qualms about 
shooting a good man in the back if it served 
his poisonous ways. But the crazed En- 
glish aristocrat had other plans for Max* 

Lord Darkstock was a member of a hidden, 
criminal branch of the British Royal Family 
heretofore secreted in asylums and institutes 
for the mentally diseased across the United 
Kingdom, of whom the King and his immedi- 
ate, known relatives were, at best, embar- 
rassed and, at worst, terrified by. The Night 
Royals, they were known as, in the Crown's 
most secret diaries and manifests. 

Max's footing was unsteady. For the first 
five seconds, I thought this was a reaction 
to the crack to the brains. And then I real- 
ized the floor was moving under him. Slid- 
ing away. 
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A stench of dead things rose. 

The floor was slowly winding into the 
wall, revealing a deeper pit beneath, closed 
off by thin bars- White bones tumbled off 
the edge of the floor and clattered on to 
the bars beneath* The noise roused things 
in the pit, Bad things. 

"We raised them in the dark heart of 
Africa, Mr, Mercer/* came the mad royal's 
rasp> from 30 feet above, "In the shadow 
of Forbidden Mountain, where the meteor 
fell in 1888, There were worms in the 
meteor, Mr, Mercer. Worms from beyond 
space. Imagine that!" 

Darkstock laughed again as Max 
scrabbled to stay upright. Annabelle and I 
struggled futilely against our bonds. 

"We force-bred them with the royal 
beasts, our hunting animals. What you see 
below you is the result. The Bound Hor- 
rors of Darkstock Manor!" 

Light fell in chilling stages on the things 
behind bars. Raw, bloody skin. Necks 25 
feet long, strong and mobile. Long teeth 
set in infected mouths, their hard edges 
slick with pus. Human eyes. From his grim 
expression, I saw that Max was in no doubt 
that he could not survive an attack by 
these beasts. The noise of the bones con- 
tinuing to clatter onto their bars maddened 
them. They thrashed and shrieked. And 
the bars shook in their stone beds, 

"Their spittle is corrosive to flesh and 
fabric. Eventually, you will fall on to the 
bars, Mr. Mercer, your feet and much of 
your lower legs rotted away. And then, 
they will pull you through the bars, In 
pieces." 

Max had less than three yards of floor 
left. 

Max took in the entire scene and calcu- 
lated. 

He drew his boot knife. 

He leapt down from the vanishing floor 
and landed on the bars below. 

The Bound Horrors almost brained 
themselves in lunging at him. The bars 
shuddered and loosened some more, bend- 
ing outward a little. 

Max picked the largest, strongest Hor- 
ror by sight as it came up to the bars — 
and kicked at the bars, right in its face. 
"Hyah!" He yelled. "Come on!" 


The thing smashed into the bars again. 
They groaned and cracked in their set- 
tings. Max reached over and jabbed his 
knife into the powdering stone, digging 
away at one bar's foundation. 

Max kicked the bars again, right in front 
of its face. And again. "Come on, damnit! 
Come on!*' 

And the Bound Horror, unbound, 
rammed into the bars with all its strength 
— and the bars gave way! 

Max twisted out of its way and sank his 
knife into the beast, just below its vile 
head. 

The thing surged 25 feet up into the air, 

Lord Darkstock recoiled. 

Max ripped his knife free of the Horror 
and launched himself up and away from the 
thing, toward the pit's parapet and 
Darkstock, less than five feet distant. In 
midair, Max snapped his arm down hard, 
hurling the knife with incredible speed and 
power — 

— and the heavy blade split Lord 
Darkstock's head in half, dashing his poi- 
sonous brains out on the stone floor, 

* * * 

The spires of New York City shone in 
the afternoon light. 

Max put his booted feet up on my desk 
and took in the sunshine through the broad 
windows of the Chrysler Building's top 
floor. The skyscraper wasn't completed 
officially, but Max had pull. 

"You know what disappoints me most 
about the world, Whitley?" he said. His 
voice was soft, thoughtful. I put my pen 
down on the blotter, arched an eyebrow, 
"Go on, then," I said- The tone of his voice 
indicated another onset of that strange 
sentimentality of his that I always found 
amusing. 

"What disappoints me most is that I had 
to learn to kill people/' 

Max was often struck by these black mo- 
ments. I guess they were the cost of a good 
man having to do bad things, 

"And that I take satisfaction in it. There 
has to be a better way to deal with filth 
like Darkstock than putting six inches of 
steel in his brain. I mean, imagine what 
he knew. All lost now." 

Max was, by nature, a philanthropist. 
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He'd made a sheik's fortune 11 or 12 times 
over in his young life from radical new 
mechanical patents and stock market wiz- 
ardry and r each time, had given it away — 
wholly or in increments — to charities, 
trusts and reform societies. His concern 
was always with making life better for as 
many people as was humanly possible. 
That, and his violent aversions to both 
boredom and thought of his own personal 
safety, was what tended to make his life 
most difficult. 

"You said it yourself, Max," I yawned, 
stretching. "Tilth/ Some things simply 
have no right to live. Or they abrogate 
their right to live by their behavior," 

"Surely you don't believe that, Whitley," 
Max said, eyeing me carefully. I hated it 
when Max looked at me like that. It was 
like he could see right through into the 
guts of me. I've seen cheap gunsels and 
kings alike shrink and keen like whipped 
dogs under that gaze. 

I surely do, sir. Bad things should hap- 
pen to bad people, and that's the beginning 
and the end of it." 

l 'Hm." Max rose, walked over to the win- 
dow, looked out on sprawled Manhattan 
below from this, the tallest building on 
Earth. A God's-eye view of the world's 
greatest city. 

"Bad thmgs happening to bad people. If 
only that were the way of it, Whit, my boy, 
If only that were the way of it." 

Max paused for a moment, in thought. A 
pause concluded by an intake of breath so 
sharp that it made me snap into alertness. 
Nothing — nothing — had surprised Max- 
well Anderson Mercer in all the time I had 
known him. That awesome calculating 
mind that rendered the world a mathemati- 
cal sphere of possibilities and options 
meant that he was ready for anything and 
expected it all — that and his strange 
sense of other times that I privately 
termed his "chronal awareness." You could 
sneak up on him while he was otherwise 
engaged or physically impaired — as had 
happened in Darkstock Manor — but when 
he had his wits about him t it was almost 
impossible to shock him, I had believed. 
Whatever he'd seen, he wasn't remotely 
prepared for. I dashed to the window and 


followed his gaze. 

Another of the new skyscrapers, two 
blocks south of the Chrysler Building, was 
lifting free of its foundations. 

The sidewalk around it was cracking 
apart. Water pipes burst open and fired 
chilly geysers up through the broken gray 
flagstones. The building was visibly rising. 
With an appalling shriek of twisting steel, 
the immense skyscraper pulled free of the 
Earth. And continued to rise. Office work- 
ers scrambled from the building's main 
entrances, dropping toward the ground — 
but, within moments, such panicked es- 
cape was certain death. People dived from 
the upper stories anyway. Max and I could 
hear their screams even from this dis- 
tance, for they were jumping in their doz- 
ens. The street below was awash with 
gore. The plucked skyscraper continued to 
ascend, 

A little later, there was a light rain of 
windowglass. The building was gone, dis- 
appeared into the upper reaches of the sky. 

"Call the JEon Society," whispered Max. 

* * * 

Professor Benjamin Franklin Dixon 
blinked in the daylight, deeply uncomfort- 
able, 

"It's only sunshine, Frank," I smiled. He 
paled and shuddered, 

"I do my best work in the lab, Whitley/' 
he muttered. He only ever muttered, at 
best, and most people suspected he'd shat- 
ter if he actually raised his voice, "I can't 
help it. I don't like it out here." He lit an- 
other of his thick black cigars, unique to 
him and rolled by his own personal staff of 
insane shamen and priestesses some- 
where in the depths of Cuba, and consid- 
ered the scene. 

The gaping wound in the New York block 
where the skyscraper once stood had not 
yet been dressed, at Max's request. The 
scene needed to be preserved as it was 
when the event took place. He watched, 
sadly, as policemen with hoses rinsed the 
remains of the doomed office workers off 
the street and into the gutters. 

"Franklin/' he said, "Begin your analy- 
sis." 

Frank Dixon turned to his array of de- 
tection machinery, which filled a steel 
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trailer hooked behind the beaten, un- 
painted car parked beside them; a large 
pile of strange metal things with no obvi- 
ous function, He lifted out three fat spi- 
der-like devices wrought from black steel, 
each trailing long cables. Dixon screwed 
the free ends of the cables into the side of 
a metal box the size of a dresser, studded 
with dials and crowned with a view-screen. 
He threw a lever mounted on the box's top, 
and the thing began to rattle and shudder. 
Red "eyes" lit up on the steel spiders, and 
their legs started an alarming fidget, sharp 
ends tap-tap-tapping on the sidewalk. 

"Detectoids," Dixon muttered, as if that 
explained everything. 

He screwed a large, radio announcer's 
microphone into a free port next to the 
detectoids' connectors, took it by its stand 
and backed over to Max and me, "I finally 
cracked the voice-recognition system," he 
said. "If I speak clearly and loudly, they 
understand and obey." Max couldn't help 
but smile. 

"Begin analysis procedure, " Dixon mut- 
tered into the microphone. "Open all de- 
tection devices. Proceed into event area." 

The detectoids hesitated for a moment, 
making small angry hops, and then 
scuttled into the gaping pit left by the sto- 
len skyscraper, Dixon watched the dials on 
the big control box. "They're fitted with 
every kind of detection apparatus I could 
think of. If there's any trace of whatever 
caused this singular event, they'll find it, 
boys." 

The detectoids spidered their way into 
the pit, Dixon watched his dials obses- 
sively, looking for the invisible clues that 
had to be present — radiations, fields, in- 
tangible residues from whatever process 
there could exist that might pull a sky- 
scraper out of the ground and fling it into 
Space — 

The needle of a center dial jerked into 

life and then whipped across its arc to bury 

itself m the red. 

"Z-rays," Dixon hissed. 

* * * 

Z-rays! The mysterious energy emis- 
sions that, when harnessed, could con- 
found the laws of physics themselves, 
Whatever yanked this building clean out 


of its roots and threw it into space was 
powered by Z-rays. 

In the basement of Dixon's laboratory, 
the troubled professor scrawled glowing 
diagrams and equations on his massive 
light-board, a small incandescent valve 
taking the place that chalk would have with 
an ordinary blackboard. His voice was 
practically a whisper, low and urgent, as 
he explained what his detectoids had un- 
covered* 

"Z-rays are an almost perfect power 
source- They appear to be unlimited in 
supply, a small quanta of them do a mas- 
sive amount of work, and they are essen- 
tially 'clean.' Except for one thing. They 
leave trace radiation, and they eject heat. 
So you can see where they've been, and 
you can see where they've come from. Just 
look for the radiation on impact and follow 
the heat trail back." 

Max glowered over steepled fingers, 
leaning forward in the heavy wooden chair 
provided, "Where does the trail lead, 
Franklin?" Max was focusing, becoming 
powerfully intent on the job at hand, 

Dixon turned, blinked. "Into outer 
space, Max. Into space, traveling an arc." 

I couldn't help but laugh. "Spending all 
your time down here in the dark has sent 
you batty, Prof. Your brain's finally gone 
funny. I always said it would. Why would 
the man in the moon suck skyscrapers out 
of New York City?" 

Dixon looked at me as if I'd been 
dropped on the head repeatedly as a baby. 

"New York City has been attacked by an 
anti^gravity ray y Whitley, The ray-projec- 
tor would be mounted on an artificial moon 
in low Earth orbit. It projected the beam 
onto Manhattan while it tracked over us. 
It only took one building because it can- 
not stay still — to maintain orbit it must 
continue revolving around the planet at a 
steady speed. And, personally, I think it 
took the wrong building/' 

"Explain/* Max snapped. His marvelous 
mind was gearing up to its intense full 
speed* 

"Following the arc and the relative po- 
sition of the missing building, Max — I 
think they were aiming at the Chrysler 
Building and missed. This was probably 
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the inaugural orbital firing of the projec- 
tor, after all." 

"They/" said Max, "Who are 'they?" 

"I don't think there can be any doubt," 
Dixon muttered, turning back to the light- 
board. 

* * * 

"You're looking for the Machinatrix? 
Darling, I thought it was me you loved." 
Sarah Gettel, ice-blue eyes under a coal 
black bob of perfectly glossy hair, never 
learned how to wound with a word. She 
only ever took the kill shots. 

Max eyed the world-famous journalist 
sourly. "Sarah, I don't even like you. But 
you travel in shady enough circles in 
search of your 'scoops* that I know you 
know where she is. And I don't have time 
to play games." 

Sarah laughed, playing to the audience 
gathered outside the broad windows of her 
personal office at The Daily Signal, the 
Manhattan paper that her reportage alone 
had made great. "What're you going to do, 
Max? Hold me down and beat it out of me? 
Silly boy" 


Max turned to her great oaken desk, 
placed his palms on it. He gave her his 
trademark grin. "I had considered it, to be 
honest. There is very little time and I do 
not intend to see more people dead be- 
cause I did not or could not act to prevent 
it." His eyes studied the desktop, and in 
that moment I knew what he was looking 
for. The line of the grain, the strength of 
the wood — the point of weakness. "Do 
you understand, Sarah?" he asked. 

And split the desk in two with one light- 
ning punch. 

Sarah stared at the wreckage, unchar- 
acteristically at a loss for words. 

* Death offends me, and if there is any 
way I can stop it, I will. Still," Max smiled 
the same warm smile, "people dying in 
ones and twos in order to save hundreds 
and thousands, I can cope with." Whether 
or not he was bluffing, he had Sarah hang- 
ing on his every word. 

Max brushed sawdust from his fist. 
"More to the point, Sarah: I know what you 
were doing in Russia last summer. And I 
know who you were doing it with. So, un- 
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less you want Manhattan's other newspa- 
pers to know what you were up to — and 
to run the excellent selection of photo- 
graphs currently in safekeeping — I sug- 
gest you tell me — " and Max let steel form 
in his voice now " — exactly where I can find 
the Machinatrix," 

He took one step toward her. 

"Now," 

^ ^ ^ 

After my third sidelong glance in under 
a minute, Max finally indulged me. "What 
is it, Whitley? You're watching me more 
than you are the road." 

"Fm surprised with how you treated 
Miss Gettel, is all," I replied, steering the 
Bentley through New York's infamous traf- 
fic. "I always thought you two got along 
famously." 

"I admit that I admire the young woman, 
Whit." Max frowned, "But my feelings to- 
ward her have always been... shall we say, 
ambivalent. And recently, well...," 

"She did something to really ruffle your 
feathers?" 

"In a manner of speaking." His tone in- 
dicated the topic was closed. 

t 

Paraguay extended out below us like the 
broadest circle of a green Hell. 

Emerald reflected off the chromed hide 
of the Steel Hawk, the big "superplane" 
that had recently been co-designed by Max 
and Howard Hughes. Therefore, it was 
huge and powerful and 20 years ahead of 
its time and yet had girlie pictures every- 
where. And it was hot, I don't like the heat. 
It reminds me uncomfortably of my child- 
hood, and if there's one thing in this world 
that I truly loathe, it's being reminded of 
my childhood. 

We swooped in low over the treetops. 
The pilot was another member of that con- 
federation of,., unusual people known as 
the JEon Society, Jake Stefokowski, the 
Danger Ace, whooped and yelled like a 
barnstormer full of moonshine as we 
wheeled and banked over the constant 
green below. Max didn't notice. Eyes 
closed, body perfectly still and maintained 
in such utter balance that there wasn't a 
drop of sweat on his skin, he was meditat- 


ing — part of his weird daily personal re- 
gime designed, in his words, to keep him 
"sane in an insane world — working per- 
fectly in a broken world." 

"We got it!" Jake yelped- 'This is the 
place!" 

There was a clearing below us. Along its 
edges, the hints of a horseshoe of build- 
ings. Beyond that, a small space in the 
trees taken up by a strange black gantry, I 
pressed my face to the porthole window 
glass. There was no landing strip. We 
hadn't expected that, 

"Going down!" yelled the Ace, laughing 
like a madman. He gunned the engines, 
filling the cabin with noise, 

"There's no landing strip!" I shouted. 

"What?" he shouted back. 

"THERE'S NO LANDING STRIP!!" 

"I KNOW!" he hollered and laughed 
again. 

I could have garroted him right there. 
We banked hard, the starboard wing 
chopping off treetops. 
Our airspeed dropped alarmingly. 
Max didn't move. 

We twisted in the air again and, with a 
harsh snap of flaps, dropped like a stone. 

The Hawk wheeled in free fall. It shud- 
dered as the undercarriage deployed. 
Stefokowski wrestled it into a hard turn, 
and the superstructure groaned like an old 
man. The Hawk was fighting him now, I 
could telL The Ace laughed at it and 
wrenched at the control, astonishingly 
putting the plane on the ground by main 
force and sheer bloody willpower. 

The props choked and died. So did I, al- 
most. 

Max finally opened his eyes. 

"We're here, then?" 

* * * 

The compound was as quiet as the grave. 

We expected,,, well, I don't know what we 
expected. Possible attack. Probable trap. Even 
the possibility of a genteel welcome. The 
Machinatrix' s moods were mercurial, to say the 
least. That was one reason why Frank Dixon 
didn't accompany us — despite the fact I be- 
lieved he was needed here. So the Steel Hawk 
was full of televisor equipment , in case we 
needed to show Franklin what was here. 
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Max and I trotted across the compound 
toward what looked to us like a laboratory. 
The main doors were heavy and decorated 
with a panoply of strange-looking locks, All 
of which were disengaged. The doors stood 
open, Struck by presentiment, Max drew 
his Hell-pistol and twisted the fire control 
to Wide -Range. 

Inside the main lab, under walls en- 
crusted with technology so advanced as to 
seem alien, under blue light, the 
Machinatrix lay in a pool of blood. 

"Get the televisor camera, Jake," said 
Max, quietly, "Tell Franklin his ex-wife's 
been attacked." 

(t lit 

Dr. Hephaestia Geary-Wexler had under- 
gone a short, passionate, intense and vio- 
lent marriage to Benjamin Franklin Dixon, 
which ended explosively with them both 
wishing virulent death on each other Two 
genius-level engineers under the same 
roof was never going to work — particu- 
larly when Franklin was an obsessive and 
Hephaestia had questionable ethics. Max 
had known them both through the late Dr. 
Hammersmith and didn't take sides dur- 
ing the inevitable dissolution. Hephaestia 
did that for everyone, by leaving. She in- 
volved herself in a number of esoteric sci- 
entific pursuits in the years that followed. 
Yet only now, seeing her lying before us, 
did I realize just how far afield she'd gone. 
The respected Dr. Hephaestia Geary- 
Wexler was also the Machinatrix, a mys- 
terious underworld figure who sold her 
inventor's gift to the highest bidder. 

It appeared that, this time, someone had 
paid her in bullets, 

Max was down on one knee by her, ex- 
amining her, Very still, opening his senses, 
taking m everything about the scene. 

"The scent is wrong/' he said, quietly. 
Be touched a finger to the thin pool of 
blood around her prone form. Paused, tak- 
ing in the sensation of the liquid on his 
skin, nerves exquisitely sensitive. 

"There's oil in her blood," he whispered. 
"And the blood is old. There's some chemi- 
cal in it, keeping it fluid when it should 
have crusted," 

I wondered but did not speak. Questions 
would only hamper Max's detection. He 


already knew the questions. So I confined 
myself to watching and looking around the 
strange laboratory: something like a rifle 
there, something like a clockwork foetus 
here.,,. 

He turned the Machinatrix over. There 
was a bullet hole in her tight steel-gray 
coverall, over her breast. Blood around it. 
But under the hole — bruised skin. And, 
within the bruise, an effect like chrome 
cobweb, apparently knitting the flesh to- 
gether. 

"My God, Whitley, She has machines in 
her that will heal injuries! And she's 
adapted her own blood to act as the fuel 
that operates them. Someone shot her 
with the intention of execution and left her 
for dead, and she's lain here from then to 
now, unconscious and healing. What engi- 
neering audacity!" 

He ran his hand around the back of her 
neck, under her hair. Not like she was a 
person. Like she was a machine. "I sus- 
pect the healing process required for such 
a major wound may have left her without 
enough energy to return to consciousness. 
I suspect application of kinesis to her 
ehakra structure may boost her into wak- 
ing." 

I saw Max 1 hand flex, under her hair — 
as if he were flipping a switch. And the 
Machinatrix's eyes snapped open. Frozen, 
for a moment- And then swiveled around. 
Her mouth curled into an ugly grin. 

"Max Mercer. I'm in Hell, then." 

"Nice to see you too," said Max, sitting 
back and smiling openly. "What's the 
story?" 

The Machinatrix looked down at her 
bullet wound — and then sharply across 
at Max. 

'Tm not giving you the secret, Max." 

"I could have ransacked the place and 
stolen it and two dozen other pending pat- 
ents while you were laying on the floor in 
a pool of your own engine oil trying to 
work up the bio-energy to lift your little 
finger. If I wanted it, I'd have it. But what 
I need is in your head." 

Jake appeared, lugging the televisor sys- 
tem, 

"Don't look at him, look at me," Max 
snapped when Hephaestia's attention wan- 
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dered. "I want to know who you built an 
artificial moon for. I want to know who you 
built the launch system for. I want to know 
who shot you* Because I'm damn sure all 
three answers are the same name*" 

The Machinatrix sat up, ran a hand 
through her hair and nodded at the televi- 
sor, which the Ace was activating, "Who's 
on the other end of that thing?" 

I smiled. I don't think it was a very nice 
smile. "Guess." 

She favored me with a contemptuous 
glance, I had made it quite clear whose 
side I was taking, during the divorce. 
"Hello, Whitley. Still grubbing around in 
the shadow of the Boy Scout? Has he 
thrown you any pennies lately?" 

The televisor hissed into life — its cam- 
era lit up, and its reception screen sparked 
and illuminated, Frank Dixon's face re- 
solved on the small screen in grainy mono- 
chrome. "Hello," came his voice through 
the copper sound grille, 

'There goes the neighborhood," sighed 
the Machinatrix. 

"We need to know what you've done, 
Hephaestia. Mechanics, equations, trajec- 
tories, Z-ray cone numbers. There are 500 
people dead in space because of you." 

Her eyes widened. "Because of me?" 

"The cone effect you used to cut off 
gravity waves. An entire office block was 
pulled into space." 

"I don't know what you're talking about. 
Yes, I launched a satellite, and yes, I in- 
stalled a Z-ray mirror and projector on 
board, but.*, severing gravity waves?" 

There was a long pause, as Franklin 
studied his ex-wife through the televisor 
from Manhattan. Then his voice echoed 
through the grille. 

"She's not lying, Max." 

"So, who shot you?" Max ground out. 

Hephaestia shook her head, resigned. 
"He came back for more inventions. He 
was obviously also fairly concerned that I 
knew about his business. I demanded pay- 
ment for what I'd already given him and 
threatened him with that — " she pointed 
to the thing that resembled a rifle, propped 
in the corner " — despite the fact that I 
don't have an aiming mechanism for it yet, 
Bluff." 


Max eyed the rifle. "What is it?" 

"Kills Z-ray beamers. You see, putting a 
telluric engine on the satellite led to un- 
acceptable weight penalties. So the sys- 
tem beams energy up to the satellite, But, 
as it stands, the gun needs to strike an 
exact point on a telluric engine to do any- 
thing* It needs to be hooked up to a me- 
chanical brain to be aimed with the cor- 
rect accuracy." 

Max smiled, "We in the Man Society 
have our own aiming device, better than 
any artificial brain. If you'd joined us, you'd 
know that, Hephaestia." 

"I prefer working for a living," she re- 
plied, without obvious rancor. 

"Very well. Now," said Max, "tell me 
who commissioned you. Before he kills 
again." 

"Or comes back to finish the job there," 
Dixon added, sharply. 

The Machinatrix shrugged. "Why not?" 

* * * 

Rex Mundi charred in the equatorial sun. 
A chunk of burnt black rock in the Pacific 
Ocean, five miles across. Barely worth 
recording. In fact, it did not exist on nor- 
mal records. Was drawn on no maps. If you 
didn't know it was there, you'd never find 
it. The Machinatrix knew where it was be- 
cause she designed a launch system and a 
command-and-control complex to operate 
there. Flinging an object into outer space 
was evidently more easily done from a site 
on or near the equator. 

We had no idea what to expect on the 
isle of Rex Mundi, Alt we knew was that 
we had to get there before the orbital at- 
tack system was tested again. Or, worse, 
used in anger, now that it had been cali- 
brated on Manhattan. We knew where the 
swine was, and we knew what he had — 
but we had no idea of his intentions or 
greater scheme. Nor did we even know his 
name. He had paid Hephaestia well enough 
that she overlooked niggling questions 
such as his identity or what, exactly, he 
wanted with the inventions he commis- 
sioned. 

The Steel Hawk lurched in the air* A 
"portable" — the size of an outhouse — 
telluric-ionic battery was lodged in the 
back of the plane, making even its mighty 
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engines strain to keep us all in the air. Also 
in the back was Hephaestia's Z-ray-pow- 
ered rifle and our "aiming system." Our 
"aiming system" was drinking whiskey 
that had probably been made in an old 
man's bathtub, And not a clean old man, 
either* 

"Are you ready, Whitley?" Max grinned. 

"No," I said. I was not grinning. 

kl 0ut we go t " said Max, dragging me out 
of the open door in the side of the Hawk 
and into nothing but thin air. 

All of a sudden, there was 5,000 feet of 
nothing between my feet and the hard rock 
of Rex Mundi. And the distance was 
shrinking fast. Max was laughing out loud 
as we plummeted at 100 miles an hour, lov- 
ing every second. I could see the com- 
mand-and-control complex below us. I 
could pick out details on the central 
building's flat roof. I could pick out the 
exact spot where I would, within 30 sec- 
onds, turn into a wide red puddle. 

Max reached toward me and yanked the 
cord on the pack he'd strapped to me back 
in the plane. I snapped up 100 feet in a 
fraction of a second as the Max Mercer 
Super-Chute shot away and blossomed 
open with a dull whump. The chute's 
angled wings took over, small rocket-tips 
at the ends of the burn-proof spans of fi- 
ber firing occasionally to bring us in on 
target. 

We touched down in the center of the 
compound at walking speed. Hitting the 
quick release button on our harnesses, we 
shed the Super-Chutes and drew Hell-pis- 
tols, No time to muck around. We had no 
idea what to expect, and maximum force 
was our only insurance. 

Above the central complex, a tower rose, 
200 feet tall — a spidery framework filled 
with the weird machinery of a massive tel- 
luric generator. 

Max looked up. "This is how he does it, 
Whitley. As the moon passes over this lo- 
cation, the tower beams enough power up 
to it to last until its next pass. If we can 
take this out, the thing will eventually run 
out of power and fall back to Earth, burn- 
ing up in the atmosphere." 


Max kicked open the door to the com- 
mand-and-control complex, 

It was empty. Abandoned- There were 
cold cups of coffee and curling sandwiches 
on the tables and work counters. A huge, 
electrically lighted map of the world domi- 
nated the room over a counter with great 
consoles full of unknowable equipment and 
dials subordinate to it. An eccentric dot- 
ted line tracked across the Mercator pro- 
jection of the Earth. 

A pulsing circle surrounded a tiny equa- 
torial point in the Pacific Ocean. A glow- 
ing triangle followed the dotted track 
around the world. The triangle was ex- 
tremely close to the circle. 

The counter clicked constantly, 

0039. 

0038. 

0037. 

"Max..." I started. 

"I see it. Someone tipped him off. He's 
aimed the damn thing at this island. The 
power will beam up to the artificial moon, 
and the moon's gravity-cutting projector 
will fire down at the island.,, and we all 
know what happens next." Max unshipped 
his radio from his belt, "Jake, can you hear 
me? The gravity projector's going to rip 
Rex Mundi out of the ocean and throw it 
into space in 25 seconds unless we can kill 
the Z-ray engine," 

"No time to get us off the island," I 
pointed out. Sounding calmer than I was. 

Max ran outside. I followed. Looking up t 
we could see the Steel Hawk glinting in the 
sunlight. Too far away. 

The air began to glow, I could still hear 
the ticking of the counter, even from out 
here, I saw pebbles on the ground at my 
feet begin to rise. Somewhere, a door was 
banging. We were trapped on an island that 
was about to be fired into orbit. 

And then I heard something yell "YA- 
HOO!" 

I stared. And couldn't do much more 
than mutter: "Oh,., my.,. God," 
Max smiled. "Our aiming system," 
The Hawk's undercarriage was down, 
Hanging upside down from the undercar- 
riage, legs wrapped around a wheel strut, 
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hefting the Z-ray rifle and hooting and 
hollering: Annabelle Lee Newfield. The 
single best shot on Earth. Pretty as a pic- 
ture, mad as a hatter, and, right now, all 
that stood between Max and me living and 
Max and me dying in a vacuum* 

The Hawk began to buck and judder as 
it entered the moon projector's growing 
field of influence. I could feel the island 
straining against its geologic underpin- 
nings. I could feel it start to tear free of 
the Earth. 

Annabelle Lee narrowed her eyes t 
twisted her hands around the rifle, took a 
breath — held it — 

— fired — 

— an eye-stinging beam of light boiling 
out of the rifle muzzle, cutting a wound in 


the air as it blazed from rifle to tower — 

— which went up in flames as Annabelle 
Lee's shot perfectly cored the massive Z~ 
Ray engine within. 

Rex Mundi shuddered and groaned and 
rested. Max and I fell a little way, not re- 
alizing that we too had lifted a full 12 
inches into the air. 

The Hawk overshot us, and we heard 
Annabelle Lee's mad laughter pealing. 

We were alive. But we knew nothing of 
our new enemy; only that he was still at 
large after killing hundreds. Max glared up 
at the bright sky. 

"Bad things happening to bad people, If 
only that were the way of it t Whitley, If 
only that were the way of it." 
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Welco 

Adventu 




Call me Max. We Ye through with Formali- 
ties for now, so let's leave them outside and 
tafk about the interesting part now. 

What time is it? 

No, it's not a trick question. And 1 don't 
mean what a timepiece says, IF you move those 
experimental aviator goggles over — it's a 
design Danger Ace is tinkering with, and I'm 
sure he'd he glad to explain it when he gets 
back — you can look at my desk calendar and 
confirm that its the First day of June, 1?24. 
Behind me, with the Great Bone Spear From 
Borneo's gorilla people on one side and a gear 
from a Sanguine Promethean robot heart on 
the other, is a clock that will tell you it's just 
after 1 PM. But that's not the kind oF time I'm 
talking about. 

Mr. Einstein showed that time is relative. 
If you went oFF to the stars fast enough, you 
couldn't count on that clock and calendar any- 
more. Well, the tide in human affairs Flows very 
Fast these days, and the real question is, what 
is it time for you to do? 

Wei ive in an extraordinary age. Just in the 
years you've been alive, we've all gone through 
countless technological and industrial upheav- 
als, global war and a complete reworking of 
maps and the societies within the new borders. 
You know From watching the world that we 
human beings are capable of greater good and 
greater evil than almost anyone ever imagined. 
And it's not stopping. We're all racing into the 
Future along roads we build as we go, and you're 
as much a part oF that as everyone else. The 
future isn't just built in mirrored halls and uni- 
versity laboratories, but in the dying and re- 
newing hearts of cities, in Farms and towns, ev- 
erywhere people imagine a future and act to 
make it happen. You build it with each step you 
take and every word you speak. 

Mr. Veblen and Mr. Spengler say it's all up 
for us, and all we have left is carnivals until the 


new dark ages come, Mr Nietzsche would have 
us make a world where supermen herd the rest 
oF us like so many cattle. Mr. Poincare thinks 
all will be well iF we just do what the lords and 
diplomats tell us to, 1 want to oFFer you a dif- 
ferent vision- 

Have you ever been to Europe? Oh, oF 
course, you were there in the Great War and 
afterward; we didn't meet up in the relief eF- 
fort, but you knew some oF the same heroic 
men and women 1 did. Vm not here to remi- 
nisce about the good work oF the past, though, 
even though 1 think that what we did to end 
Famine and rebuild wrecked countries is right 
up there on the list of good works For this cen- 
tury. 1 wanted to ask if you'd ever seen the 
Roman roads. Yes, those are the ones, some of 
them still in use every day, nearly 2,000 years 
after the empire fell apart. 

TheyVe magnificent, but they're also lim- 
ited. The imperial roads only take you where 
emperors and their servants thought people 
should go. IF it didn't appeal to the emperor, 
then you're out oF luck, no nice road for you. 
Contrast that with, well, with the autogyro we 
flew in this morning. It goes From anywhere 
there's a pilot to make it take ofF, to anyplace 
the pilot can land. That's Freedom, For those 
who can aFFord it — like Icarus but with sturdy 
steel and pfastic that won't melt like wax. 

I want to give humanity wings. No, not real 
ones, I'm not out to be my generation's Dr 
Moreau, and 1 don't need you to be your 
generation's Dn Frankenstein. I'm talking about 
a liberty inside to think and feel freely, instead 
oF only thinking and Feeling what the authori- 
ties say is okay. In the >Con Society, we aim 
toward an age where everyone is master of 
their destiny. 

You've done enough Flying yourself to 
know that you need more than a machine that 
can hold you up + You have to know how to op- 
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erate it. You need charts oF the land and tools 
to measure what the air is doing. A successful 
solo flight works because of a great many 
people, most of whom you'll never know, all 
doing their part at each step along the way + 
Well, setting a society 's worth of people Free 
to master their destiny is much like that. To 
choose for themselves, they need to know 
what s happened in the past, what the world is 
like now and how to evaluate all that and make 
wise decisions for the future. 

One way of thinking about what we do in 
the^Con Society is this: We Ye mapmakers for 
tomorrows Free Fliers, We dedicate ourselves 
to charting the world as it is right now, in all 
the places people don't otherwise think to look. 
We head into jungles and war zones, haunted 
sewers and empty deserts, wherever there are 
mysteries to explore, and we bring back the 
stories oF what we find. In our Files, there's the 
raw material people will need to make the next 
decade, the next century, the next thousand 
years the best it can be + 

Along the way, we deaf with some of the 
people who want to chain the rest oF us, cut 
the wings, yoke us up. Some of us here relish a 


good scrap, and some of us don't Find it alF that 
much Fun but are pretty good at it anyway. It's 
an adventure in its own way, even iF fighting 
would-be villains is more like preventative 
maintenance rather than curing a disease or 
breaking open new territory. It's necessary, 
too. 

We're not the only ones out there doing 
this kind of work, you realize, Talk to Whitley, 
and he'll be glad to tell you more than you ever 
wanted to know about our Friends and rivals; 
he knows the files probably better than 1 know 
the backs of my own hands. 1 don't mean to 
suggest that you have to join us or that have 
no chance of helping the world in any other 
way. 1 do say that we do more good work, more 
thoroughly, than anyone else I know of and that 
we do so in large measure because weVe more 
flexible about who we take in. You met Enkidu 
this morning. He and his people are as much a 
part of the Future we're making as the rest oF 
us. ' 

1 want you to join us, too. While you think 
it over, let's look around. Let me show you what 
you'd be getting into ,Vm conFident that, when 
you see it all, you'll make the right decision. 
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Dust of Death ! 

An Aon Society Adventure 


—transcribed by Greg Stolze from 
the journals of Whitley Styles, 
published 1924 

The sprawl of dead men made me un- 
comfortable. It brought back memories. 

My eyes were immediately drawn to 
their blue lips, hands clutching throats as 
if to somehow draw forth breath. They'd 
smothered, clearly. The question was... 
how? 

I knelt and reached out to close a dead 
man's eyes, but Primoris stopped me, 

"Leave them, Styles/' he said. "Leave 
thern just as they died." 

"But common decency, man!" 

"Any detail might be a clue — even the 
position of their eyes. I suspect these men 
would prefer us to find their killers, inde- 
cent or not. That is B assuming they're in a 
condition to 'prefer* anything." 

I was silent a moment, looking around 
the laboratory Primoris and Dixon could 
probably read the tangle of tubes and pipes 
and flasks like a book, but it was Greek to 
me. For a moment, I let myself wonder 
why I'd been sent. But I knew. For a sci- 
entific mystery Mercer sent his great 
minds. For a puzzling asphyxiation, he sent 
me. 

"They were smothered," I told Primoris, 
just to say something. He'd know, of 
course, That restless mind of his had 
surely fallen on every detail like a hawk 
on a hare, tearing it apart to suck out ev- 
ery last bit of information. 

As expected, he nodded impatiently. "A 
magnificent deduction," he said sarcasti- 
cally. "But now, can you tell me the color 
of the sky?" 

"Smothered/' I repeated, gritting my 
teeth, "but not strangled. There are no 
marks on the throat. A skilled assassin 


could strangle without a mark, but some- 
one that talented wouJd attack the jugular 
to starve the brain of oxygen. It's a fast 
kilL These men died much slower. You can 
see it in the posture and in the blue lips- 
Something was keeping air out of their 
lungs altogether." 

Primoris raised his eyebrows. "Yet how 
could one attacker — or even a number — 
perform this hypothetical 'slow kill 1 on 
several would-be drug purveyors without 
disturbing the lab? Other than spilling a 
quantity of yellow dust on the floor, that 
is." 

"What do you mean 'would-be drug pur- 
veyors'?" 

He gestured at the extensive lab equip- 
ment. "They were trying to make artifi- 
cial opium," he said. "Isn't that right, Pro- 
fessor?" 

"Sorry?" Dixon looked up from the yel- 
low smudge on the floor He had put a 
small sample in a petri dish and was gin- 
gerly dripping something on it from an 
eyedropper. He frowned at the result. 

"The dead men, Professor. They were 
trying to synthesize opium?" 

He glanced around, shrugged. "Looks 
like it." 

"Is such a thing even possible?" I asked. 

"Oh certainly," Primoris said. "I expect 
someone will make artificial opium within 
10 years. Fifteen, if they're lazy" 

"But... that's monstrous! If a criminal 
could simply make opium in a basement lab 
instead of importing it or growing it...." 

Primoris nodded, a sardonic smile creas- 
ing his lips. "I suspect I now know why 
these men were killed. But the question 
of how remains." 

"God's wounds!" Dixon muttered. 
"Have a look at this, Primoris." He'd pre- 
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pared a slide of the yellow substance and 
was examining it under a microscope — 
seemingly oblivious to the dead scientist 
slumped next to him, Primoris bent to look 
and made a small, surprised sound in the 
back of his throat. 

It was the first time Fd ever heard him 
surprised, 

"We^I have to get this back to my lab 
for a proper analysis," Dixon said, but at 
that moment something caught my eye. 
The door to the lab was creeping open, and 
six men were creeping in. Short, swarthy 
men who looked uncomfortable in their 
cheap suits. 

"Doc, Professor, we have — " I didn't 
have a chance to say "trouble" before all 
six had produced strange knives of mid- 
night blue metal, I saw the late afternoon 
light glint off glass sheathes before the 
blades came out — not drawn, but cracked 
free, flicked hard against a doorjamb or 
countertop. 

They held them competently but not 
expertly, I didn't expect six to be enough 
until thick yellow smoke began to pour off 
the blades, collecting in a small cloud near 
their ankles. I'd never seen such a thing, 
and I didn't like it, so I drew my guns just 
as they lunged forward. I still wasn't ner- 
vous; Primoris and I could probably take 
four of them unarmed, if it came to that, 
and heaven only knew what Dixon had on 
him, I almost felt sorry for the first at- 
tacker as I aimed at his heart and pulled 
my right-hand trigger, 

The bullet clicked on a dud, and I heard 

the same when I tried with the left. I 

dodged a wild swipe and felt a strange 

breeze drawing toward the foreigners, I 

drew a breath to warn the others when it 

felt like a black tunnel was closing around 

me. Suddenly dizzy and weak, I fell to my 

knees, just as a knife wreathed in yellow 

smoke slashed across my face..., 

* * * 

When I opened my eyes, the first thing 
I saw was a lovely visage wreathed in 
blonde curls, I blinked, and before my mind 
could get up to speed, my mouth had 
opened. The words "Oh, bugger," fell out, 
followed immediately by, "I died and this 
is heaven, isn't it?" 


The blonde woman's cackle brought me 
back to earth. That and her immediate use 
of a spittoon. No culture I know believes 
angels chew tobacco- 

"Oh T Whitley," she said. "How you do go 
on!" 

As my head and vision cleared, the af- 
terlife hypothesis became increasingly re- 
mote. First and foremost, I was in pain. It 
felt like my entire head from the ears up 
had been boiled. Tentatively I rolled my 
eyes. It hurt neither more nor less, Not a 
hangover, then. This was more a full-head, 
throbbing pain — exactly the sort, of pain 
one gets after being choked unconscious. 
But there was more to it than that..,. In 
my forehead, a complex amalgam of pains 
played counterpoint to the dull throb. 
There was the icy ache of a fresh, shallow 
cut, but underneath that was a peculiar 
burning pain, much like an overexerted 
muscle* 

"I'm surprised to see you at my bed- 
side," I said to Annabelle (for the blonde 
woman was none other than my comrade 
Annabelle Lee Newfield). Then I winced 
as I realized the impropriety of what I'd 
said. The wince provided a new pain — a 
tugging tightness across my brow. 
Stitched, it felt like. 

"Er, what I mean is, I thought you'd be 
out hunting down my would-be assassins," 

"Oh, they've been captured, Dixon used 
one of his doohickeys on them... a 
'glueotron' or 'gluematic' or something 
like that. Last time I saw them, they were 
just starting to get them separated/' She 
leaned in and gave me a wink, "When he 
makes his joke about 'hardened criminals,' 
be sure to laugh because he probably saved 
you and Primoris both. 1 ' 

"Really?" I blurted. "Primoris too? I 
should have thought.,,-" 

"Here, look at this." Annabelle reached 
into a drawer next to my bed — I now rec- 
ognized a familiar suite at the Emily Mer- 
cer Memorial Clinic — and produced a 
glass jar. Inside were several thin, red ob- 
jects. They looked like rusty wires, per- 
haps 40 gauge, 

"What's that, then?" 

"Your blood- When that knife cut you, it 
somehow made your blood turn into,,. 
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this. They pulled these out of the veins in 
your forehead. Lucky for you the blood 
vessels up there are small. Primoris was 
stabbed deep in the side, and a lot more of 
his blood got,., converted," 

Cautiously, I sat up- Not too bad, "Is he 
all right?" 

"He's still in surgery. I couldn't quite 
follow all that they were saying, but Dixon 
and Tallon were concerned that a piece 
of... solid blood... might block a valve and 
cause a heart attack. That or get propelled 
into his brain and cause a stroke." 

I slid my legs toward the edge of the bed, 
then stopped when I realized I was wear- 
ing nothing but a hospital gown, "If you'll 
excuse me/ 1 I said, "I think I'd like to put 
on my pants and have a talk with our at- 
tackers." 

You can join Mercer in that, when the 
police finish up. Hurry though. His pants 
are already on," 

As I was leaving the clinic, a flawlessly 
clean Bentley pulled up. A door opened, 
an aroma of cigars and leather wafted out, 
and Dixon's voice floated up. "Need a 
ride?" 

"Thanks, Prof." I got in, then jumped in 
alarm as padded leather clamps hugged my 
chest and thighs, 

"A safety feature/' he said. "I should 
have mentioned." 

I wondered what other "features" he'd 
added to Max's treasured auto but kept my 
questions to myself. "When I said thanks, 
I meant for more than just the ride* Thanks 
for saving my life." 

"Ah, well, that, I'm sure I can count on 
you to 'pick up the next round, ' as it were* 
Besides, I really was looking for a chance 
to test the Dynamic Gluten Ejaculator." 

"The what?" 

"A glue gun I'd been toying with." A 
smile played around the corner of his 
mouth. "We wound up with..." 

"...let me guess. Six hardened crimi- 
nals?" 

He frowned, disappointed. "Four 
Pnmoris killed two before they got him, I 
guess they didn't consider me as much of 
a threat." 

"Turnabouts fair play. I didn't think they 


were much of a threat. They handled them- 
selves well, but without those knives...." 

"Ah, well, the technological advantage!" He 
clucked his tongue softly, "Science is ever an 
unpredictable mistress. Not unlike — " 

"Do you know what was going on with 
that smoke?" I interjected, not wanting to 
hear the tribulations of his unusual roman- 
tic life. 

"Not smoke, my friend; dust. The knives 
produced the same dust that was on the 
floor of the lab." 

"What was it?" 

''The dust is an oxide — the byproduct 
of a chemical reaction, like ash or, yes, 
smoke. This particular reaction is ex- 
tremely dramatic and dynamic. Whatever 
those knives were made of, it sucks in vast 
quantities of oxygen and traps it in an ox- 
ide." 

"You mean those knives drew all the air 
out of the room?" 

"Not the air, no. Just the part of it we 
need to live. Tell me, does your forehead 
feel overexerted? Like you've been lifting 
weights with your eyebrows?" 

"How'd you know?" 

"Lactic acid, my friend. Our muscles 
produce it when they become oxygen- 
starved." 

"So when the knife cut me...?" 

"It reacted with the oxygen in your 
blood. Nasty, nasty stuff." 

"Is that why my guns misfired?" 

He nodded, "No oxygen meant the gun- 
powder couldn't ignite." 

"What are those knives made of r then?" 

"Well, that's the interesting thing. Such 
prodigious rates of oxidation are quite sim- 
ply unheard-of. Whatever it is, it's a com- 
pound or element unknown to man." 

* * * 

The swarthy assassin sat, one hand 
cuffed to a wooden chair. Blood trickled 
from the corner of his mouth, and one eye 
was swollen shut. Seeing the direction of 
my gaze, Sergeant Murtry narrowed his 
eyes and said "He fell." 

"Chicago jails have such slippery 
floors," Mercer replied. He said nothing 
more, but he fixed the officer with his 
steely gaze, and the hulking cop flushed 
and turned away. 
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Max questions 
the suspect. 



"■ r 



"Good luck getting anything out of him," 
Murtry said as he departed. "He h'ain't 
said naught." 

We entered the room. The man looked 
up, dully. 

"Cat got your tongue?" Mercer asked. 

"Perhaps the testicle-crushing machine 
will loosen his lips," I said — in Arabic, 
The prisoner's eyes only flicked to me for 
a moment, but 1 knew he'd understood. 
Mercer nodded. 

"You speak no English?" he asked t also 
in Arabic. We got no reply. 

"He's from Bahrain, unless I miss my 
guess," I said, switching back to English. 

Mercer slapped himself on the forehead. 
"Of course. If you have a weapon that 
steals oxygen, whom do you pick to wield 
it? Someone trained from childhood to hold 
his breath. Someone like a Bahrain pearl 
diven" 

For the first time, the captive broke his 
silence. 

"Are you Max Mercer?" he asked. 


"I am," Max replied. 

The diver nodded gravely. Then he 
lunged to his feet, grabbing the chair arm 
with both hands and swinging it at 
Maxwell's head. 

He was fast — a lifetime spent moving 
through water makes one speedy in the 
thinner air. But Max was more than ready 
for him. He moved according to his own 
notions of fighting science, picking an 
angle perpendicular to the arc of the make- 
shift club, applying just the right pressure 
to swing the man off balance. With a crash, 
the fellow slammed to the floor, his wrist 
pinned beneath the chair he'd tried, so 
clumsily, to use as a weapon. 

Max placed his thumb on a nerve joint 
at the corner of the Bahraini's jaw and held 
him down, 

"What would make a man travel across 
the world, only to risk his life so fool- 
ishly?" Mercer asked, 

A tear leaked from the diver's eye. 

"They have my daughter," he whispered. 


m Q&ir, 

Qfhn are cordially invited to a scientific exhibition of ihe greatest importance Q§? do not 
iufijmfe w&en Qpsgy that this discovery could potentially cltange the world forever cHormn 
trying to flatter you when \£psay tkttyou are in a position to help make those changes a reality 
Please attend the demonstration of my telluric <3L<ngine at my laboratory in Qtifhst 
slmden on 21 Q$uly 1^22 and discuss the implications of this grand disco wiy. 

©•/ you are conversant with current developments in the physical sciences you will liave read 
or heard of the theory tliat the vacuum itself lias energy to it . that there is energy even in 
mtlungmss! QS^f you are mi consider that ewn nothingness krs characteristics tliat define it 
length width, breadth time Qsf energy is hound up in the physical dimensions of matter as 
(5 mstern so brilliantly showed, then it stands to reason tktf energy is also bound up m the 
physical dimensions of space-time itself ($f energy can deform space and time as CSLinstems 
general theory of relativity pis filiates, then spree and time can store energy. (Siuite simple once you 
mtmrtlw apparent nonsense involved in the idea tkrt in nothing there is something 

f VJus energy of nothingness OS 7 call telluric energy literally energy of the (3Larth ' 
although it in truth goes far beyond <3Larth itself a sort of cosmic background energy that 
permeates all existence much as we once tlwught the aether did. v^Wri? ^X^elluric <3Lngtne draws 
t v HI draw, upon this seemingly limitless source of power/ experiments to date show tkrt 
any attempt to rem ove this telluric energy results in more energ y n/shmg m from all sid^go 
mtWitm the integrity of reality A<nB si nee the universe is unimaginably vast so is the supply of 
mmp thai map Ir obtained in this way. 

OA? please attend my demonstration -Ar you no doubt am already conceive this lias 1 
mplmtwM far beyond the admncement of science ^ new tomorrow beckons, and G5 7 would wish 
far you to help greet til .^giijiiH^ 
Rhetor Q$ir 6^alvm C^€rmmersmith 

Atlas &ross ¥^&<0? , 

<5&Mshy ISark 


/ UNtap 1922 


and 



— excerpt from The Times^ 22 July 1922 

FIRE SEVERELY DAMAGES WEST END MANOR 

Death Toll Unknown; Famous Inventor Lost 


One of the most distinguished members of 
London's scientific community, albeit one of 
its most eccentric, is no more. Dr. Sir Calvin 
Hammersmith perished in a fire at his Bushy 
Park home late last night. He was in the pro- 
cess of demonstrating a new scientific appara- 
tus to the sort of cosmopolitan, eclectic audi- 
ence so familiar to those granted the opportu- 
nity to participate in his salons. This time, how- 
ever, something went tragically wrong. 

American scientist Professor Benjamin 
Franklin Dixon, onetime assistant of Dr 
Hammersmith and known to many in this city 
for his own scientific demonstrations, gave us 
this account, refined for public presentation by 
your reporter, 

■'After a short introductory lecture, Dr. 
Hammersmith turned on his * telluric energy' ac- 
cumulators. As his special battery apparatus 
charged, he demonstrated a variety of measur- 
ing tools, to chart the movements of what he 
hoped would be a revolutionary new power 
source, The moment the batteries reached full 
capacity, well.. " 

At this juncture, Prof. Dixon became un- 
derstandably moved, He valiantly gathered him- 
self after a moment and continued: "Unfortu- 
nately, the device exploded. Perhaps it was the 


capacitors or the batteries; we may never know. 
Fire swept through the lab in seconds and spread 
to the rest of the manor in mere minutes. Curiously, 
a peculiar ripple effect created a pocket of calm in 
which some of us sheltered, but those so unfortu- 
nate as to stand outside were incinerated instantly, 

"Dr. Hammersmith stayed by his machines, 
desperately attempting to activate dampers or other 
safety measures* I must make it clear that at no 
point was there anything foolish or careless in his 
demonstration. Indeed, he showed profound cour- 
age. His self-sacrifice did, in fact, save us, as in his 
final minutes some compensatory system damped 
down the fire for just long enough to let those of 
us in the calm pocket flee outside. He turned to 
join us, but a second surge burst over him. He died 
on the spot. 

"I and the other survivors mourn his passing 
and regret also the loss of the unique scientific in- 
sights that he had not yet shared with the rest of 
the world." 

It is unclear at present how many attendees 
perished in the tragedy. Thankfully, none of the sur- 
vivors were seriously injured. Examination in lo- 
cal hospitals showed no major bums or other dam- 
age* and individuals suffering from smoke inhala- 
tion and the like were treated and released this 
morning. 
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The PEon Society 

Beginnings 

- from th* journals of Whitley Styles 
December, J92Z 

Ponighof has called He asked if I had heard from Alaxi^sK Mercer, since the events at 
Hammersmith. I haven't heard from Max since just before the two of them left for London 
msttfoyhfrtt this* He said that Maxwell has been missing since right a fter the event and no 
one has heard from him at all. I've promised to be on the next boat to London, to look into this 
disappearance myself Mrs. Austin will be disappointed, bat her jewels can watt. 
January, I?23 

He's 90 ns, without a trace. I've tracked every false hope, wild goose and red 
her r mg in England and have come no closer to finding Maxwell Mercer. If is as if the 
man hers disappeared into thin air. Apparently, no one has seen or talked to htm since 
the Hammersmith Affair. Vontghal cabled me from the Far East, saying hes had no 
luck and not to waste my time, I've booked passage on a fast finer back to America 
for tomorrow. Perhaps Mercers returned there. I'm a little worried - Mercers a 
touqh one, but this is truly unusual even for him. 
March I?Z5 

IVe given up the search though reluctantly. Months have passed, and I'm no 
closer to finding Mercer. I haven t heard from Voniqhal in weeks, and the last tele- 
gram makes me think hes giving up as well. I cant keep looking, for other matters 
require my attention such as Mrs. Austin's jewels. Ill just have to keep hoping Max 
will turn up. 
Juno, 1923 

Max is back. Let me write that again - Maxwell Mercer is back I cant think of 
anyone else who could have so completely hidden from me for months and then 
popped up right under my nose in Chicago. Hes been in the care of Pr. Primoris for 
f he lost few months, but he cant remember how or why he ended up there. Amnesia 
says ihe Vector, I m not sure, but I think Mercer might have introduced Primoris to 
me, bock when he rescued me from the Thuggee. The Doctor seems familiar, at least , 
and has apparently known Mercer for years. 

Were going out for steak tonight, to celebrate the sudden return. Max says hes 
had some time to think and wants me to consider joining him on a ne w venture. I'm 
looking forward to hearing this, /t's good to have my friend back. 


— em rpt from The Chicago Times, July 19th, 1923 

NEW CLUB TO OPEN DOORS 

/Eon Society for Gentlemen Promises Big Things 

CHICAGO — Noted philanthropist and adventurer Maxwell Anderson Mercer announced 
yesterday that he was opening a new gentleman's club, the JEon Society for Gentlemen, here in 
Chicago. "We are looking for people of an adventurous nature who are interested in exploring 
ihenew worlds around us," Mercer said. 

Maxwell Mercer has been instrumental in funding and leading expeditions into the darkest 

parts of Africa and South America, 
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- from thm journals of Whitl&y Styles 
July, I9Z3 

That was some steak din- 
ner ; seemed on fire, more 
so than usual* Whatever hap- 
pened to cause his amnesia, it 
certainly did no harm to his 
mind, I don t think f was half- 
way through my steak before 
he spilled the beans, His grand 
scheme: gather a group of brave, 
intelligent and open-minded 
people who, together will ex- 
plore the world. "Not necessar- 
ily the best at what they do, 
Whitley!' he said to me. "though 
I'm sure many of them will be 
that. No, the best people for this 
will be the ones who ask why 
and want to find the answer." 

"Part of me thinks it's mad' 
ness, but then, so many of 
/Mercer's best ideas have al- 
ways been tinged with madness. 
It was madness for a single man 
to take on the Thuggee, all for 
a lost boy. Yet. that turned out 
well for both of us. I'm sure his 
new idea will too. Alox has al- 
ready put together a list of 
likely recruits, and he war\U me 
to contact some of them. When 
I asked why there were women 
on the list, he said "You must dis- 
abuse yourself of the notion 
that the fairer sex is suited only 
for certain things, Whit, my boy. 
Women are as capable as men 
in discovering the wonders that 
await us in the wide world" 



The First Meeting 

- transcript of Maxwell Mercer 1 ft remarks, Jfcly 

2lst» 1923 

I would like to call this meting to order ant 
begin with a short speech. 

I asked you to join the cm Society for Gentle- 
men because each of you represents the best chance 
the world has of answering the question "Why? 11 Tfi 
are not just a social club, but an organizatioi 
dedicated to answering that question by exploring 
the mysteries of the world around us . We are out not 
to remake the world, but to understand it and tc 
share our knowledge so that others may build theii 
own futures. 

To that end, we will not be policemen, vigilan- 
tes or a Star Chamber, passing judgneut on mankind 
f rooi our wood-lined halls • We will be delve rs into 
mystery, explorers of the ••why" and seekers of hid- 
den truths. By understanding our world, we can pre- 
vent others from diverting its secrets to their owi 
ends. 

Along the way, we will conflict with those who 
seek power for its own ends, who oppress the weak 
and abuse the defenseless* We will deal with those 
people as we come upon them, with mercy where pos- 
sible and decisive action where not* 

We are here at the dawn of a new ase ( and I 
proud to have you with me. 



August f?Z5 

WeVe had the first real rumpus in the club, Stefokowski and Tallon had some heated 
words with Annabel te. She didnt like how they'd treated her during that affair in New 

ans, and they hadn't liked how shed ignored their orders. Mercer ended the whole 
argument, pointing out that Annabel le had earned the nickname "Crackshot" for good reason. 
Stvfokowski grudgingly admitted that Annabel I e had saved them in the end and made peace. 
Tallon grumbled a lot but I think hell come around. 

Mox has been pushing himself nonstop since the first meeting. While half of us were 
mucking around in New Orleans, he and that reporter &ettel were off in Haiti battling the 
undead. {I'm amazed I just wrote that word, and not in jest I) Since hes been back he's 
sketched up a new two-way radio device for "Professor Dixon to perfect, purchased an office 
in London for the Society and has me looking into recent disappearances in the meat district. 

I suggested to Mercer that he slow down, and he gove me a typical reply: This is a bold 
i\me, Whitley. No time to waste enjoying it. We ve got worfc to do!" I'm not sure why he s 
putting so much energy into this. I cant see it taking more than a year or two to find all the 
answers, after all 

October. J?23 

Mercer and Stefok owski stopped into the 
club today to see how the construction was 
coming along. Jake managed to corner me, 
giving me a run down on how he and Mercer 
had managed to save the day in Mexico City. 
As always, somehow, his plane and flying skills 
figured prominently, Olad hes still aboard, 
though - his planes make traveling much 
easier. t 

Were making a lot of progress, I think. 
The attack suggests were bothering the right 
types of people, / was surprised no one quit 
on us. Mercer just gave me an I told you so" 
look and commented on these people being 
the type to do something about it. not sit 
around and watch. He's right, of course. Af~ 
ter all. I'm one of them. 


— excerpt from The Chicago Sun, 
September 21st, 1923 

EXPLOSION ROCKS 
DOWNTOWN 

No Fatalities In Late Night 
Bomb Blast 

CHICAGO — An explosion rocked the 
residential neighborhood of Wicker Park in 
the early hours of this morning, destroying 
the main floor of the Mercer home. Police 
report no deaths or injuries, though damage 
is estimated to be into the thousands of dol- 
lars. 

The Mercer home was the headquarters 
of the JEon Society for Gentlemen, which 
opened a few months ago. Its membership 
includes Jake "Danger Ace" Stefokowski, 
"Safari" Jack Tallon and Annabel le 
"Crackshot" Newfield. The president of the 
Society is noted philanthropist Maxwell 
Mercer, who made his fami ly residence avail- 
able to the club. 

Police speculate the bombing may be in 
retaliation for the recent arrests of several 
crime figures, based on evidence uncovered 
bv Maxwell Mercer. 


November, 1923 

It's been four months, and no one is dead. 
I'm amazed* sometimes, at the scrapes we 
manage to escape, 

Stefokowski crashed in the Yukon and 
managed not only to survive, but came out 
with the Furry Man in one piece. Safari Jack 
Tallon fed that Smithsonian expedition into the 
Congo, and when it all went bad t he escaped 
by intimidating the locals. I barely made it 
out of San Francisco after my run in with 
the Ubiauitous l?ragon and his Dragons Coil 
Tong. And we nearly lost Annabelle to a stunt 
during the filming of a movie in Los Angel es^ 

Im pretty sure Safari Jack got a little 
carried away with those locals, so Max has 
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been reminding us not to take any of it personally* that we re not pursuing personal vendet- 
tas or out to force people, to change. After all, the fiEon Society is not a secret government 
and has no intention of becoming one. We fight agctmst secrets* 

Some of the secrets we've uncovered have left me in shock, and I m not sure even 
Professor Duron is accepting at face value some of the stories were reporting, I'm not 
talking about the ones where Danger Ace again manages to save the day with his plane, 
either. Lost worlds, people with strange abilities, secret organizations I never suspected - 
everything goes into the files. 

Mercer tells us that these files are the measure of our success. Were not keeping any 
secrets, so they re open to anyone. So far, not many have asked to see the files* Sarah, of 
course, when she s in town, but no other reporters. I'm not sure if I m giad or worried, If some 
of what we d discovered made it into the papers, it'd mean panic. At the same time. I think 
people should know whats going on. 

I think Me rcer is right to keep things on the up and up. lt d be easy to forget we re doing 
good things if we hid from the public eye. The fact that only the newspapers are interested 
in what we're doing is disappointing, but others will come around, 

ive been treating this as a bit of a lark, but I think I had better talk to Max. Maybe f can 
do more. 

December, 1723 

Max just returned from A\ocao T and already, hes thrown together an impromptu meet- 
ing. Somehow, he knew that everyone had just made it back into Chicago, and somehow, he 
was already on top of the question everyone was going to asfc "Whit, / should have thought of 
it before. We re not the police, but we've got to do something with the people we stop" he 
said to me almost as soon as he came through the door. I guess some of my mail reached him. 

The re are already many suggestions being thrown around, Professor Dixon suggested 
we set up a psychiatric facility, to study the nature of the people we re up against. Tallon has 
offered one of his remote compounds in £.ast Africa or Arabia as a location. Stefokowski 
asked why not just turn them over to the police, so I pointed out that many of these people 
aren't guilty of any focal crimes. How do you charge someone for developing a "death ray" 
before they use it7 

Amercers given the go-ahead on the psychiatric facility, saying *7t's not enough to under- 
stand the wonders of our world, we must understand the people who experience them." 

January. 19ZH 

Mercer s idea of having us spend Christmas together was perfect. It was like a second 
family. Were all committed to this cause, driven by Mercers dedication. Its infectious * / 
even saw Jack crack a smile or three. We're doing something good here, and I m part of it. I 
can hardly wait to see what's next, 
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^elm/tic, Cmn<M 

A fid f f 193/t 

fi&tkapd the modi ama^m^ UtUuf about tke li^e 9 kaue oh&dete i& lead Id how- d®- many 
mm and mmm mMmd mf adwmta^ed alda ckwde i& lead it, Mattf die ike ^idi time tkef 

itm-i waded &i lake ta the dky> m UteiA modified aet&plasied &i *ia4de a £idi ta protect the 
weak, matey..^ 

!) am c&Hfrtiiced tkai the <med wJto- dwiuive aqaite and a^am aAe m&%& ikate hamate, eoste 
$ they deem c&mpJsieiy H&itnal, Oms (udfa&gsmtd c&ltecldeteee ite a Lifetime Id m&te ikate 
fflMfh- Lfy modt f but tkede advetttMA&id &pste da dtic impodddde ikdM(fd hej^ie datetide each 
mfhl tkef pahal ike aliegd, tex^t&pd and dAtyw&tyd. 

^osdum ^atmd ike mid, they e&ptaite. *7kid nsnuvih id jflip, and dMftflldiic, imt wMai 
iLilid GWied? *7he fzci thai madt peofde cote mAs deduced thai jfOOted pdeted&aetke/uc wmmd 
b«ffieiU tkai a fieai p&dt&te ktematedy had the poi&rt&ai to* pendcmaily moteipteiate duck 
m&ified. fatkapd l&ldwedd ketpd dpa^A tkai p&teteilal, tvutefite^ out ike mdi kte&tafuifi ite 
ik&As delect wkfr atkebkude n&mam kamote? 

Vkede danedeiuU oaMM&i amdctfrndbf iap pdetedck2eike4le waved £pi ike&i ude f lud deep 
wdida tkem f hidden patetetlal expsiedded itdelfr ite dtnail u/ayd, Quttd aimed tteiuteete tke&i eyed 
fud kaapm to- jam, *7ke wmd id dtn&fUf enough to- bt&w* tkem <mta ate auuun^- 
{Miked jft&m a 4&o^. ^kat aebopiawe uUtetj, nemaUtd intact fHdt i&tef ete&tefk 
landutif ob an itedatte diutel, "Ikeisi itodied katd idfeikesi dedpite tewdde damage mttil tke 
miiam id defeated, ikete ike keAoed e&itapde ia make lat&i ite a kadpdal, 

*]h& impoddihU drnd mi qsMSAaiif tkede people ad it doed ikode 0^ my dk f bd ike 

mfmhakU id theisi amdtotei &edfdi&&, ^Jkelft mitedd d&J$amdci(Hidly matel^udate ike 
■pdettd&aetkei; m tunn, d mam^miaied neahty, m dmali tvayd ite ike adueteiM/ie^ d ^awVL* 




excerpt from The RjfwJeml Beview, October T923 

y in Alternate Construct ion of Recent Probabilistic 
Theories in Quantum Physics. n 

by Pr&fttior Url Bolts 

Stanford University 

ABSTRACT 

Current studies Into the nature of the atom paint toward a mathematical 
description of the wave nature of electrons and other particles. This paper 
till present en argument for an Interpretation of these phenomena Involving a 
field of energy that under 1 lee properties we are able to measure. This field, 
to be called the probability stream, permeates all reality at a level that 
cannot normally be observed us log current technology and scientific methods, 
ill ostler and energy interact with the probability stream, which itself 
shapes the pattern of events. 

While no quantitative data will be presented in this preliminary work, 
efforts will be made to reconcile this new theory with the proven aspects of 
modern physics, The probability stream does not represent an aether-like abso- 
lute reference frame. It may allow transmission of signals faster than the speed 
of light through itself but, in theory, should not generate interactions in 
normal energy and matter that violate Einstein's special theory of relativity* 


April 0#, 1924 

Re^tectiHf &n mf etdbf Afvdi f f 9 netdi^ed 9 madvmtmllf uded a ctaddipcaiian 
cheated tup Sifted, M&ic&idr f&mtf apprentice. Ad 9 kave alfteadf committed tke mieUecimd 
din bnaadLf eai&j&tyifm^ that umiak id unique and dkauid de^f duck pzcile takeld, 9 matf* 
ad well compound wuf em&h and explain the otke/u appellation. 

/fdide jftjom da/tedeaild and tkeiA p^ete^udn^at luck, thade Greeted ttof the ^eUwtia 
Cn^ine Ifoll into* two oihm kn&ad mottpd: medmmidtd and dlaiwadd* 

White mi tmmd bf the taufkaUe theobied Medmm kimdei^, the do-caMed medm&udtd 
am madt&U o^ the pow&id the mmd. *7k& dtdanfe metered nnteadhed ttf JiammeMmUk 
have fioew tkede people pkenomenat mental ialenid f piom di&tfle kifpnodid to- the pow&i 
mind oven- matter, ike noted edcape gaUU, Jfamf dt<mdim f made a c^udade o^ expadin^ 
chadaiand wka claimed to- he aide to prnj^mt tkede ^eatd f aHhoufh he fended on dpistitu- 
alidid *iaihe& than medmesudtd. dte kad ddnce been adtonidked to j^md that ml all menialidtd 
a%& piaudd. Vke ex&Aeddiatt an kid pzce f a mMti&ie du^p/ude and fOf r wad- domeikinf to 
ttekald, 9 am told ke had dince tjuiest up hid diaqe aa/iee^ and deluded kimdet^ to pndinfi a 
tsiue medium. 9 cautd tell him ike oned 9 know o^ f kui pebhapd d id bedl to- al/ow- him ta 
<$uedt an kid awn. Aj^&i ad, m the pAacedd deeki+Uf cud ike mdpined, ou% mwd^m^thf 
conto^ti&nidl maf ^ind mdpMati&n kid &wn. 

StahtM&dd wield a^m^aAaMlu hemend&ud pxwmd* o^ the itodf, men ta point the 0ai- 



out impodddle, 7ke adtand 


and medmmidld com be explained awof ad tuck &i 
tndeken^, tud anyone udifr deed (me tkede dl&tatadd w, acti&M, km&td dmnethmf inc^eddte 
had happened. tSa&i-tkm utibed matf replicate a medmeudid mmd oveft matter p&wefy ta U^l 
a teacup, tud tkep catmtd mplam a man, ^tezed kid thewd and Jm&ckd a diedei 

l&c&maii&e oh, ltd didef ^^am qfteal 


dfrffiftifth and ^emanAaide tedid- 
tance ta pain ta am&mt ao&i the 
elementd and the akitdu ta hwd 
tifhim^f piam theib ka4idd t the 
dialiw&dd one the blue padenid 
wJud ike ^dme may kdd, 
^7kede one bnaad fe*te^ali^a- 
tkmd and, tiMe all dock dlcde- 
mertld, mc&wiect m dame ^adJuaM, 
^Jhe^e id much MuA/utUf beti^ee^ 
tfAawpd, and tke warned Stifled 
picked jf&i them ohdeane ad muck 
ad iketf letieal, i^ not mo4e. 9 kaoe 
met dcieniidd wUlk pe^eaUf ded- 
enia/Kf U^edtfled udta hmd pAak- 
m wa4fd Milled cadd dane~ 
dike u and * dlabvadd udta 
w&ie cfaa&e& weaklUupd.„ alked 
weaJdmCfd wdh dame phemmmal 
akilitty ho- human, met p&ddedded, 
f\iab f Holt&mUf, one ad tnedm&i- 
idtd irt&adted m tke moHipuia- 
tkm men d mtitdd. 



MAGIC IS REAL! 

Do not SCOFF, dear reader. II is Plain as the 
nose en my face, Magic is a real presence in the 
world today. The GOVERNMENT does not want 
you to Know, nor do the owners of the Press. The| 
pass the MIRACULOUS off as science or mere 
chance... hut they know the TRUTH, and so should 
YOU. 

Consider the JEnn Society. You may not have 
heard ol them, but they sit like SPIDERS in the 
middle ol the web they have cast about the city. 
Backed by money from the Rockefellers and the 
Bolshevists who are their ALLIES, JEon seeks to 
use Magic to help establish a One World Govern- 
ment and make slaves ol us all. 

But YOU can fight BACK! Magic is real, and il 
out there for anyone to use. Just attend tlu 
seminars oi Doctor (Dtv) Peter Batar, who will 
teach ALL who wish the use of this NEW ami 
POTENT form. Magic is in ALL of us y not just lb 
RICH MEN of the /Eon Society. 

REproduction and UN ALTERED disseminata 
of this IMPORTANT information is ENCOURAGED. 


9 Umk w& catt U&k t& mdfik cmd lefgnd 
fa a dijfa&d w&f la c&i&p&tije ike mw- 
kmd walkmcf Ike eantk, dkudd adetj&tied 
U dedtied. J^cmdeiriU am Ike, kernel &l mtftk, 
Ike %®daUded ad wdl ad tk&$ad&#a. Med- 
m&tidi am the w-imnJA t uutcked and dmcefr- 
ebb wJta katmt ike commend ofr (ma padt. iQnd 
dalm&U? ^iaiw-a^U am <pdd r Q&dd the- 

datmirtf a^s, 

Bid... w& &i& h ke <pdd f wke/ie 4tdU 
mte mvdoL pi mla owi uxanid? 

% tlte two- tfea&b 6mm ike JiatnmefidMfdk 
md&t£ 9kam<jdvm mHcJ^ ihm;^ h m^M^ 
^Ifafaoalie^ %cd 9 dkU fal the, 

md h ammt mf ikmjktd k fiapm m onde& h 
WfmtjB ikem mkdtt ke mene deHtmesftakif 
pmkapd^ adk^tikat9 am d$M nelotivelf k^ 
Bui t&j&tdleU ojf ike cauAe, 9 ham decided h 
amdrnfe- mf tmwfkU <m Uu& fflaU&i imkfkt 

%oct&i JlammeHmdk called kid didc&&- 
0if idlmlG i&fS Otkmd kaue called ikem 
M Jtatimz^ mac^c, 

(M famd M&ic&i id fivesi la caUinf it 
imply yHdp&uzttito/ a*td ifcui can phacti- 
cdlf kem ike ca^kdifdic^ o£ the wmd tit 
Ui mm, Horn ^ ikede 1&&&U id <^UU ad- 
equafe i& mif pmp&fe&, 9 m mi iUallfy d&tAe 
any kwnatt lawpM&fe id Uij^icient i& ike tadk. 
Sai $ have a name that uuU duit me <miil 9 
fad & pe^mamni d&kdtim. 

Imd wyAie%mtd mentffi fald de&md la 
Iteltme i+i Or tnatmeh awdidtetU untk ike old 
tkmM Hie- lu4fUmfa^4d- aetketi m mam^ 
mftt ev&t Umtok Meddieutd Mick&Ltim cmd 
MwUf i/mkailf fwaaed ike ww&xidtence 
dock a- medium m IheiA aUempid id- p4&ve iid 
pwwedi&i. *llud wfd&imtd mdiaiUwt deemd 
^ pw^^s^ ^^M^Se dya^e^ at&ddd 

mtk uJtal mm tkm^ld tketf Jmm± akud ike 
oSm, Jfrncz, 9 call tkid j^iAam^dai pvice 

kmm maltefy aUlmtqk ik&p ma^ he diouted 
jw dumted kjr ^aMk^ki/d^ deride duklioMeed 
to tk&te ptefmed w a uude umiekf dpeckd 
mfi. *1ketf> alto udmaet dinon^lf uuik elecfitic 
and ma(jmtic faldd cmd o^jm ewftfiedd tkem- 



>r. Alexi Cavopol, formerly of 
Bucharest, Romania, believes he has a 
simpler explanation for the strange hap- 
penings around the world of late, 

"Radio is to blame/' he asserts. "And 
I do not mean to say that the public imagi- 
nation has merely been inflamed by the 
sensationalism of this new medium. No, 
it is far more than that/' 

Dr. Cavopol went on to explain how 
a radio aerial works, then claimed, "The 
human nervous system earries electric 
current, making it also a radio aerial We 
are now always bombarded with radio sig- 
nals, and our bodies act to pick up thes 
impulses. How our brains interpret them 
is still a mystery, but I believe that many 
of the mass delusions reported in the me- 
dia are the result of these signals. Simply 
reading the news over the air might make 
people think that a man is flying." 

In addition to mass hysteria, Dn 
Cavopol thinks that much of what legend 
calls magic might be the result of certain 
people being able to not just receive radio 
signals, but also broadcast them. He calls 
these broadcasts "HlectroEncephalic Ra- 
diation" and says that mesmerism may be 
a result of this newly-postulated form of 
energy. 

But how can the general public de- 
fend itself against either normal radio 
broadcasts or insidious EieetroEncephalic 
Radiation? "You must wear a better aerial 
lo block the signals from your body," the 
doctor explained, showing me the metai 
rod and battery pack sewn into the lining 
of Ms jacket Of course, the whole appa- 
ratus weighs about 10 pounds and s has to 
be recharged daily s plus it looked quite 
uncomfortable. "The price of freedom 
from the modem insanity," Dr. Cavopol 
observed, 
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— excerpt from The Nmv York Times, September, 23rd 1922 

"BOTTLED HEAT!" 


In his Stat en Island laboratory, Professor Irv- 
ing Klass claims to have found a new way to store 
energy and, at the same time, explode the current 
theories about heat and electricity. 

"Ben Franklin was right all along!" says the 
Professor. "Electricity is a fluid. And so is heat. 
While the old caloric theory has been disproven 
by molecular chemistry, my neocaloric proves old 
Ben was on the right track!" 

The excited scientist demonstrated by open- 
ing a metal can of some sort. He explained that it 
was made from aluminum, one of the few sub- 
stances that could hold this "neocaioric fluid " He 
cautioned against touching the can or its contents, 
although the can appeared to be empty, In truth, 
the fluid was invisible to the naked eye! With some 
tongs, he poured this invisible fluid onto a steel 
bar, which proceeded to melt after what he 
claimed to be only a few droplets had struck it. 


"This will revolutionize the world, Professor 
Klass claimed. "A single truck could carry enough 
neocaloric to power a city for a day Isolated towns 
need not wait for electrical wiring to be strung all 
the way to their location. . . and the power output of 
hydroelectric plants can be moved more efficiently 
than through wires!" 

However, there are still safety concerns, the 
scientist claimed A spill of even a few ounces of 
neocaloric could destroy a city block in an instant 

When asked about Professor Klass, Dr. 
Emerson Ralston of Empire State University dis- 
missed him as a crackpot. "Neocaloric is nonsense. 
The man's been trying to publish his work for years, 
and no one who has read it takes it seriously " Dr, 
Ralston dismissed the demonstration as "obvious 
fakery" and pointed out that even with detailed totes 
from Dr. Klass, no one had been able to repeat the 
man's work. 

Pdf to died 1923. AcM? 
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telm ma Muutdam eiecimma^etlc w&md* m tke* uUilde d&ectmm, dame modem 9 ka&e fd 
k adcedaw, tkede waved* internet dhmflf wMi ike mtitdd cmtam indiiudtmU; 9 kam deea 
tt^mdm^tk^ Matu^edtaiiotfd nature 

mpmMwe, mmtollf guided aMliiied duck ad teieaaikf o% e+miyu mamfU^at^ t& dimfdf 
imdlm fmhedditied, km* owd ikene.., ezdftamdma&f tuck, fim will. 
M&w* Umwm^. Oikm maMend hecktm, 

7, im 

llm dim mdiend mseated Utemdetmed ta he att act&m a neudf *9tfdfined madmcm 
®*U teMfJd h iedmf Ike ciif wdk kid pdfekic lifkikmf, Seamed am tmmhm ^elt t& his 
Mane wdk pe^maMe-nt Ut-pt/ued*, awd tke madma-H- utad eoe&kicdlifr Itdisd Ud& a 
jmUod k&f, kf Pno^edd&t* 2)i^art% metaiiocemmie mdewdfikezed and dedit&fzd klrndd^ tdtedf. 

ikil doed f pxmide a caHvetuetd context iod ike cbadddeAattim &-{ mdi^idnald o£ 

fmt fmm duck ad ike madman wka died iadt mfm, 

Ike jf&d tJuHf la mie id tkat tkeu — um f mane awdeetif — am %&ie. eu&uf, man 
M Mmtm mih (mttoMduk taletdd ^fAimf tm the dide amd w emt m madnedd, tkene one 
tLjmi mih eiik&n mam duhile 9rtdpMatim* ntme at all. *7kene deemd to* he m nkfme m 


mdm U &tka id ftemted tkede fi^id... motif a^ ad* mka wem pnedewt at the Jlammmdmdk 
imidml urne xaiunaUf d& fitted, ad trim we4e at ike center a^ ike u^deadJunf a^ tkid* 
fMiJmdimic meAtff. But fx&fde wJt& mwm came tmm the dde the %ttmm &nqmed* 
i&t/mtim ham alda> demfr-ndimied fi&wt&id hetpmd mmtal ke&. 

Swftm is depxdetf ike kef is- tkede htentd, tk& claims 9 kam kemd ^ pcuveU 
padmmp^m t& 1922 am- ^emnati^ tmtmdtu-mdkf m tke tektidi detf-detadm^. wdattee f 
mi medmmd dewee patine*" ^ iadt HifJd f %dmm$£(m> churned U he a dim &^ ^om and a 
madht d kjtdttmq dmce hi£ /udk, Gteadf, tke mm toad Suaes^ mad hf Aid, pw&m and 
ammcmaffi&h^dio^ BatmaHfcade, tke mmkcrnddm ^ 

mam itifj&ied dock p&4*md, id u^Jmutm ^ me. Movtf kad heen me time 9 ka&e cmded cm* 
immpJde mdeuhtfdittf ^ tke Ltmm hodf — 9 $ed 9 mudt pudk mediae ^mmd hf a 
mtutif mtk mf km kmdd dMttfdf ifr M^drndtand wJty 9 kave heamte udud9 am! 9i catwot he 
mmdiriiMmn^meci^^ mi ^ tke adk&ietdd to* ike (?kmek %anmm (a natk&i feaUud* i&tj 
mkU kliemi t aUkm^k tke&i itvaU am&ttf tke (h&dim, Q&mmdmMh mtfkt dlda^iee, Whde 
tk fmtd&ieik^ mwei maf kam e^ed &t emkdim, ducA cm e^ect casmd m e^edded 
in tk&d& aheadf dim, wdf ut* ikade ia m ham. 

icimce fitted Ikdm h mf putdimiiim m me zedped, k&wev&i. 9 kmw< tkat 9 am mi 
woSif hwmtt atumm&t ml m temd mf iimsif tiU^e (and fmkafS mi Ut cmf ie4md*/J. 
Sampled ^ mf cdU dfr mi appem t& maiek tkade ttmmal kumand* udten* examined u^dm 
mcm^mfe. Utkde ike cktow&demed, 0/ ike mtcUud* da n&t deem aJmo^mal uUthiti ike 
limdi ^ mf akldf t& &h*me tkem f ike dmaUm h&died coiled mii&ckmd^ deem Im mme 
adm. % id cbm thai 9 am wJiat 2>e Uued coiled a "m4da4d ft m kid* fpQf pape% r ikai id* 
km mf ckmmdmm dJmdd hem dome di^emtced r ad* ikea am tke camieU 0/ Mendel^ 
alided. (lid hme f teckmloff ^ad d* me, 9 da- mi kmm* k(m> tke c^imt&domeS am dimcimed, 
*mcmi t^m Ike awmd state c^* dcience. Suck 

&H^dmatdf, it kad Mst heea pMdihie fcvi me to* aidad^ dampied ^ cetU bmn otkezd 
LL m toiUwd amtdwf d44dJticmt r Same aCieadf dMdfeci tkat 9 kmw* mme ikon 9 admit 
kmi: I (kmt mdk la c&nfAm tkode dMAficxmd, m^ f 9 mil kave to* ctwietd mfdelj 
with id^-dH<L, (kdtofd ati X-baf <fm*dd pktfdical di^eHced H m widen,, aMumimj, 9 
cm imm a ilMQ^dofcpe mtkacd aihaetmf toidue aMetditm, 

A pdf ikd ^(drntiiatme wad reduced ta adked*, 9i mmld have hee*i t& mf ad^ntafe ta 
dlcm a imdl piece 0^ kid tmpde j^i dindf. 
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21 r 192.4 

While 9 continue my dtudied of abnormal biology, $ dometimed w&nde/i if a m04e 
mechanical approach mi^ht not px&ve mme udeftti fo& ncuv, Af&t only would advancing the 
caude of technology provide me with bett&i indttiumentation fo& my biological puMuitd, kul 
ihme id much to- be daid about the dttianae and wondftoud inventmnd of this ena. 

% be iuAe t dome of the mon& fanciful c^eationd deem to Im dimple clutched fo& thode who- 
cannot accept that the pow&i of the* pdeadoaethetiic waved flowd ih^ou^h theM bodied. Much 
contzaptiond a%e eadily dieted out f hotiMve& t fob they, only wo%h fob ikeik c^eato^d. A tickety 
fnametv&ik of uuAed and wooden dJatd hemmed aw impenetrable eleehokamie^ when &pm- 
ated by itd inventor but faltd to pieced when he id not astound, &i a death bay id opened up 
to reveal only a nat d nedt &f wired, no power d&uAee to be found. 

the other end of the dpect/mm are iu&entiond that ledult from an* e^tnaondd^Piy 
<^eniud advauduy normal technology by yeard or even decoded, Roadmadterd upgraded 
%uedenberf containd impAovementd j am dufie 4viil remlutionife the automobile indudtry, if 
he ever chooded to deli hid patentd to them, ^ke Stone Monkey ^ chemical 4xdui(&n& iee.m to- 
be an advanced form of polymer much dtronqer than HakeLte. And do forth. 

But in between fall the meationd that truly intriyue me. *7Uid duper-dcience 
pdeudoaethemc waved directly, attkoufk the inventor atmodt alwayd had kid own name 
the eneTfy dource, dfiyJiiy purified aluminum, atone amony the liykter eiementd, deemd to 
focud pdeudoaetheric 4ayd in the dame way it wad once churned to focud A-rayd, 9n fact, 
many of thode who work in that metal claim to have validated the old fil-nay 
a amcludive dettunhin^ yeaad a^o. Otke^iuUde, heaiU&i metatd capture and ^ocud 
muted when placed in the n^Jd confirmation. Mantf the mo$e maniacal mil ffiadteti- 
mmdd dteat uadt fuantitied o£ cpotd fri platinum to ude in theiA inuentiond... ike metatd 
conduct elechicit^ well and then twin that potve^ into pde^doaethe^ie nadfd that ma^ be uded 
pvi a itafUetvf, pwipo&ed. 

0^ qtieate% concern, kotuevm, a/ie tkode who have turned to the ne&t eiementd didcoae^ed 
bty Mme. Gu/ue and ke/i coltea^ued. *7kede keavy, eiementd me dende en&u^k to- channel and 
^0€4*d pdeudoaeikeue t&a&ed and one atdo powmlut dou4ced o^ mme conventional ivavei, duck 
ad <fOmma and alpha naud. Ad we proceed with ddentipe pnohin^ o^ the decnetd ^ the atom, 
it d&uhed me that ike radioactive actinided duch ad uranium will be ike decnet to <p4eat powm 
even without pdeudoaetheoie e^ectd. Should tke two* be combined... 9 dkudde^ to think &^ ike 
condeauenced. 

£sH04Mfh doomda^in^r, Rc^a^dtedd the medium any? <fiven invents employ, duck 
deviced have tkede ^eatu^ed in common: 

/. Conventional electrical &b mechanical ene^f id converted to p4sudoaetke^ic mefcffi m 
vice vei4a< Some d&tanfe e^ed atmodt alwafd accompanied the ^Mwa>id operation. 9n ike 
%evc4de openatioH f normal e^ectd uduaUf *ednll f but tke inventor claimd to be dtaatinf 
en&Kffi pom dome new* dou4ce: %dlad £iect%omafneiic <Jla/ip f tettu4ic ene%ff f the funda- 
mental eneteffy creation, Q&d m <pdd r &a 

2. GtMntesUniuitioe tkin<^d happen, (fronted, much of tke new- dcience %und counter to 
intuition, but tkede inventions aAe fuite dtnan^e, even tup that dtandand. 

3. jbedpite tkede deviced violationd of HotuAal law, atmodi anyone can ude tkem r tmiike 
the clutch inventiond, eJltevevm, no one can deem to nepmdnoe them independently, and 
maid- production id almost alwofd impodiible. P&ihapd it ne^med a certain talent U create 
thede thinad in the fi&dt place. , they one deviced not native to normal reality but deem 

once cheated. 






SO 



A neceat p&dttdate de Bn&atie iM^edld a meekamdm d&me ^ ike dtmt&pm e^ectd 
MGsuf, duck tfteai&md ^ene^ate. 4w wdtoMee, tke ^kafioHAmdkd ^um, deem- 

tiuplf mealed- ImUetd <ted mtkmfHedd, Hut hetwe&& Sittdtemd addsbittm a dome fea/id 
that matter and en&xffi one- mte^ickaM^eaMe and de H^i^Ued w&ik tkid i^ea/i tm ike idea 
um&ed and pa%t&te£ m&f he tke dame thmq> t 9 ikmk 9 ka&e a dtdttt&m, Pde^^d&aeike^de 
ttpwm- am atd& ^a/Uicled, Becande Ikede toaved peAmeale neabtty at om aftkd&&/M^ denddif, ike^ 
can he coaxed fic^dwdUate m amp dkape osi denMi^ tke n^fkl htatditUf a^ia/ia- 
tad [w m&dai ^mm f mpJammf ike &uokd &i mdfMed e(mjuwidj, ike fdmdoaetkeue 
wme& amdmde- mt& tead tmUeti o& wJtateue^ the, G&eat&i ded&md* Q^miied, ike mkote tnutk 
Mud he mom cmtfd&b tkcm itud f Iu<d 9 ^eel tkld id a food dtmt, 

SimdaAit^, imok hack ike duhject peMottal pm^id f 9 helieae j^dend Meftoehd 
ahddf to- haml tk&ufk time atedd he ike siedait o^ a UmUa/i pkeMOmetmi. J(ld fzk^dieal 
iwdf- diddUmi wto pdeMd&aeik&ucr utaoed tkal ike& iAaml tk^m^k time ami amdertde hack 
ittifr a itfxhf*. Becaude pdettd&aetkmte amoved tnmtel ^adte/i- ikon tke dpeed tifkt f iketf wot 
Imwtd i$4f ike oodidat faded uUtk uduck BtiPdteiw kad heett hmdmf kid <fewmal ikeoftf 
teiatmtf. 3 kam deew at ieadt <me matter t^tdmdie^ ' dewee ikat deemd tfr uM^bh <m t/ud 
dame (^mmai fpumipte. %& had it uta£ tette4kp de&tfc^ed udtm> tke d^Ualtde d mad mMmted 
m aadJted. H(m- ikat 9 kmw- uJtcd 9 d&, S kncuii 3 amid kam muddied d mi& a time inauel 
device, 

H&i mui, kmemb; 9 mndt he content t& izaa&l ik%a4&pk time <me datf at a time, Uke tke 
i&d mankmd. 
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Agents of Change 


Inside the Files 


Congratulations, youve been given access to some of the most interesting and disturbing 
discoveries of the P£*on Society for Oentiemen. Various members collected the information 
here, and l h Whitley Styles, have summarized it where possible. While I am the author of many 
of these reports, I am not always the source. Where possible, i will indicate the appropriate 
member to contact for a more direct retelling of events. 

The groups detailed here are not all enemies* Some are possible allies, others are. at best 
neutral observers of our work. We recommend caution in every case. White the /Eon Society 
has managed to piece together a good picture of who and what these groups are, it is by no 
means complete. 

You may be wondering why these fifes are open to the public. Port of our charter is to 
uncover secrets. As our founder is fond of pointing out. if we were to keep our own secrets, 
ltd be hypocritical. Therefore* what we know is available to anyone who comes by our 
headquarters and asks. A risk, maybe. But a risk we re all willing to take if it helps, 


The Air Circus 
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— from th« Journals of Whitlmy 5ty/«s 

When Stefokowski finished with the war, he wasn't finished with airplanes. He took his 
aerial skill and know-how and put them to work entertaining people. The Carnival of the Air 
was one of the first airshows to crisscross the United States like the ground-based circuses 
before it, The Carnival included more than just planes, of course. /Mechanics, hang ers on and 
even some vaudevillians accompanied Danger Ace as he risked death for the crowd 

Of course. Stefokowski. being the Danger Ace, couldn't just fly his planes and move on 
Everywhere he went t hed turn up some kind of trouble or mystery. In his retellings of these 
early days, the solution invariably involves some kind of daring aerial stunt to save the girl, the 
day or the town. It seems to be in Ste foko wskis nature to assume he's not alone in seeking out 
danger, and he started wondering if he was the only flier to find himself in these predicaments 
Surprisingly, it turns out he wasn't More than a few air shows regularly encounter criminok 
and the weird during their travels, both in the US and (for the rare ones who put on snows 
there) Europe and Asia. Stefokowski exchanged telegrams and letters with these far-flung 
fliers, working to arrange for a meeting. The place chosen — Kansas City. 

As many of you are aware from the newspaper accounts, that was the first time 
Doctor Zorbo made an appearance. He reo fly chose the wrong time and place to debut. 
Zorbo s Death Ha I loons' were little match for the flying skills of Danger Ace and his friends. 
After driving off the Doctor* Stefokowski had his great idea: The Air Circus. 

The Air Circus is a way for pilots and air shows to exchange information and keep in touch It also 
acts as an informal alliance dedicated to protecting the "crowds from those unscrupulous sorts who 
would use the skies for evil From the initial handful who attended the Kansas City meeting, the Air 
Circus has grown to at least a score of danger seeking pilots and their crews, As Danger Ace likes to 
say. "whenever danger threatens, wherever there is a mystery to be solved and however the innocent 
are threatened, the Air Circus wilt be there to save the day. 

The Air Circus attracts more than its fair share of adventure, danger and mystery. This 
is due partly to the nature of the members and partly to their constant travel into new 
territory. A typical A ir Circus "team" consists of one or fwo pilois. their mechanics and 
possibly a hanger-on or two (managers, girlfriends or boyfriends, etc.). Thanks to its ability to 
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of expertise, money and knowledge, the Air Circus has access to the cutting edge of air^ 
erffft technology. The stunt planes of Air Circus members can out-fly nearly everything 
slier t of /gor Sikorsky's record-breaking designs 

The Air Circus doesnt recruit its membership in any formal manner (in fact I m not sure if 
if docs anything In a formal manner), Instead, the group relies on a friend m of m a*friend network to 
insure that suitable pilots and mechanics are part of the loop. Spending any time with the 
members of the Air Circus is an invitation to experience something unusual. These pilots seem to 
utirQct excitement and danger. Be careful if you must spend any long period around them. 

From conversations with Stefokowski I know that the Air Circus has worked with 
various groups during its short history. The International 'Detective Agency has actually 
vfipioyed Air Circus pilots to deliver packages and people quickly, for example. The Panatowski 
Foundation has also hired members of the Air Circus for similar duties. 

The Ai r Circus is on uneven terms with the United States Army. The Army is developing 
fts own air corps and finds it embarrassing to rely on civilian help to save the nation. Other 
foreign military forces seem more inclined to welcome the Air Circus and its aid. The Ger- 
fflans, for example, with their Vertoil le sves tricte d air force, always welcome the arrival of 
one of the Air Circus' traveling shows. 

Obviously, the prime enemy of the Air Circus is the infamous Voctor Zorbo. who has 
attempted to use his own peculiar light er~than- air weaponry to terrorize the world. To date, 
the efforts of the Air Circus and the AEon Society have prevented the good doctor (or 
should that be "bad doctor"!) from succeedim 








excerpt from The Kansas City Star, May 28th, 1922 

DANGER ACE SAVES DAY 


Death Balloons Destroyed 


Despite promises of destruction should he 
be interfered with, Doctor Manfred von Zorbo 
was shot down earlier today. The so-called Death 
Balloons that have threatened the city since yes- 
terday afternoon were destroyed with no loss of 
life in a spectacular air battle. 

The noted air showman^ Jake "Danger Ace 1 ' 
Stefokowski, led the aerial charge of a number 
of show pilots against the Death Balloons, 
Amiedonly with pistols, the pilots were able to 
disable the balloons before any of their deadly 
cargo could be dropped. While police had ex- 


pressed concerns that engaging the balloons 
would only lead to deaths and urged the city to 
pay the ransom, the air battle resulted in no ca- 
sualties. 

Doctor Zorbo, the mastermind behind this 
plot, was able to escape authorities after his 
balloon was shot down near the Kansas River, 
Danger Ace speculated that Zorbo may have had 
accomplices waiting in the city. 

The pilots were attending an air show just 
outside the city when the Death Balloons made 
their first appearance . 


- from th« journals of Whitley Styles 

lt d probably be best if you didn't admit that you read this here, and whatever you do, 
don't pass it on to anyone. 3 ranch 9 is one of the best-kept secrets any Government has, and 
the AE.on Society would like to keep it that way. Yes, this seems to go against our goals, but 
Branch 9 does a tot of good work letting just anyone know about the organization would 
severely reduce its effectiveness. If Annabelle hadnt crossed paths with one of their Opera- 
tors during some trouble in Arizona, we wouldn't even know about them. She earned the 
following secrets saving his life. 

Annabelie's Information 

The Operator Annabelle rescued never did give her his name. Instead* he referred to 
himself as Operator BL We can guess that there is at least one other Operator, likely titled 
Ah It seems equally likely that there are others, with similar titles, though how many is 
impossible to tell. Hosed on what HI revealed, though the number of Operators in the United 
States is quite small 

Branch 9 exists outside normal government operations. The Branch s powers far exceed 
those of the US Marshals, the &-men. the Justice Department or the Attorney General's 
office The Operators report directly to the President - not even Congress is aware of their 
existence. The Branch owes its existence to Teddy 'Roosevelt, who approved its creation as a 
means to deal with increasing international and interstate crime. Its mandate has expanded 
since then, to include dealing with crimes not yet on the books, It is a specialized arm of law 
enforcement designed to work where local and federal authorities have their hands tied. 
And it is very good at what it does, 

The Operators of Branch 9 focus their attentions on the k ind of crime that doesn't make 
it into the daily newspapers, the kind weve become familiar with in the AEon Society. Things 
that most people would be better off not knowing, Branch 9 mokes a point of uncovering. 
When a scientist develops a death ray and begins testing it on cattle in Nebraska, Branch 9 
gets involved. According to Operator BJ h there was an agent on the way to Kansas City to 
deal with Dr. Zorbo s balloons, until Stefokowski's friends dealt with the problem (see the Air 
Circus files). 

Operator HI seemed to take pride in the fact that one agent is often all the Branch 
needs to send to deal with any problem. Operators are highly trained and well equipped to 
deal with the strange and unusual things they encounter on nearly every mission. Their 
training includes Asian fighting styles, firearms, engineering and sciences, languages and 
lessons in the use of the special gear handed out for missions. Most of the Ope rotors have 
wartime experience, though some civilians find their way into service as well Pic cording to 
Annabelle s information the Branch won't recruit from law enforcement, to avoid complies 
tions about its extrarlegal status. 

A final note from Annabelle — apparently Operator B1 had a license to kill, though he 
was reluctant to exercise what he called "extreme sanction." 

PEion Society's Analysis 

A secret organization operating beyond the bounds of the government seems tailor 
made for trouble. However, from what we can tell. Branch 9 operates with restraint and 
professionalism. Since Annabelle's encounter, other members of the Society have crossed 
paths with the Operators, The meetings have uniformly been on good terms and have helped 
us build a better picture of Branch 9 s activities. 
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Perhaps the most important discovery is that Branch ? doesn't operate solely in the 
United States. Apparently, Teddy *Roosavelt spread the idea to his fellow heads of state in 
Uriiam, Mexico. China, France and probably other countries we don't yet know participate. 
These foreign branches (each with some suitably cryptic name, such as Britain's Supplemen- 
tal Resources Office and Frances Field "Research & "Developme nt Unit) operate mostly inde- 
pendent of one another, each reporting to its respective head of state. Joint ventures are 
pknned on those rare occasions when presidents, kings, prime ministers and the like gather 
for their summit conferences. 

Funding is mostly hidden in government expenses or in inflated purchase orders, Branch 
9 uses the money to develop the special equipment issued to the Operators. Equipment we 
know about includes: a bullet-resistant blue suit, a belt radio and a lockpick that can defeat 
any known lock We W heard of other, more specialized equipment being issued to the Opera^ 
tors on an as-needed basis. The remaining funds pay the salaries of the Operators and the 
costs of their training facilities. 

Jack Julian shared a whiskey or three with one of the British Operators in Kenya. Jack 
kerned that all the Branches have a similar structure. A single Branch Head and his (or her 
- apparently the Chinese Head is female!) lieutenants dispatch the Operators, which number 
anywhere from a half dozen to a dozen agents at a time. According to Jacks friend, no 
Opgrgtar has an "AT designation, due to a series of rather had ends agents assigned that 
letter come to, 


1? 


ecovered Correspondence 

The following was recove red from the ruins of a villa in Argentina by Sarah &ettel The 
engine! was in Chinese and has been translated, 
- translation of recovered tettmr fragment. 

..continues without interruption. At the current rate of replacement, the entire opera- 
tion wlit be ours in another two years. 

No one suspects. The confusion here is great, and we can expect tremendous success, 
Heww*r s / must warn you that Operator F~3 has reported on recent activities in the South 
Cbtoa Sees, She is asking permission to investigate further. / need your guidance on this 
matter. fAaster. 

You faithful Servont 
Qui-Ju 

fa the margin of the letter. In red. was written "Kilt.* 

Addendum 

there s some reason to believe that the head of the Chinese version of Uranch ?. Jiao 
GurJu, fs actually on agent of the Ubiquitous Vrogon, Recent events in China have left the 
Brunch ripe for this kind of infiltration We urge members of the A6.on Society to avoid 
contact with Operators of this branch. 
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The International Detective Agency 

- from the journals of Whitley Stylm* 

In the last half of the l?th century, the idW of a private detective became very popular. 
The Finkerton Detective Agency established itself as o model of a continental investigative 
agency, working cases anywhere in the United States, In the 1890s. it faced its first serious 
competition when the International Detective Agency formed in London. England. In the 
course of a decade r the IDA opened offices in places as far-flung as A\acao« Johannesburg. 
New Delhi, T^io de Janeiro, Son Francisco. Istanbul and Pans. The Agency established minor 
offices across the world, providing the IDA with an international network of contacts and 
resources the envy of many governments and corporations. 

The Agency is run from London by the Old Atan. No one knows his name, and very few 
people actually meet with him. The rules and organization of the Agency are entirely of his 
creation. The regtona I offi ces each have their own Old Atan. typically a veteran of police or 
detective work though occasionally a lawyer can earn the position. Each Old Alan directs 
the operation of anywhere from a handful to scores of detectives, or Irregulars, These 
Irregulars are picked based not only on their ability and experience, but also on their internal 
moral compos, trreaulars may not be nice people, or particularly ><,</." but they are. to a 
man (and woman), immune to the lures of corruption. 

I first encountered the International Detective Agency after fiercer rescued me, back 
in 18, He had worked with the New Delhi office to find me. and the Old Man took a personal 
interest in helping me recover from my experiences. I learned a lot about the job from that 
bunch — the importance of legwork. how first impressions have to be backed up with facts 
and how vital it is to have a personal code of ethics. 

Here's what I know about how the IDA operates: 

It was created in the fate 1890s to combat the increasingly international nature of 
crime. The IDA s goals are similar tojthose of branch 9. but its methods and operations are 


■ 


not. The IDA is not bound to any governmental policy and is available to any private citizen 
able to afford its standard rate. 

The International Vetective Agency recruits its Irregulars from the police, from other 
detective agencies and from the ranks of prosecuting attorneys. Existing Irregulars compile 
q dossier on a potential recruit, focusing on his personal ethics and job skills. The Irregulars 
present the Old Alan of the region with this dossier, and he makes the decision to approach 
the potential recruit or not. 

New recruits undergo training in the Agency s methods and procedures. They learn how 
and when to contact other offices, how to deal with various situations and how to work with 
other Irregulars without stepping on any toes. 3y the end of the training, an Irregular is one 
of the best. 

The International "Detective Agency provides Irregulars for bodyguard duties, auxiliary 
police assignments and as investigators for insurance fraud, An Irregular may also be in- 
volved in divorce matters, missing person cases and kidnap victim recovery. The IVA may also 
provide armed messengers* do background checks and consult on security matters. All this 
for 15 a day, plus expenses. 

The IDA deploys its Irregulars solo or in teams of two or three agents* The number of 
agents assigned depends on the nature of the job. If an Irregular requires additional agents, 
these are made available when possible. The goal of any I'D A investigation is success* not 
efficiency or profit, A happy client is a good thing. While there is no official dress code in the 
iVA Irregulars tend toward clean suits. Somewhat scandalously, the IT>A employs female 
Ir regulars and encourages them to dress in suits (with low heels). 

The IV As international nature allows It to pursue leads across the globe and across 
national boundaries. Its multinational recruiting allows it to combine the best of many na- 
tions investigation techniques. Thanks to the Old f*\an in London s encouragement* the IV A 
hers adopted many of the newest methods of identification — fingerprinting, ballistics and 
even some stuff I've only read about in dime novels* 

I strongly recommend that A£on Society members who have the chance work with the 
international Vetective Agency and learn a thing or two from its operations. Given the 
Irregulars any aid you can. should they need it, These are the good guys, 


- excerpt trm aeao to the Old Mu» author Boland Broaaf ield, 10 October 190 

1 Del lew I have found man evidence of the existence of the to- called * King of the 
florid." There has been a recent wave of thefts, all involving diamond* , all precisely 
coordinated to occur within hours of each other , in eight cities around the globe. In 
each case, the diamond was the only item removed. As per our e tending ins tractions from 
the Old Van, I have noted theie thefts in the Attached document. 

While it is not impossible that these theftt are the result of coincidence , it ia 
highly improbable, at we know, that 1 a always a clue to tome thing deeper. 

The Denberg family has retained me to recover their lost Denberg Diamond and I will 
me this opportunity to investigate possible links to the other crimes. I strongly 
adtfiae that we attempt to get other Irregulars involved in these cases. 

- eicerpt from mean to Boland firoonfleld, author "The Old Man," 11 October 198ff 

Once more, I must urge caution upon you, Irregular* The individual you pursue is 
tfangerem beyond measure. Do not make any missteps t and be certain to report all your 
findings to the local office at regular intervals. We have lost many Irregulars 
panning this 11 crime lord,* 1 and I have no das Ire to add you to the list. 

- tzoerpt from ma £lm*a, 17 October 19V 

The body of Boland Broorafleld, a private investigator In the employ of the 
International Detective agency, was recovered from the Thanes late last night, The 
police are reporting the death as a suicide, as the body showed no signs of violence . 
Initial report! suggest that Mr. Iroomfield placed bricks in hie Jacket pockete, and 
then leapt from the London Bridge. He leaves behind no next of kin. 
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The 'Ponatowski Foundation 

- from th* Journals of Whltlmy Stylms 

We are not alone in our quest for answers to the mysteries of the world. I hesitate to 
call the 'Ponatowski Foundation our competition, but some evidence suggests it might consider 
us that way. in recent months, I have noticed that whatever exploration we might at tempi, 
there seems to be a member of the Foundation either a few days ahead or behind us. How- 
ever. I dont believe this is anything sinister. The Ponatowski Foundation has been around for 
decades and has funded some of the more important explorations of Africa and South America 
in that time. 

According to its official history, a group of ^Russian and Eastern European nobles come 
together in 1902 to establish the Slavic Scientific Foundation. The stated goal of the Founder 
tion was to finance and encourage the exploration of "Russia for scientific purposes. In the 
period from 190Z to mi. the Foundation sponsored over a dozen expeditions Into Siberia and 
the &obi Desert and even sponsored an attempt to explore the bottom of the Ulack Sea. The 
results of these expeditions appeared in print in the foundations Journal of £xp!orotlon. 

In 191Z. the Foundation moved from Moscow to Warsaw, adapted the name of Count 
Wtadisaw Ponatowski in return for his donation of land and buildings and announced that it 
would now fund research and exploration into Africa and South America, as well as 'Russia, 
With the expanded focus, the Foundation attracted the interest of a more international 
group of anthropologists, archeologists and scientists, in the two years before the war. the 
Foundation funded a half dozen expeditions into Africa, Unlike previous expeditions, the re- 
sults of these were not published and remain secret even today. The stated reason is that 
the related files were lost during the war. 

The Foundation apparently closed up shop for the duration of the war. In J?J?. the 
Foundation reopened and resumed pretty much where it left off. Rumor suggests that the 
Foundation was actually active during the war. smuggling wealthy "Russians out of the coun- 
try before the October ^Revolution. It is clear that the resources of the Foundation have 
greatly increased in recent years, and it's attempts to fund the White 'Russian Army in 
ana mo gives some weight to the suggestion that it is a front for 'Russian expatriates. 

The Foundation resumed publication of its journal in 7923, but as a details-light entertain- 
ment magazine. The AEon Society library has some back issues, and you can see that, while 
the magazine appears to give a comprehensive account of an expedition, it leaves out impor 
tant evidence and conclusions. I'm unclear why this is. though I've heard Mercer and Dixon 
suggest the Foundation is finding stuff that people would be better off not knowing. Oiven 
what we've found. I wouldn't be too surprised. 

The Foundation seems willing to back almost any expedition that can put together a 
reasonable proposal to catch the directors' fancy. I have heard that it funded an expedition 
to look for an underground kingdom located beneath Germany, with an entrance located 
somewhere along the 'Rhine. I know the Foundation funded a research trip into the Amazon, 
to determine if the local tribes were actually descended from Attanteans. It's also behind 
the current attempt to find Noah s Ark. I would be more amused if our AE*on Society hadn t 
found some strange stuff itself 
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Addendum 


--dispatch by Sarah Qettel 

It is my belief that the Ponatowski Foundation is 
actually a front organization created in the days 
before the Russian Revolution by the master criminal 
known as the Czar, As part of his grand plan to remake 
tie world as a Russian empire, he intends to use the 
Foundation's discoveries. Whatever secrets or arti- 
facts it uncovers go into the general pot of materials 
to be used in his schemes p 

It is notable that a number of the Foundation's 
members physically intervene in local matters, shap- 
ing policy to suit their own views or those disturb- 
ingly in keeping with the Czar's agenda, They are also 
not above using intimidation and extortion to get 
their way. I must admit that this belief remains con- 
jecture at present. Aside from a few disquieting co- 
incidences, I have no proof* And I must admit that 
most of the Foundation's members seem to pursue explo- 
ration and research honestly. Still, your Aeon folks 
are advised to use caution when dealing with the 
Foundation* 


— excerpt from The Times y 3 January 1924 

Polish Foundation to Search for Eastern Atlantis 

New Theory of Human Origins to be Tested 


City connoisseurs of the avant-garde 
will no doubt remember last September's 
striking exhibition of Slavic artwork, all pre- 
senting Biblical and mythological themes 
reinterpreted in motifs taken from Eastern 
barbaric cultures. Some observers appar- 
ently found truth as well as grandeur in the 
exhibit, as the Ponatowski Foundation, 
known to us as the patron of scientifically 
valuable if sometimes conceptually obtuse 
expeditions, has announced that on May 
next it will send a fleet of vessels to dredge 
portions of the Black Sea for evidence of 
antediluvian civilizations there. 

Count Felix Ponatowski, a distaff 
cousin of the foundation's patron, told 
gentlemen of the press gathered in this city 
that the expedition will attempt to estab- 
lish the preexistence of a highly refined 
society in the Eastern marches, "It is our 
hope," he declared, "to show that, in fact. 


the classical writings known to all edu- 
cated men that portray barbarians and sav- 
ages beyond the Grecian and Persian pale 
are a sort of propaganda , the mac hinations 
of the jealous kaisers of the day." 

When asked by one particularly skep- 
tical reporter whether it was the policy of 
the Foundation to take scientific hypoth- 
eses from artists admittedly under the in- 
fluence of narcotic substances, the Count 
laughed and replied, "In fact, you your- 
self reported more than eight months ago 
on preparations for an upcoming expedi- 
tion of ours. Check your own notes, sir, 
and remove the beam from your own eye " 
He went on to explain that the work had 
been in progress for some time and that 
there were mutual influences extending 
back to the Ponatowskis* work with some 
of the artists as displaced persons imme- 
diately after the war.... 
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The Contedorri 


— from thm journals of Whltlmy Sty Us 

I think that, by now, we are all familiar with the stories of a King of the World" or 
mastermind directing organized criminal activity around the globe. In my work with the 
Irregulars, I've often heard it mentioned and filed it away. Every police officer or district 
attorney ive crossed paths with denies the existence of any one central figure, chalking up 
questionable events to coincidence and chance. Even fiercer has suggested the idea is some* 
thing better suited to cheap magazines, not serious study. 

Until last week. I didn't even half-believe in it. Last week, though, I ran into Lefty &omez 
for the IHth time. Lefty Gromez is a fairly gifted thug — his talents lie in his fists and his 
absolute lack of fear. He keeps turning up like a bad penny, though, Ive found him working for 
everyone from a common street tough to a rather wealthy oil magnate. We're talking about 
a man who is lucky to have crossed the tracks, yet he seems to have no problem finding work. 

I cornered him and put some questions to him forcefully. I think he believed me when I 
explained how it would be in his best interest to talk. What he told me has me thinking wed 
better reexamine our assumptions about the criminal activity were seeing. 

Lefty Gomez, you see. doesn't work alone. In fact, according to Lefty, hes part of 
something bigger than any of us con imagine. I suspect there s some exaggeration involved 
but I believe him when he claims to fee more than just a common thug. He's W«W he 
says. Like from history — hes a mercenary soldier, working for the highest bidder. 

I pressed Lefty for more details and convinced him that, while he might be killed later if 
he talked, if he didn't talk. I d see to it he was going to be killed sooner. I wasn't happy about 
that, but this information seemed important. 

The Contedorri is a group of criminals that trains other criminals, then hires them oat to 
whoever can pay the price. According to Lefty, it provides safecrackers, demolition special" 
ists. engineers and thugs as required. The price isnt cheap. Lefty apparently costs his eirr 
player $8 a day (which might be generous, given my experiences with Lefty). A specialist in 
a particular field can go for as much as $20 a day. Members contract out for special jobs, 
helping those groups or individuals that need talent but cant develop it locally. The Contedorri 
also provides legal assistance to its members, along with medical aid when required. 

i hope you understand the stance of this. We have here a group that act, o= ■ 
central switching house for criminal talent. No wonder I ve run into Lefty so many times, in 
so many different situations. He's been contracting out. From what I've learned, the Contedorri 
must number into the hundreds worldwide, all well- trained and dedicated criminals. 

Lefty couldn't tell me the name of his leader or much about the history of the group. 
Well trained or not. he admits he is still just a thug, I strongly suggest we track down oth&n 
from this organization and find out more. The mere existence of this Contedorri makes tfa 
suggestion of a criminal mastermind far more credible, to my mind. 

Addendum 

Speaking with other /Eon members in the field and piecing together further anecdotal 
evidence. I believe we have a decent working hypothesis regarding the Contedorri. Not that 
we can prove any of it. of course. 

As long as there have been societies large enough to support professional criminals at all, 
would-be masterminds have organized criminals. It's possible that some cells within tbs 
Contedorri run back in continuous or nearly continuous t ines to ancient Haman and Etruscan 
gangs. However, the overall organization dates to the religious wars of the 'Renaissance A 
band of a dozen professional mercenaries set up a home base for themselves in the Aljpi of 
northern Italy in the 1650s and, thanks to luck and determination, managed to last iong 
enough to pass on a network of contacts to their heirs. The second generation nearly lost ft 
all since most of them lacked their parents' ruthless ambition and talent for carefat I 
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jJflujhftr but the offspring of the founders lieutenants included enough good soldiers to 
tap things together. Since then, the Contedorri has continued to take in fresh blood and 
wad oat useless lineages with each new generation. 

Hires on interesting detail: The de Winter family has ties to the Contedorri running 
bod to the groups founding — de Winters at the court of Louis XIV were among the 
twttdorri'% first regular clients, calling on the mercenaries for hit jobs and harassment of 
cart rWs. After fhe French Revolution, a handful of de Winters escaped to Italy and met 
^wrththe Contedorri again For more than 50 years, up until the revolutions of 18H8. de 
Winters provided the Contedorri With bookkeepers and other administrators, all the while 
rtripkng funds for a glorious return to nobility and power It didn't work: once again, nearly 
tt the de Winters perished. The last of her line, the lovely Lady Argentine de Winter is 
imhow Involved With the Contedorri: we re just not sure in what capacity. 

The 'Rational Experimentation Group 

* from tfci journal* of Whltlmy Styles 

Ever wonder why there are laboratories in remote locations around the world, just 

i ^ing for some scientist to move in and begin experimenting with something dangerous? 
Bock around IflZ. Safari Jack Tall on wondered enough to try looking into the matter. What 

tzcov&red concerns even ax. 

TKt labor a tones are constructed under the watchful eye of the 'Rational Experimenta- 
tion Croup (R££/J. Sounds official doesnt it? We were surprised to find that the "RE& 
atia't officially exist, except in a handful of letters and memos sent to architects and 
construction firms around the world. Trying to trace those letters leads nowhere - empty 
jffict s or post off ice boxes that don't exist 

JVt dragged from 7a//on hot f~ remembered conversations with site foremen and pieced 
factj together from various notes of his concerning what he's been able to get out of the 
occ&twol scientist he's found working in one of the laboratories. What these various pieces 
to a forger puzzle tell us is this: The Rational Experimentation Oroup is encouraging some 
'Marchers to push the boundaries of ethical science and is providinq them with the ways 
to * Zo. 

Sam particular crimes weve been able to link to the "R££r include: providing human test 
ttpjtttl encouraging live tests on human populations and outright theft of the results of 
such tiperimentation I'm talking here of scientists developing death rays, poison gases and 
icwp/ogues - and being given free rein to produce results on human subjects 

Ofay, jo that what the T*tE& does How it does this is much less clear. As near as we 
con uli it must have, two groups — the one that arranges for laboratory construction and 
tbt one thot kidnaps and provides the human test subjects The first group is easier to pin 
oWn - despite the false addresses, this group still pays for work. We've been able to trace 
*f*ngs bock to a trust fund, administered by the ^Rational Experimentation &roup of Switzer- 
land The trail dies pretty fast up against the Swiss, however. 

A eVurdt banker did manage to let slip a few details to me in a friendly conversation one 
mjftt. though, According to him. the ^REO gets regular infusions of funds from three separate 
account! The accounts belong to wealthy scientists... but my friend could not be persuaded 
to port with any names or nationalities. 

Dn second half of the ^Rational Experimentation &roup seems to be a regular employer 
d the Contedorri. Using these criminals, the RCO singles out those who have little or no 
fawly and tadnops them (in the case of those with little family, the 'REO seems inclined to 
pb off the relatives as well) These people are then delivered to the scientists who need 
them Westigotron rnto the kidnapings is discouraged with either bribes or intimidation (a 
few \ocoi sheriffs were witling to explain this process to me on the promise of anonymity). 
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excerpt from the Los Angeles Times^ June, 17th 1919 


STRANGE DOINGS IN SAN GABRIEL MOUNTAINS 


The Los Angeles County Sheriff's 
Department reported today thai it has dis- 
covered the whereabouts of more than a 
dozen youths kidnaped throughout the 
Southland over the last two months but 
that the answer itself raises fresh ques- 
tions. Following a tip provided by local 
astronomy buffs observing from various 
San Gabriels' peaks, police discovered a 
freshly constructed private road leading 
north from Echo Mountain to a ravine 
furnished with three concrete bunkers, all 
evidently erected since the last severe 
winter rains. Inside, police found a vari- 
ety of scientific apparatus and cells for 
all the kidnaped youths, plus room for 
as many more. 

According to the youths, they never 


saw or heard anyone from the moment 
of their kidnaping, performed with the 
aid of chloroformed cloths. Attendants 
of unknown identity provided food and 
water while the youths slept; police sus- 
pect that there may have been regular ad- 
ministration of drugs to keep the youths 
on a synchronized schedule. 

Deputy Sheriff Dana Jones told the 
press, 'This is by far the most inhumane 
plot ever uncovered by our officers. We 
suspect Bolshevik influence; no God- 
fearing American could have set out so 
methodically to prepare children as lab 
animals " Deputy Jones provided sup- 
porting details, which are too gruesome 
for repetition here, and several reporters 
were overcome during the hearing.... 


"Perhaps mast troubling of all the information uncovered about the 'Rational Experimm 
tation &roup is that it may welt be the product of on alliance between the tAachmotrh. the 
Ubiquitous dragon and Mister Saturday, It seems evident that each benefits from th& prod* 
ucts of the research. Unfortunately, they re all too slick to leave any hard evidence connect 
ing them to anything. The final question - just why does the *R£Q da what it does? ~ is 
biggest mystery of all 
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The Order of tAurder 


- from th* journals of Whitlmy Styles 

I first Encountered this bunch while investigating what appeared to be a routine murder 
of q wealthy industrialist, whom I m not going to name here. The d eeper I dug into what 
looked like a robbery gone bad, the more I found to suggest that there wasn't much robbery 
but on awful lot of bad. The evidence was staged, and not in a shoddy way. It easily fooled the 
local police, and. eventually, even the old lady who'd made a habit of poking her nose info 
li range crimes. However, things just werent adding up. 

The only items missing were of sentimental value. The body didn't look guite right, when 
compared to photos. The broken window was broken from the inside, were all the 

standard signs of a true mystery, rather than some plain homicide. I was intrigued and did 
some more digging 

I found a chink in its wall of silence, thankfully, l*m going to keep the source s identity a 
secret, since I know our records here are not secure, However, I'm not sure how much I trust 
the information* given the source. It s nothing t can get confirmation about, for obvious rea- 
sons, but from talking to other members of our Society, I think this bunch has been on the 
opposite side more than a few times 

Ive traced the Order of fAurder to a cabal of £.ngfish noblemen during the reign or 
Henry VIII, They had some quibbles with the decision King Henry made regarding Anne 
Uoieyn so they faked her execution and spirited her out of the country. A few years later \ 
they performed the same favor for Catherine Howard, and so began their existence as the 
Ordo Occis fonts. The nobles and Henrys ex- wives began to assist other wealthy people in 
ftjfcjfwj their deaths for a fee. The Order soon developed into a full-fledged secret society 
that fakes the deaths of those able to pay its price. Its clientele during the 16th century 
consisted mostly of unfaithful wives and treasonous nobles but expanded in the 11th and l&th 
centuries to include anyone who could meet its price^ Each individual rescued joined the 
Order, sworn to secrecy on pain of death. The Order's coffers got a good amount of the new 
member's portable wealth in the process. 

According to my source, things have changed recently. the days before police, the 
Ordo Qccisioms operated without much need for care or skill. You bribe a headsman, find a 
handy peasant to stand in for the body, and you re set. Then along comes some Frenchman 
With a good idea, and the whole scheme is in jeopardy. 

its members could have given up at that point r but the money was too gaod^ They changed 
the organization s name to the Order of fl\urder and changed their methods, in the last few 
oWdes, the Order has employed a cadre of specialists in plastic surgery and forensic s. along 
with the typical forgers. Apparently, with surgery* the Order can change someone's appear- 
arc* enough that his own mother would never recognize him! Experts on its team are pio- 
neering work in replicating fingerprints and identifying suitable phrenological matches. These 
txptrts falsify the evidence at the scene of the supposed crime and disguise those rescued. In 
ffKjny coses, those rescued by the Order of Murder can resume a semblance of their old lives, 
dtiimmg to be long-lost relatives or old associates (with falsified documents to support the 
assertion). Others take up residence in different countries around the world and attempt to 
Wjfrt their lives again. Teams of three to five members handle the field work for each case. 

While the method may have changed* the clientele hasn't. The Order still makes the 
weofthy ond powerful disappear, for a price. The Order of fAurder occasionally employs 
members of the Contedorri to take the fall for a falsified crime. The nature of the organizations 
wGrkputs it at odds with most law-enforcement agencies — not that the police are willing to 
bflfB^e if even exists. (The exceptions being those so corrupt that they actually work cfutetly 
With the Order in exchange for money ) So far. I've identified at least three cases where the 
individual in question was facing arrest, bankruptcy or some other form of personal ruination. 
With on apparent death the investigations came to close, and the individual escapes scot-free. 
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Convincing the local authorities of the Orders efforts without evidence has so far proven 
futile. 

Pesp/+c appearances* the Order no longer resorts to murder. The bodies it uses in its 
disappearances are the result of a cellular duplication process the Order developed with the 
aid of a Dr. West in the late 1800s, This process produces a nearly perfect body double bvi 
one lacking intelligence or free will I suspect the Order produces these doubles In its head- 
quarters and laboratory, located under o brownstone in London. 

The three highest-ranking members of the Order go by the titles Lord Scrape, Lord 
Cambridge and Lord Northumberland, in that order. Currently, Reginald Farshingham fan 
Englishman supposedly slain at Khartoum) holds the position of Lord Scrope. while Oenevieve 
St. Cyr (wife of a wealthy Frenchman, believed murdered in hmr bed in Par/s) is Lord Cam- 
bridge. The position of Lord Northumberland is currently open, as the last titleholder passed 
away from old age. 

While PEon does not involve itself in personal vendettas, I will be pursuing this one on my 
own II suspect that various governments' "Branch 9s are also expressing an interest). One of 
the things that worries me is this: what happens to the offspring of the Order's members! 
Are there whole families, generation after generation, living secretly out there somewhere, 
thinking of themselves as the ones who really run the show? The world suffers enough from 
the schemes of visible nobles and lords; there could be real trouble if there are unknown 
princes and kings trying to steer things their way* 


excerpt from The Times, 18 May 1923 

Prominent Financier Dead in Bushy Park 

Possible Revenge After Commercial Tragedy 


Well-known financier J. Ainge Lawoys 
was the victim of a grisly murder last night, 
this paper learned from a source at Scotland 
Yard. The police have not been forthcom- 
ing with information on the death because 
of surrounding confusion, according to our 
source. As was reported in Tuesday last's 
financial news, Lawoys Security funds were 
discovered in substantial disarray, appar- 
ently as the result of systematic manipula- 
tion, by party or parties unknown, intended 
to secure immediate cash at the expense of 
all longer-term concerns, Mr. Lawoys him- 
self was under suspicion, and police fear that 
some private citizen took it upon himself to 
exact a more certain revenge than the law 
might provide. 

American tourists discovered the 
body this morning in the northeastern cor- 
ner of the park, while on a birding stroll. 
Mr. Lawoys had been shot by a large-cali- 
ber handgun no less than four times in the 


head and twice in the chest, and the arms 
and portions of the chest had been drenched 
in some flammable liquid and ignited. Iden- 
tification of the body was indeed delayed 
for some hours, owing to the relative defi- 
ciency of marks on which to base a certain 
establishment of identity. Distant relatives 
came down from Cambridge and con- 
finned the presence of minor, but distinc- 
tive, birthmarks. 

These relatives, not identified further 
by our source, also told a tale of Mr. 
Lawoys 1 investigation of a somewhat simi- 
lar death in his youth as a colonial police- 
man in the Punjab and agreed with the po- 
lice speculation of revenge over investment 
handling as a motive. However, they 
strenuously denied any culpability on the 
deceased's part and shared correspondence 
indicating his substantial distress over the 
affair. A record of their remarks made avail- 
able to us indicates.,.. 
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- dispatch by Sarah Gettel 

Imagine my surprise at finding Hans Kupperman alive and 
veil, drinking in a shanty outside Marrakech. This is a man 
who died in Munich, before the war* sitting here hale and 
healthy, drinking schnapps* You might recall the matter -- 
there was an outraged household servant, questions of pro- 
priety involving the use of company funds and an impending 
arrest. Bans Kupperman turned up dead in a back alley in 
Munich, apparently the victim of a robbery gone awry. Yet, 
unless I saw a ghost, he still lives. 

I approached and introduced myself, knowing my name would 
likely mean little to him. He introduced himself as Walter, 
with a passable attempt at an American accent. We talked of 
things travelers talk of the weather, the food and the 
accommodations. He consumed much schnapps, more than I did, 
and it loosened his tongue. 

He spun me a fantastic tale of how, in his darkest hour 
and the victim of terrible lies manufactured to gain control 
of his company, an angel approached him. This "angel" was an 
Englishman who promised a new life and rescue from his demons 
in exchange for simple money. Money was something Hans could 
part with. The Englishman, who used the name Lord Scrope, 
whisked Hans away to Marrakecb. 

Hans was now part of something larger than his problems. 
Since the time of his "rescue," the Englishman has often 
returned to ask for Hans' advice and aid in saving others in 
similar predicaments. Apparently, Hans belongs to something 
he calls the Order of Murder, which finds his particular 
talents with pharmacology to be of great use to them. He 
tells me that Marrakech has proven an excellent laboratory 
for his work in sedatives and anesthetics. "There are others 
like me, all over the world. Men and women who are dead to 
people like you, lady. But we aren't dead- We just wish we 
were. " 

With that statement, Hans stumbled off to his home and I 
to my room. Did I imagine the resemblance? Were these merely 
the ramblings of a drunken man looking to earn free schnapps? 
I fell asleep hoping it was so. 


Le Salon des Femmes Nouveaux 

- from ffw journals of Whitley Styles 

In the vast majority of cases, it doesn't take long for me to figure out what I think of a 
r\&w group, whether I approve of its goals and methods and how t think the Society should 
d&al with it if at all. A few organizations take me longer to evaluate because of their 
complexity. A very few leave me baffled and torn between enthusiastic agreement and 
passfonotE dissent. Le Salon des Femmes Nouveaux is one of those few. 

I mast start by writing as clearly as I can how much I agree that women around the 
world suffer unjustly. Sometimes I still dream of the suttee fires I witnessed while held by 
tfis Thuggee, widows burned alive when their husbands died, for those who don't know the 
word "suttee* The British have done their best to stamp out the custom, but there are 
oiWays men (and even women) who think it s so important to burn widows alive that they re 
witling to risk punishment for it. When we went with Mercer on that trip to China, I saw the 
custom of foot binding still practiced, even under a supposedly enlightened new post- imperial 
qov&rnm$r\t: girls feet broken and broken again until they become a tiny mass of deformed 
horns, to satisfy the Chinese belief that smaller feet are sexy. I ve seen women subjected to 
ivtry kind of harassment and abuse, in "civilized* and barbaric** lands alike. 
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Ev&n if I didn't care about justice as a principle. I would like to think that I could still 
recognize the practical cost of losing the insights of half the race s population. We simply 
cannot have too many strong minds and bodies working to make the world better ; and any 
belief that would have us cast some aside is clearly the enemy of the kind of future all of us 
in the Society hope for. 

5o when I first heard of an international alliance of women out to take control of their 
own destinies. I was immediately favorably inclined. Yes. t thought* good for them for banding 
together fa address their distinctive concerns. 

I first learned of the Salon last winter, in the Caribbean Stefokowski and / were follow- 
ing rumors of a white slavery ring somewhere in the leeward islands, which we thouaht 
(wrongly, as it turned out) might be connected to one of the Ubiquitous Dragons mony plots. 
By the time we came across the slavers' den. their prisoners had all been set free, and the 
slavers themselves had been crucified in their own den, many of them clearly tortured to 
death. ^For the New Woman' was written on the walls in half a dozen languages. 

We've seen the handiwork of these New Women several times since then. In northern 
India, they engineered a brilliant series of raids that liberated women condemned to suttee 
and transported them to safety with sympathetic imigres in Europe and America. The 
Femmes Nouveaux managed to escape detection at every step along the way — without 
detectives as good as the ones we've gat. nobody would ever have put the pieces together 
Our interviews with the rescued women didnt give us much beyond a general impression oi 
formidably competent women who didnt strike their rescuers as at all "manly" but did seem 
completely fit for every task that arose in the course of the rescue* In Argentina and Brazil. 
money came to support women trying to engage in labor organization, in the name of the 
Salon. The rest of our encounters fell somewhere between those extremes of direct action 
and quiet help from afar. 
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Safari Jack of all people, was the one who discovered the Salon itself. It wasn't in 'Paris 
or some other French city b hut in Indochina, in what had been a mission until a generation or 
so ogo and some petty bandit s deprivations, Talhn came riding out of the jungle in search of 
whatever his prey of the day was into a small clearing, where* in moments, he was completely 
surr&urtded by armed women and girls. They made him dismount and questioned him very 
fhorouahly^offering few explanations in return. ! gather from his description and the amus- 
rrtj little loopholes in it that he may have tried to brazen it through with his brand of 
twaaaer and gotten nowhere fast. 

Just a few weeks ago. a dour Indochinese woman who identified herself as AtfWi Truong" 
approached Sarah on the streets of Chicago and offered to tell her about the Salon. Sarah 
remembered Jack s tale and promptly accept ed r The rest of this file belongs to her. 


--dispatch from Sarah Gettel 
Sarah Gettel: Thank you for offering me this opportunity, ma'am* 
Minh Truong: I am one of the Femmes Nouveaux. You don't need my 
real name, 

SG : No, I don 1 t, not if you'd prefer not to share it with me. 


the missionaries taught us about the 
"Male and female created He them, 11 the 


Tell me about the Salon. 

Wl' When I was a girl, 
creation of the human race, 
book said. 

SG: So it says, yes. 

HT: Don't patronize tne , miss. 

SG: I'm sorry, I didn't mean to. 

MT: You see me as some shopkeeper or maid or something harmless, 
Baybe somebody who did something once but now only bears tales * 
fira're wrong. Now let me speak. 

SO: Certainly. ~*<S&M&llt 

MT: So I grew up believing that each of us carried the mark of 
God, But it soon became obvious that men didn 1 t see the mark in us, 
or didn't care. They use us and destroy us at their whim. When the 
bandits came for the missionaries, I survived only by disguising 
Ryself as a little boy. They laughed at me and told me I could grow 
up to be just like them. They killed the priests, raped the nuns and 
dragged off the other girls for more lingering fates. 

You have a tear in your eye. But why should you cry? If you are 
not willing to do what it takes to put an end to such things, then 
you should accept them as a fact of life. I decided that I would not 
accept them. I realized that men had forfeited the mark of God and 
that there would be no peace or justice until women rediscovered the 
Dark within themselves and forced men to submit. 

SG: Aren't you just planning to do back to them what they've done 
to you, then? 

HT: Absolutely not. My sisters did not deserve death. But the 
len who brought death to them do. And the men who let those men 
bring death deserve the punishment of accomplices. This is the 
simple, pure form of justice, such as prevailed in Eden and will 
again when we rule the world. 

I traveled the world, in whatever disguise I could manage, to 
see what other women experienced. I learned languages and customs, 
and I taught my simple message. In every land, a few are willing to 
hear it. It was a Parisian lady who referred with a smile to my 
"salon." I keep the name to honor her memory. 

SG: Her. . .? 

HI: She died fighting the good fight, under circumstances that 
are none of your concern, 
SG: So the Salon is . . . 

HT: Le Salon des Femmes Nouveaux is an insight. We are restoring 
the lost face of God, which is female. We are building tomorrow 
without the taint of the sins men have carried forth from Eden. We 
do whatever 's necessary to make redemption a thing that happens 
now, not in some indefinite never-never land. 
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And when you are ready to hear the truth of what we say, we will 
be there to speak it to you and welcome you to join us. Until then, 
you are part of the masses that we pity but do not let stop us. 

Postscript: At this point, I became momentarily daaed. When the 
confusion passed, the woman was gone, 

I must admit that I believe the Salon is precisely what this 
woman Minh Truong says it is. Depending on their assessment of the 
needs of the moment, its members can be warriors, scholars, teach- 
ers, healers or just about anything else. The Salon itself, head- 
quartered deep within the Vietnamese jungle, aims to produce women 
capable of excellence in all fields and assembles its students into 
teams who, between them, have all the skills that its founder, the 
aging Minh Truong, deems necessary* She then sends them out into 
the world to spread the word of women's destiny as harbingers of a 
redeemed humanity, 

Further investigation suggests that would-be successors to Truong 
disagree among themselves as to whether the forceful end of male 
oppression should take priority over education and the like, and 
when Cif) Truong passes away, the struggle to be her replacement 
will shape the Salon's future direction. 


A 


The. In 


quiry 

- from thm journals of Whitley Styles 

This entry began as a note about the absence of something, rather than its presence. In 
the summer of 1911 - before thm founding of the Society itself though at this point se^ro/ 
of us were regularly working together - my mathematician acquaintance David Ar amission, 
then completing his PhD. at thm University of Chicago, did an informal study comparing tU 
distribution of income changes among graduates of his college and others over the hst 
decade. (Therm s some complicated argument I don't really understand going on around such 
things, with diatribes about whether this or that level of income is socially detrimental or 
something.) White studying the data he'd acquired. David noticed something odd: The careers 
of the graduates who got involved with postwar diplomacy and reconstruction were, on ihe 
whole, significantly stunted. They didn't get promoted as fast they were more likely to run 
into office politics problems, they were even more likely to hove serious accidents, 

He mentioned it to me on one of our visits, and it sounded interesting enough to worrort 
follow-up, After all, we of the Society hove a particular interest in the fortunes of peopk 
out to build new worlds. I passed along his information to some of our scholarly associates 
and let them go to it. Three months later. I heard from David again, and now. he sounded 
worried. "Whitley" he said, therms something going on here that isn't just occidental." 

It took him most of two days to summarize the evidence for /A ere en Primoris and 
myse/f I'm not even going to try to repeat all of it you can consult the appendices yourself 
for the details. What it boils down to is pretty straightforward: People who took pari in 
war efforts, both during the war and after, are suffering. Thm tricky part is that they re not 
suffering in rW(y big. dramatic ways. The murder rate is up a little, and the disappeared 
rate is up more, but mostly it's a matter of cumulative minor misfortunes. The realty tricky 
part is that the targets arent people at thm top - not heads of state or even ministry heads 
nor chairmen of thm board - but the often-anonymous people several rungs down the /adder 
of command. The people behind this were and arm aiming at chiefs of staff heads of fill 
departments, interoffice liaisons and the like, thm people most often involved in interpreting 
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genera f directions and applying them to specific cases. 

This hooked Primoris interest, hies fairly sympathetic to the whole idea of that kind of 
"social engineering" (as anyone who's heard him argue it with ft\ercer knows), and I think he 
saw these mysterious adversaries as somehow crowding onto territory he regards as his> 
Certainly, his response reflected at least as much purely intellectual curiosity in it as genur 
me mora! outrage. Mercer decided to let him do some more investigating, white we attended 
to sther mutters. 

It was the spring of 19Z5 before I heard from "David again. He mailed me the following. 



excerpt from the New York Post f February 2nd, 1923 

Professorial Scam Uncovered 

Scandal in Ivy League 


Officials in the New York Stock Exchange 
confirmed today that they have been working 
with police to identify and arrest a network of 
would-be stock frauds in the halls of academia. 
Police in Boston and elsewhere made their ar- 
rests today and full details about the culprits 


will be forthcoming. Preliminary reports indi- 
cate that the scheming professors sought to ex- 
ploit their knowledge of advanced mathemati- 
cal processes to manipulate stocks in ways that 
would generate quick gains followed by sus- 
tained losses.... 


J 


t catted him up, and we met the next day. He looked haggard. He said that someone had 
been mailing him a copy of the article once a week for the last month. And I didn't have to 
osk; h& confirmed that the arrested professors were the ones he'd consulted about this 
problem. 7 don f know why they didnt include me" he said. 'Hut I got the message. I Vn 
through" He's still wilting to talk with me about other matters, but as far as he s concerned, 
thai inquiry is over and done with forever. 


Ok tke wJwle, !) pA&jf&i not la do eximtivc peidw&ik #&att&td that oac mi p44tdam&4^- 
lallj ajf mif wwt htuuiuan,, Imt tkud ttup&t&Uf tw&o&e/ied ktf stifled puettd ca^Jtt my ^ohc^. 
A^t&i- a if em- and male GceaMortoL Aa&eltrtf us dupfdeme^d ^edeaAck clod&i to kome- t 9 cott 
ptefkm a midm&idf c&nfAeUettdUJc dumma/u^* 

7^3 !}wpmtfr taked d&* name pi&M ike m^dii^dUcifdi^ia^ academic ^ice tkat aduMed 
fttetideai Wildm at Peadadied. *7ke £i4di §H^H4/ufl mzmli&id, d&ufkt to ami^e tke padtatai 
utm&m al lkmu<fhlf ad- fiodddde do tkat tke difd&maU could dUa^i heatied ^A<umded 
adtotty Ut teadm and evidence n&tk&b ikon petttf oenqcaHcc. Whew, it became deal tkai 
mistical- p&wteM w&uldrt>i allow udtat ike- iokcdoAd Uuud^hi a£ ad a judi f time aqneeme^d, a 
Imd^d sjf ^dtfifuztdd decided to act on Uwmi mum. VkeM ftidt tafycj&U umdd be ike&i a&m 
oMeapwi, tokom tke didde^deH- dm ad Uadond lad^f ike qA&mdut&ik ppi ^utme w&H, 

ih&t w mmd t 9 quickly J iecdi^ed tke toenail tknudi &^ Ike mafUfudatioti ide*tM£ied hp 
AwmiMiaKr and- tke oikend. Md> aimed d^ed^icalLf at udtat a p&dictdab dfrd pAopafon- 
iid lik&i l& call uMPimo4i^2d f tkode umo frntuU^e tke ncl&wiced a£ indtid&u&i and ttaimttd 
fa urn, mnawGc tke conduct ike wati f and didfxode ike dft&Ud- ap&um&id. Wkal 
iidiWf&idkM ikiA id o£ mamfudaiond pi&m tkeisi nanUm^,, lm4mefy-uxi(Mrt^ codleafued i£ a 
miatit- tiddUtf. *1key one cie&du uullm<f to umvJz etdiAchf, i*t tke dkad&wd and to- djsuAc at 
ik&te wkfr actmlbf im^demeid decliMmd n&tk&i ikon ik&ic udta one me4&L^ ^UfUAekeadd. 
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9 believe the 9tta4u*iy intendd ta keep wasimakiny fiat&pd m a conitant dtate of iunmoii 
and at a Lodd of relative advantage. 9t id paddiMe -dome mentMend utouid like to estyaye ia 
cowedpondiny titi&fyvention ta dfrienytheM, and newand anti-uuM <fAoupd t Imi funihe/i invedi- 
<fotian duyyedtd thene- qa& too few* paniicipantd to devote, ta the tad A &ondid&Uny the 
onyanifation overall canfi^uAatian, 9 leadoned ikat neesuutiny new- memJt&id into- ike 

tp can affand h& leakd 

*7hid fact duyy&dted to me ikat the manip^tato^ miyhi themdeived came- ftam amany 
^anhd of thetii mctimd. tfeiv people can w&ik da- effectively ayamii a cladd ad itd flaw* 
memtiend, if they decide ta campendate foi (neat &i imayined) dind by add of colteeim 
atonement, 9 thenefone decided ta heym my oum inrndtiyation by (piny ov&i the nodt&ii oj> 
tkndailted conference pantidpantd in, ieaAch of iudividuald whade actiond wesie duck ad ia 
attaw naam fob dudfdcioK avaut the&i involvement in an anii-utaA coudpinacy* l9 

9ltoah me a deadon ta build a nodtesi of hiyhly viable candidated* ^hete w&ie 
a dafen Amenicand and ewe an, mme indiwdaaU each fiom a variety of colonial on oth&iwde 
manyin<ili^ed naiiand: Ethiopia, 9ndia, A&y4di*ua, f)/&uvay, and Cfechadlavahia each ps&- 
vided fauA membend, wkite 9taly contributed tmh and mom than a dafen oth&i natkmi 
contributed one each. 9 dta^ted my uu&ititf&tiort uuth thode tidied ad ha4UHf padied uaatf, 
JmtetuMa piam ctade e#p&Ue*tce that a fUat&iiHe death cok <^ieaiiu, enhance owe d ^leedoM 
decidiatt ^ Imi it occtvid ta me thai a didcQMA4& <m my methods idti t pAccid&Lf, the pood km,. 

Muj^ice it ta day that 9 wad aide ta identify a cote candtitiiettaf mdwMuah jfuwi 
ei<fhl Hoiiortd wJta had indeed j^aked theisi deathd and a petipk&ty cf i^ddiudaaU j/iam IQ 
ftaiiand mane t&ka, ^tam time ta time, tided a vatietf didfiUied ta <fOtit mane pieedam ^ 
mamme+d* 9t taah the tedt a ifeaA ta faace theisi movementd; the 9*t<fuiUf operated erttmlf 
in de&iet, dpe4idmf manthd fri tfeaAd dindfinf the- w&Jti*tfd a^ oh a4<fOHifatia*i 1 duck ad a 
fooesirtmeHt mtiudfaf &i ca^pa^ate fcianck, tkett d&tiJunf at the ta^qeif tmd&m people udus 
occupy cbttcial ImUi tit the chain command. Vhid iehatu&i maked them uHdendtandaUf 
di^ictdt ta t%aok daww. 9 did pekievene, baweveb t and ttaiUnf finally identified them, it ufai 
time ta mane. 

% my tadtUtf teftet, 9 did iam^lhinf u^ianf. 9 had hoped ta pftedent mydetf ta them ob 
a kindbi&d dpibii, 9 have *ta Hde l&i thein- opponent idapianidm f *u¥i think waftmotfyetuttfy 
in any denie a aeceddasuty undedMaJde aciUUiy. But 9 did j^eet dome dincene admiration jp* 
ihei* cane and cunnirtf and jfiU thai 9 could piaudMy (ei^t, a dympaihy of tudiooh ikat 
wmdd let me infitt^iate the<A <f/ioup and pethaad even imu it ta my own punpoded, 9ndtead... 
9 dpent the kette/i pant of thnee uteehi fendirtf off addaddinatioK attemptd, and when j 
neyained the l^aUuny dpace neceddaAy fob ftedh evaluation, 9 found that all my taA^ek 
had chanyed thein pottennd of movement. 9 tvatdd have ta befitt ail again ov&i to Uack Htm 
dotvn, and at thid time, 9 dan t have an int&iedt in dainy da. j 

A cundany netUew- of necent data duyyedtd that the 9nq-mny id lycny tow, 9 think Uui 
outcome dufficed. j 
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The Mystery 

of Volcano 

Island 


— transcribed by Greg Stolze from the 
journals of Whitley Styles, published 
1927 

I never expected to confront the world's 
most dangerous botanist. But then again, I 
never expected to be in the middle of a possi- 
bly permanent thunderstorm over a volcanic 
island, standing inside a living house that quite 
possibly wanted me dead, 

But perhaps 1 should start at the beginning. 


* * * 


Initially, I was looking forward to our jour- 
ney. Doctor Eggbert Chinswithe had invited 
the entire JEon Society for Gentlemen to visit 
his experimental botanical garden on distant 
Bokaniwatitanu, and we were all, I think, 
pleased by the offer. It was a cold winter in 
Chicago, and the opportunity of getting away 
to a Polynesian island was attractive in and of 
itself. Meeting the famed Dr. Chinswithe held 
great appeal for Dixon, Prim oris, Tallon and 
Mercer — not only for his undeniable scien- 
tific accomplishments, but for the chance to 
meet (they thought) a great philanthropist and 
lover of humankind. Jake, Annabelle and I were 
less interested in his experiments with high- 
yield, Z-ray mutated crops and more interested 
in getting a bit of sun and surf. But (as Max 
made sure to remind us) the Hammersmith in- 
cident also started out as a polite invitation to 
a scientific demonstration. 

It struck me as odd, I'll admit, that Dr. 
Chinswtthe himself met us at the dock. He was 
a round, sunburned, sweaty man but extremely 
enthusiastic. He moored Jake's seaplane and 
greeted each guest effusively even to the point 
of offering to help haul our luggage. 

"Oh, that won't be necessary/' Dixon as- 
sured him, "Our luggage hauls itself!" 

1 knew how keen Professor Dixon was for a 


An Aon Society Adventure 


chance to show off his latest oil-fired miracle, 
and at the turn of a key, our trunks produced 
wheels and proceeded up the pier, one after 
the other, in an obedient single file line. All 
except for Safari Jack's portmanteau, unfortu* 
nately. Due to what was later diagnosed as a 
poorly oiled wheel bearing, his motor-case 
spun in three rapidly accelerating circles be- 
fore flinging itself off the wharf. But Tallon was 
a dashed good sport about it. 

We fished out the wayward valise and made 
our way up a gravel path, pausing to right 
Dixon* s automatic suitcases when, now and 
again, they tipped over. He kept muttering 
about using treads, or possibly legs, while 
Chinswithe apologized over and over for not 
having a paved path. 

11 No matter/' Mercer said. "Paving a road 
would be a waste of your time and consider- 
able talents. What can you tell us about your 
work?" 

"Oh, well, it's not so impressive, really Nat 
yet. The biggest breakthroughs have been in 
crop yield/ 1 

As we rounded a corner, we saw what he 
meant. Off in the distance were to wering struc- 
tures that I initially thought were some sort of 
tropical tree. They had something of the shape 
of palm trees, but where a palm trunk is naked 
of leaf and branch, these seemed to be cov- 
ered with greenery. It was only as we nearea 
that I could see the poles, thick as railroad ties 
and easily 20 feet tall, strung with wire cables 
as thick as a finger. But what prompted gaspa 
from all of us were the bright red globes nestled 
within the winding vines. 

"Surely, those can't be... tomatoes? 11 Jake 
gasped. 

"Oh, yes/' Chinswithe said, beaming. "Quite 
as large as pumpkins. You should see the wa- 
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termelons — weVe one the size of a cottage/' 
"How is this possible?" Primoris asked. 
"Simply a matter of enhancing the growth 
ktor using Z-rays. The biggest problem, re- 
ally, was that such large plants would normally 
take years, or decades, to develop. But with Z- 
radiated fertilizer, or "zetalizer/ they can grow 
at a rate swift enough to be visible!" 
"Doesn't it wear out the soil?" Tallon asked. 
Initially, that was a problem. That's why we 
came here, don't you know Volcanic soil, very 
nch indeed/' 

08 in the distance, we could see a figure sil- 
houetted on a hillside, methodically hoeing the 
pound, 

'Ah, that's Henry/" Chinswithe said. "Quite 
the conscientious chap. Hard workers these 
natives, once they catch on." 

"How would these plants do in less hospi- 
table soil?" Mercer asked, I could tell immedi- 
ately that he was thinking of the starving peas- 
ants in the Ukraine, whose cruel Communist 
masters were too proud to admit their deaths. 

"Given four qualities — my seeds, sufficient 
lelahzerand sufficient sun and water — these 
plants could grow in the Gobi." 

"This ts a beautiful thing," Primoris said. "I 
believe 1 am looking at an end to world hun- 
ger-Doctor Chinswithe, I salute you." 

Chinswithe simpered. 

"Speaking of an end to hunger," Jake said, 
"Might I ask about our dinner plans?" 

"Oh, certainly. HI have dinner ready in a 
trice" the botanist replied. "Actually, we might 
want to hurry It's clouding up." 

We reached the large Nissen hut at the heart 

■>f his compound just as the first fat drops fell 

from the sky I held the door for our bags, and 

as I did, I could see, out on the ridge, a figure 

- now indistinct through threads of rain but 

still monotonously hoeing the ground. 

* * * 

Dinner was interesting on several levels* 
The food consisted of a varied salad, followed 
by roast chicken and a sweet sort of custard 
called "Eggs Chinswithe" for desert. The con- 
versation was fascinating, of course — Tallon 
scandalized us all with his anecdotes about the 
habits of the Etoros, Annabelle told a charm- 
ing story about the first time she used a boo- 
merang, and Mercer's unrehearsed musings 
al>out the political climate in the Pacific Rim 
were both trenchant and insightful 


Surprisingly, one of the topics discussed 
among this literate and erudite company was 
the weather — usually an issue of default 
among those with nothing better to discuss. 
But in this case, Stefokowski made a comment 
about the weather reports he'd studied before 
flying in and about how it seemed as if this 
summer there had been thunderstorms every 
day — usually at the same time in the after- 
noon. This observation prompted some vague 
musings from Dixon about what could cause a 
stochastic and contingent system such as the 
weather to settle into a predictable pattern. I 
believe he was about to ask our host about % 
wave interference from his experiments when 
we were all distracted by supper. 

"And how, hmm, are you finding your Eggs 
Chinswithe?" 

"Very interesting/' Tallon said, furrowing his 
brow "What species produced the eggs? They 
taste like simple hen's eggs, but the texture is 
more varied." 

"I must confess, I've played a little joke on 
you," Chinswithe giggled, "Behold." 

Before our eyes he held out an oblong, green 
object resembling an avocado. With deft move- 
ments he peeled it, revealing what seemed to 
be a hens egg within. He cracked it, and a stan- 
dard-looking white and yolk dripped out into a 
bowl. 

"You. . . grew these?" 

"I was going to hold off telling, but I couldn't 
contain myself. Everything you've eaten was 
grown here on the island. The chicken? Fake, 
Plant fiber — but with the same proteins and 
minerals as the real thing." 

"How is this possible?" 

"I call it Gaylussacia baccate veronica" 

"Gaylussacia baccata . . . so it's a huckle- 
berry?" Primoris asked. 

"It was/' Chinswithe said dismiss! vely. "The 

mutations are so extensive that I really could 

have begun with any genus and species. Hence, 

'veronica' — 'vera iconics/ the true image, 

Veronica can, with proper prompting, imitate 

any organic material!" 

* * * 

The evening's surprises weren't over. After 
supper, we were each escorted to a bungalow 
— not prefabricated huts like his main build- 
ings, but bowers grown from the ground and 
shaped into chambers. At this point, I shouldn't 
have been surprised by any vegetable miracle t 
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but I was still astonished as I crawled onto a 
leafy mattress and pulled up a surprisingly soft, 
fleecy blanket — still vital and rooted in the 
ground. 

"What's next, a plant for indoor plumbing?" 
I wondered. 

The next day, Max suggested that Annabelle 
and I might enjoy a walk along the shore while 
the "eggheads" discussed matters in detail in* 
side Eggbert's latest "house plant* 11 

* Perhaps Jake would want to come as well?" 
Annabelle asked. 

"I believe he's working on the plane/* Mer- 
cer required. "I told him I thought I heard a 
'ping' in the starboard engine*" 

With that, I found myself alone with the 
beautiful (albeit deadly) Annabelle Lee, Natu- 
rally enough, as we walked along paths fused 
magma had cut through the dense jungle, we 
discussed the wonders we'd seen* Presently, 
however, we heard a soft but urgent thrashing 
sound from the undergrowth. Curious, we 
pushed aside thick leaves to uncover a scene 
of horror, 

What is it?" I gasped. 
I think it... it used to be a monkey." 
The poor creature lay on the ground, twitch- 
ing spasmodically Flecks of blood were mat- 
ted in its golden fur, co-mingling with smears 
of sticky green sap. Droplets of both be aded 
on the leaves surrounding it as well, and 
the co-mingling of plant and animal con- 
tinued out of the environment and 
into the poor creature's frame. Its 
tail thrashed helplessly among 
twining vines, and thick tendrils m ^ 
were sunk in its ears and clog- 


"What is it?" 


ging its mouth* In a vile burlesque of anatomy, 
its eyes had burst, and two velvety blue Dow- 
ers unfolded in the ruined sockets. 

''I think we'd better get back to the others, " 
I said* 


* * * 


■ k 1 


if 


As we cautiously approached the hut, we 
heard Chinswithe's voice, raised high in an- 
ger. 

"...Oh, I'll alleviate hunger, all right! Believe 
me, the starved and ignorant darkies of the 
world will flock to my banner when they sec 
the cornucopia I hold! Their simple minds are 
easily swayed by creature comforts, but their 
natural savagery will lay waste to Europe at 
my command! France and Germany will be 
green* and I their verdant GOD!" 

We crept up to the window and peeked 
within. j 

"You're mad, Chinswithe/' Safari Jack ob- 
served conversationally. His sang-froid was ad- 
mirable: Like Mercer, Dixon and Primoris, he 
was held immobile by thick vegetable cablei 
Primoris and Mercer were still struggling, but 
it was clear the stubborn shoots held them fast 

"Mad, am I? They called me mad at Univer- 
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sity, But I II show them. I'll show them all! Oh, 
we'll see who's mad 

"The one thing I don't understand/ 1 Mercer 
said, is why you invited us here." 

Chinswithe snickered, his face slick with 
sweat "Don't you? It's quite simple, really* I 
need Z-rays. And according to Doctor 
Groebstadler's research, the strongest reser- 
voirs come not from 'tellurgic batteries' and 
aetheric generators/ but from human beings 
— particularly those present at the 
Hammersmith explosion! Once Veronica has 
absorbed your qualities, its growth potential 
will be nigh-infinite!" 

"Don't do it," Dixon warned. "You'll only de- 
stroy this island and your creation/' 

"Do you really think I'll fall for such a pa- 
tently transparent ruse?" 

"No ruse. Think about the weather. Think 
about the mathematics, about thermodynam- 
ics, Contingent systems only develop sponta- 
neous order when energy is added to them — 
otherwise entropy drags them down. Weather 
is a notoriously unruly system* What could 
make it predictable over your island? Z-rays." 

As if to punctuate his words, a great crack of 
thunder smote the sky. 

"Your plants are leaking Z-rays into the at- 
mosphere, drawing storms that are torn apart 
and dispersed by their own violence. But you're 
approaching the tipping point. Any increase in 
Z-ray intensity could create a feedback loop in 
which the storm's energy only reinforces it- 
self. You could unwittingly create a super- 
storm — a stable monsoon that could eventu- 
ally draw in every cloud on the planet!" 

"Lies!" Chinswithe lunged at Dixon and 
raised a glass atomizer, Annabelle and I lunged 
for the door, but we were too late, Eggbert 
pumped a spray of purple mist at the inventor, 
and the vines around him immediately began 
to swell and grow, choking the scientist into 
silence. 

She lunged to the right. I went left- The mad 
botanist adjusted his bottle and fired a purple 
stream at me but missed. Nonetheless, at the 
touch of the liquid, the creepers beneath me 
became powerful tentacles, blindly winding 
around each other and anything in reach as they 
swelled with unnatural growth. 

He'd been a fool to take his eyes off 
Annabelle, A throwing knife glinted in her 


hand, and Chinswithe would surely have been 
a dead man had her eyes not flicked to Dixon's 
enpurpled countenance. A snap of the wrist 
that was hardly slower than the turn of her 
eyes, and the vine around his throat parted. 

The thud of the knife drew Chins withe's at- 
tention. "Damn you!" he bellowed. 

Swearing at a woman was his second mis- 
take. Taking his eyes off me was his first. Leap- 
ing above the energized tendrils, I seized a vine 
from the ceiling and swung both feet into the 
side of his head. 

He dropped like a sack of bricks. Unfortunately, 
he landed on the glass bottle. He barely had time 
to scream before he, like the monkey, was fatally 
invaded by the blind growth of his creations. 

Dixon had seized Annabelle 's knife and was 
cutting Prim oris' mighty hands free. 1 drew Sa- 
fari Jack's boot knife and started to free him, 
while Annabelle set about releasing Mercer. 
There was no time to lose. The boiling veg- 
etation was surging up, forward and outward, 
expanding massively in all directions. We 
barely had a chance to leap out a window be- 
fore the building burst open in massive growth. 

"To the plane!" Mercer shouted. "Hurry!" 

"Why rush?" Tallon asked, conversing eas- 
ily at a loping run. 

"That plant isn't just growing up, I give it 
four minutes before its roots hit the lava!" 

Safari Jack — and the rest of us — increased 

speed to a full sprint. 

* * * 

Jake took the plane in a slow arc as we flew 
away. We could see the holocaust of lava as 
Chinswithe's experiments combusted. When 
the ash from the eruption hit the storm, it drew 
lightning down into what was already a hell of 
combustion. 

"Well/' Dixon muttered, "at least he died as 
he lived — consumed by plants!** 

We all had a good laugh — all except Mer- 
cer. One by one, he fixed his gaze on each of 
us, 

"Am I the only one who appreciates what was 
lost here?" he asked. 

There was silence for the rest of our flight 
to Guam. I can't speak for the others, but I 
know I was thinking of a brilliant mind de- 
stroyed, a chance to end famine lost forever. . . 
and of a dim, distant figure spied through the 
smoke, still inexorably hoeing the soil.... 
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This Woi^ld of Wonder 

--dispatch by Sarah Gettel 

Greetings, Maxwell, Thank you for an all -expenses paid trip 
around this fabulous globe we live on. The horrors of the past 24 
years, from the South African massacres that began this century 
to the so-called "Great" War that killed close to nine million 
people, are all behind us now. We have begun a new era of hope. I 
believe in hope because I have seen a man fly. 

Nobody knows his name or how he flies. On January 25th, 1923, 
I was covering the city beat for The Cleveland Press and praying 
that there wouldn't be too many bodies* Some mad "firebug torches 
10 square blocks, while his buddies tried to loot the Federal 
Reserve Bank. The inferno trapped fireman Jerome S. Parker on the 
roof of the Wexler chemical plant. His goose was cooked. But 
then, the man next to me fell to his knees. Tears streamed down 
his cheeks, and he pointed skyward- I looked up and nearly fell 
myself. My first thought was, "I have to go to church on Sunday," 
For an angel, complete with wings, swooped down out of the clouds 
like a Fokker biplane. Just as the floor gave way under Parker's 
feet* the angel snatched the fireman from the blaze's hungry javi 
and gently deposited him on the ground. When he landed* I could 
see that this miracle was not one of Biblical lore, but of one ' 
man's genius. The wings were mechanical! The ,r angel n wore a heavy 
harness with clockwork wings* It was the most amazing thing I had 
ever seen. He handed the coughing fireman over to his comrades 
and lunged back into the heavens, mechanical wings beating furi- 
ously . I couldn't make out the flying man's features due to the 
soot covering him, but I saw his smile. His smile said, "Things 
are going to get better." , 
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After reading the article about my search for the flying man, 
jour "Society of Gentlemen 11 (and do give my regards to Miss 
Newfield, by the by) graciously paid my way around the world "to 
report on the changes thS world has seen since Hammersmith's 
experiment." My ship recently docked in New York, and I finally 
have time to compile my notes and catch up on my correspondence. 
I include a few letters and clippings that you (and your Society) 
nay find interesting. 

I do wonder if it may be premature to attribute all of the 
wondrous changes of this past year to a science experiment, no 
latter how extraordinary. The history of mankind includes innu- 
merable stories of heroes just like the ones now fighting on the 
aide of right. Is Hiss Wewfield's ability with virtually any 
weapon any more outrageous than Annie Oakley r s mastery of fire- 
arms or even Robin Hood's fabled accuracy? Are the mental powers 
of your ^mesmerists 11 the same ones that Merlin wielded? Did the 
saie energy that fills Doctor Vigorous' muscles allow Hercules 
and Samson to perform their heroic feats? Is this a new phenomena 
or perhaps an older power, now returning to the world? Is this 
■odern science an old magic? All these questions, and so few 
inmrs. 

Let us begin with what we do know. 

In every country, in every corner of the world, men and women 
are making this world a better place. Perhaps the Great War 
lanced a boil in the human spirit. I have seen more hope spar- 
kling in the human eye in these past few months than in the 
entirety of my life before. These hope-filled eyes peer out from 
behind domino masks, from under slouch hats and from amid strange 
equipment in secret laboratories. They tell me that, as a people, 
ve are no longer willing to stand by and let injustices go unan- 
swered. I would be completely remiss if I did not note that the 
hope of this era is also reflected in the eyes of everyday men 
and women. I see it in a bank officer who comes every Sunday to 
sweep up at a Bowery soup kitchen . I see it in a young girl who 
told me with all sincerity that she would be a doctor some day. I 
see it in an old gentleman who braved grievous personal injury to 
testify in court against a corrupt policeman. Sometimes I truly 
vonder* are these heroes the cause of the hope I see or merely 
the reflection of this wondrous time in which we live? 

While this spark of hope for the betterment of the human 
species burns as bright as has perhaps ever bloomed, I do fear 
for this new aeon. Dark forces work night and day to snuff out 
the candle of hope. Some of them are bitter bastions of a long- 
lost era, hoping to turn back the clock to a time when they were 
more than they are now- Their day has passed (in some cases, by 
millennia), and yet, they still fight on. Were their goals not so 
horrific, I would have much greater respect for them* Others wish 
to take the great gifts of this modern world and use them for 
petty, selfish games. These mad scientists infuriate me, with 
their test tubes and their ever-present Jacob's ladders. Had they 
dedicated one tenth ^of the time they did to their latest death 
ray to the problems of world hunger, perhaps children would not 
have to go to bed without supper in so many corners of the globe. 
And while I have long admired the inherent goodness of everyday 
people, I also dread the darkness that can oh-so-easily take hold 
of the human heart. The difference between a madman who threatens 
a city with destruction and the slumlord that throws old women 
into the streets is merely a matter of scale. 

But through it all, I still have hope of a better world. 


Bulletins From 

A Brave New World 

— dispatch by Sarah Gettel 

The ramshackle cottage was dark, but I could see a gl iitimer of electric light 
seeping between the boards of the old barn. I was out of the Packard before 
Wallace could kill the engine; his startled shout chased after me as I threw open 
the barn's side door and raced inside. 

The place stank of petrol and oil, not the typical earthy smells of agriculture. 
The huge plane sal like a hooded hawk, eager for the sky. There were machine 
parte and schematics everywhere. An old, scarred desk, salvaged from the 
University, sat up in one corner, likewise papered with O'Malley T s technical 
drawings. The red-bearded giant was facedown amid his plans for aeronautical 
conquest, snoring like a badly tuned table saw 

"Rise and shine, ace!" I called out, giving the side of the desk a solid thump 
with my boot for emphasis. "Duty calls! Let's see if this big gooney bird is half ay 
good as you say it is " 

"Huh? Whuzzat?*' Britain's leading aero engineer said, picking up his 
shaggy head and blinking like an owl. "Sarah? What'rc you going on about 
now? 

"There's a war, brewing, Professor!" I replied. "There's been an urgent cable 
from Sofia — " J|pH!P 

"Sofia? Who's she?" : W^%,m. i 

(C Not who, Professor, but where — Sofia, Bulgaria, There's been an incident. 
Bulgarian troops have crossed the Greek border, A Greek soldier has been kilted 
Reports from the area have been confusing — or intentionally manipulated. The 
League of Nations is convinced that someone has instigated the whole affair" 1 
paused, looking him in the eye. "1 suspect that fiend Count Orlan is up to his old 
tricks." ;| % .m, 

"Orlan!" Q'Malley straightened, hearing the name of his longtime neii^ 
"Why didrrt you my so, lassie?" He rose from the desk as the list of the cmw 
bustled into the barn. u Help me get those doors open!" he called out to Wallace < 
and Littte John. The burly professor dashed for the w ide bam doors. "As it 
happens, i\e reformulated the superchargers on Queen Mab's engines " he called 
over his shoulders, Tve been eager to test them out! You want to fly, lassie? Get 
ready for a trip you'll never forget!" 
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Rising From the Fire 

- dispatch by Sarah Gettel 

Years of Empire 

Six great empires dominated the world at the beginning of the 
century: Britain, France, Germany, Austria-Hungary, Russia and 
the Ottoman Empire. They enjoyed relative stability at home, but 
economic realities -- and imperial egos -- drove a tide of con- 
quering armies to every corner of the globe, They carved out 
colonies from Africa, Asia and South America and ruthlessly 
exploited the resources they found there to line nests back home. 
Even the United States, once a bastion of isolationism, fell prey 
to the temptations of conquest, with imperial adventures in 
Honduras, Cuba, Nicaragua and the Philippines. 

Haturally, it was only a matter of time before these great 
nations found themselves at war over particularly tempting pieces 
of real estate , Germany and France fought over Ottoman-held 
Sorth Africa, and Russia went to war with Japan over Chinese 
Hanchuria and Korea. The great powers used gunboat diplomacy and 
brinkianship to negotiate, bully or outright seize territories to 
bolster their global power and prestige. This intense politicking 
produced a complex series of non-aggression pacts and defensive 
alliances engineered to maintain a tenuous balance of power both 
in Europe and among their many colonial possessions. Germany 
could not attack Prance without fighting Britain as well. Aus- 
tria Hungary could not attack Russia without automatically incur- 
ring the wrath of Britain and Prance; likewise, Russia could not 
entertain designs on the fractious Balkan states (Romania, 
Serbia, Hungary, Bulgaria and Albania) without immediately fac- 
ing Austria- Hungary and Germany • Though intended to keep the 
peace, the increasingly convoluted alliances became like a house 
of cards, waiting for but a single stroke to bring the entire 
8IS3 crashing down upon itself. 

The Great War 

Id 1914, the deadly stroke fell. Franz Ferdinand, heir to the 
throne of Austria-Hungary, was touring the annexed province of 
Bosnia in his role as Inspector General of the Army. A radical 
faction of Serbian soldiers, dedicated to the liberation of all 
SUvs from Austro-Hungarian rule, made two different attempts on 
the Archduke's life, both of which failed. Hours later, as the 
Archduke was on the way to the hospital to visit one of the 
officers injured in the attack, his motorcar took a wrong turn 
and, through outrageous fortune, crossed paths with yet another 
of the Serbian assassins . Caught totally by surprise, the killer 
nevertheless acted without hesitation and shot the Archduke and 
his wife, Sophie , 

The death of the Archduke unleashed a firestorm of rage in 
kstria-Hungary , as members of the royal family cried for revenge 
against Serbia and accused the Serbian government of orchestrat- 
ing the attack. Serbia had alliances with Russia and France, but 
Austria -Hungary likewise counted on support from its neighbor 
Germany and declared war on July 28th. Suddenly, all the markers 
cf H years of diplomacy were being called due, and all the 
leaders of Europe found themselves on the slippery slope to 
disaster. 
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Germany, Russia and Britain struggled furiously to keep the 
war from widening, but conflicting desires of territorial gain 
and political advantage drove each country to protect its own 3 
perceived interests and gamble against the resolve of their 
neighbors. Germany invaded France and Hussia, committing itself 
to a war on two fronts, and Britain, unable to see a way out of 
its continental obligations, reluctantly declared war on Germany* 

The Ottoman Empire joined Germany and Austria-Hungary against 
the Allied powers, determined to defend its interests in the 
Balkans and the Middle East, while Italy and Japan fell into lint 
with the Allies. Events spun furiously out of control, and mil- 
lions of men were sent to front lines all across the world, A 1 
disaster of epic proportions began to unfold. "Monarchy and 
privilege and pride will have it out before they die --at what a 
cost!" US ambassador Walter Page wrote to President Wilson on 
July 29th. The Great War had begun. 

Incredibly, the warring nations exulted in the early days of 
the war, gripped with nationalistic fervor and a sense of duty 
and patriotism, welcoming the conflict as a chance for adventure 
and glory. No one reckoned on the horrible weapons brought to j 
bear on the field of battle: massed artillery, machine guns -- 
and within a year, poison gas. The fields of France and Eastern 
Europe became charnel houses, where generals hurled their troops 
across churned wastelands and counted their victories in mere 
yards. Within a year, the conflict bogged down into near-static 
trench warfare which consumed lives at a staggering rate. I 

Something besides those many soldiers died on the battlefields 
of the Great War. Western civilization as a whole lost its inno- 
cence and blind devotion to the wisdom of hereditary rulers. No one 
alive today escaped the touch of the War to End All Wars, either as 
a survivor or as someone who lost family and friends in that awful 
struggle. The sheer brutality of the war and the even more terrify* 
ing stubbornness of the rival powers in the face of sanity or rea- 
son showed us the very worst humanity had to offer. The seeds of . 
the modern era were planted in those dark times, as men and women 
found the courage to question the wisdom of the old order, % 

The Great War ground on for four terrible years, the deadlock 
in the trenches broken only after the United States entered the 
struggle on the Allied side, American troops and the mobile 
armored fortress known simply as the 1l tank" allowed the Allies to 
defeat the exhausted Central Powers at last. The cost in lives 3 
and materiel was staggering -- literally millions of lives were 
lost, and the great powers were reduced to mere shadows of their 
former glory. The Russian Empire suffered worst of all: In 191$\ 
its people, weary of defeats and starved past the point of endur- 
ance, revolted against the Tsar, their hereditary leader. 
Vladimir Ilyich Ulyanov, also known as Lenin, led the Bolshevik 
movement to power in his guise as a "man of the people. 11 ,4 

Armistice and Upheaval j 

The surviving leaders of the Allied Powers resolved that the 1 
world should never again suffer the nightmare of modern warfare. 
Following the lead of US President Woodrow Wilson, the Allies J 
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created a League of Nations to mediate conflicts between nations 
ind deter acts of aggression. (Ironically, the US Congress then 
refused to endorse the League-) At the same time, the leaders of 
the Allied Powers draf ted* sweeping diplomatic agreements to disarm 
Seruany and break up the former Austro -Hungarian Empire, so that 
thej could no longer foment aggression. The Versailles Treaty of 
1919 (and its less-famous companion treaties) stripped Germany of 
nearly a third of its industrial power and all of its overseas 
colonies and forced the defeated empire into adopting a democrati- 
cally elected government* Never before had an alliance of nations 
lade such sweeping changes to the political landscape, and they set 
loose unforeseen changes in every segment of society. 

The imperial powers' overweening ambitions and demonstrated 
disregard for their losses during the war fostered an inevitable 
backlash. Common men and women had learned the hard way not to 
"Dlindly trust in hereditary leaders and hoary traditions, and 
after the horror of the war, they found the courage to face 
aearlj any challenge head-on. Socialism gained new strength in 
she face of the capitalist institutions of Europe, and the Bol- 
ibeviks' success in Russia gave the governments of the world just 
cause to be concerned* Indeed, Lenin wasted no time pressing the 
cause of the People's Revolution wherever an opportunity could be 
found, and the last six years have seen numerous, bloody upris- 
ings in Germany, Austria, Hungary and elsewhere. 

These modern times give more cause for hope and optimism than 
ever before. Art and literature flourish, as bold souls question 
established mores and find new ways to celebrate the human condi- 
tion* Korld industry, once marshaled for war, now uses the tech- 
niques of mass production, refined during the war years, to 
produce cheaper, faster and better products to ease people's 
lives. Hew technologies push back the frontiers of science, 
philosophy and even religion. It is a time when a single indi- 
vidual, with courage and strong character, can roll up his 
sleeves and make a mark upon the world. 

The Era of the Uncommon Man 

Today live in a period characterized as much by exceptional 
individuals as governments people of courage and vision who 
apply the best aspects of science and philosophy to make a better 
life for those around them. As a race, we gained courage from the 
terrors of the Great War and are willing to apply our virtues for 
tile coaaon good. 

Sot all change is good, to be sure; the rise of fascism in 
Italy and the brutal Spanish rule in North Africa are prime 
examples. And change is not welcome in every culture -- there are 
parts of the world today where people not only turn a wistful eye 
to the simpler, prouder past, but in some cases, they actively 
struggle to bring about its return. It is an era of tremendous 
possibility and potential peril, for the ascendancy of the indi- 
?idual is double-edged. Each man and woman is responsible for the 
deeds they do and tfye works they create, and great ability car- 
ries with it the risk of temptation. 

nevertheless, it's an exciting time to live in and a world 
lore full of adventure than ever before. 
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Europe 


— dispatch by Sarah Gettel 

"We're gonna get plugged," Moriarty moaned, looking up at the brightly litmagg 
like a lG-year-oid facing his first haunted house. "Those palookas are gonna takeo^ 
took at us and fill us fill! of lead/ 1 He turned and looked at me, his big, blue eves wWe 
and pleading from a boyish, freckled face. "C'mon, Sarah, do 1 look like a German ^ 
count to you 0 Why can't Wallace do it?" Moriarty jerked his head at Wallace, fypE 
negotiating our borrowed Daimler along the twisting road* -He looks Genfln'ffT 4 
"Wallace can't do it because Count Ludcn saw him in Rome," I said, eyeing the * 
manor house and counting the number of sedans already parked in the spacious drive. - 1 
"Now is not the time to turn yellow on me, Abe. If we don't find out where Ludcn and \ 
the Thule Society hid that bomber prototype, London is finished." Wallace pulled die 
Daimler smoothly to a stop in front of the grand entryway. Two burly men in archaic 
livery stepped forward to welcome us, their suspicious stares peering into ever) 
shadowy comer of the car. 

I turned to Moriarty. "Remember your cover. Your war wound. You don*tha 
say a word," I whispered, just as Wallace emerged from the car and gave the lead 
Steward our forged invitation. The second steward extended his hand to me and helped 
me from the car as his companion read the calling card, "Count and Countess von 
Weinhopf " he said and performed a sharp, heel-clicking German bow. ''Welcome, niy 
Lord. If you will please follow me " t -msmM. 





Britain 

Britain remains one of the most powerful nations on Earth, 
despite its hideous wartime losses- Once the United States' ; 
Senate refused to ratify America's membership in the League of j 
Nations, Britain took the lead in the nascent organization, 
working tirelessly to further the interests of peace and stabil- 
ity throughout Europe. British agents and diplomats are at the 
forefront of mediations from German war reparations to border 
conflicts in the Balkans, They're not all wonderful people, but 
many of them strive to put the best interests of the continent 
ahead of the agendas of individual countries. 4 

Britain says that the punishing terms of surrender orches- 
trated at Versailles may well create a desperate, antagonistic 
nation out of Germany, instead of a future European ally. There- 
fore, the British, working with the determined American civilians 
Charles Dawes and Owen Young, hammered out a proposal whereby 
Germany could still make its reparations without ruining itself 
in the process. Though the Dawes Plan was accepted by the League 
signatories, it did little to mollify the French Premier 
Poincare, who (like many in his generation') has little desire to 
see a revitalized Germany. In addition to providing skilled 
diplomats and investigators for the League of Nations, Britain ! 
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bas also reportedly formed a small bureau attached to the Admi- 
ralty that is dedicated to acquiring intelligence information 
about potential threats to the country's security. This "secret 
service, 11 the first of its kind, is reputed to be headquartered 
soiertiere in London, 

Of all the European countries, Britain remains the most out- 
wardly conservative, though there was postwar social unrest in 
London just like elsewhere. Disputes over worker's rights and a 
fwasroots socialist movement led to the foundation of the Labour 
Party, which garnered enough popular support in 1924 to briefly 
sleet Hamsay McDonald as Prime Minister as well as Foreign Secre- 
tary. The Labour government fell within months over the "Zinoviev 
Letter," a document indirectly linking McDonald with the British 
'oiaiunist Party, leaked to the press and trumpeted widely. As a 
result, a conservative government was elected, though the 
Zinoviev Letter later proved a fraud. The Conservative Party 
lanagers supposedly paid a considerable sum to the men who'd 
'discovered" it in the first place. The incident showed Just how 
much influence the press now wields in shaping public opinion and 
ItoY powerful a tool it is for manipulators. The recent political 
strife between the Labour and Conservative Parties has also en- 
gendered a small but significant amount of sympathy among the 
tipper classes for the brand of quasi-fascist national socialism 
advocated by Adolf Hitler in Germany. 

The sciences and technology flourish in Britain. John Baird, a 
Scottish engineer, successfully demonstrated the transmission of 
crude images via electronic emission in London, advancing devel- 
opitnfr of what some engineers call "television*" Another exciting 
development is the production of a series of lightweight air- 
planes by the DeHavilland Corporation* Called the DeHavilland 
Roth . this design utilizes proprietary engineering and construc- 
tion techniques to provide greater speed and longer range than 
hitherto possible . Naturally, this news has attracted aviation 
enthusiasts -- and aspiring test pilots -- from across Europe and 
even aa far as America, but DeHavilland worries about the poten- 
tial for a competitor to try and sneak a look at its designs. 

London remains the cultural and political center of Britain 
and is the financial nerve center for the whole of Europe, with 
Lloyd's of London insuring the vast majority of the world's 
international shipments. The great insurer has a veritable legion 
of investigators and security specialists on retainer to both 
protect vital cargoes and track down the ruffians responsible for 
iej theft. The city is also well known for its theater district, 
entertaining citizens and foreign dignitaries with everything 
Iron Shakespeare to Douglas Fairbank's The Thief of Bagdad, 
toother, less well-known institution has also gained a renewed 
lease on life in the new climate of global exploration* The 
Explorer's Club, a Victorian organization originally founded by 
ifltirtleian adventurers in the previous century, maintains a quiet 
presence in the city just off Grosvenor Square. Its current 
president, Sir John tRhyburton, maintains many of the club's 
traditions , including locating financial support for promising 
Upeiitions of clear scientific value, but in addition, has taken 
the progressive stance of opening the club's doors to aspiring 
fetale members. 
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Franc e 

No less venerable a state than Britain, France has had leas 
success with its overseas polonies, and its lengthy and i 
costly -- campaigns against the former Ottoman Empire in North 
Africa at the turn of the century were not as profitable as the 
French had hoped. Prance suffered the most of any of the Allies 
during the Great War and remains a staunch opponent of German 
reconstruction, ; 

When Germany recently announced that it would be forced to 
default on its war reparations, France and Belgium sent troops to 
occupy the Ruhr Valley, seizing the coal mines so vital to German 
industry, Poincare vowed to keep troops in the region "for a ■ 
thousand years 11 until Germany relented and found a way to pay its 
debt. The standoff was only averted with implementation of the 
Dawes Plan, though there are still French and Belgian troops 
occupying the area, continuing to exacerbate tensions. In addi- 
tion, it is well known that the French government actively sup- 
ports a separatist movement among the peoples of Germany's 
Rhine land, providing both financial support and protection from 
retaliation by hindering the efforts of the German police in the 
region* 

Despite the titular protection of the League of Nations and 
the Geneva Protocols banning warfare, the French government 
recently sought additional protection from Germany in the form of 
a mutual defense pact with Britain. Germany was naturally out- 
raged upon learning of the French efforts, likening them to a 
return to the disastrous web of alliances that brought about the 
Great War. Surprisingly, support for the German position came 
from the British Chancellor of the Exchequer, Winston Churchill, 
who argued that such an alliance could serve no purpose other 
than to make a war between Germany and France inevitable. 
Churchill^ arguments were successful in sidelining the treaty, 
but the initiative could be revisited in the future, something 
that concerns both British and German diplomats. I 

France's economy suffered heavily after the war, and the i 
country remains stricken. Favorable exchange rates with the i 


HVwn tta clippings of th* PEon Soeimty 

Mechanical Serpent Consumes Paris Opera Diva 

The Paris Opera house has been closed for the past week while investigators pursue the 
enormous serpent, 50 feet long and made of some bulletproof metal, that burst out from under 
the stage during a production of Don Giovanni. The serpent blew gouts of steam out of its 
nostrils, scattering the actors and panicking the crowd. It opened up its enormous mouth and 
swallowed Vivian Coubertain, playing the part of Donna Anna. After consuming the diva, the 
snake retracted its head back into the ground. Police report that the snake traveled via the Paris 
sewers- The mechanical snake has not been seen since the incident, 

A statement by the family of Mme, Coubertain says that the family is willing to pay any 
price to get its daughter back, though no ransom demands have been made as yet. 


Step up (negations 
-Hephaestia? 3ut why? 
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United States brought in a veritable wave of expatriates from 
toerlca, either on the run from a shady past or simply seeking to 
escape the oppressive fundamentalism back home. Paris is a sanc- 
tuary for American artisfs, writers and entertainers, from Ernest 
Beaingway to Isadora Duncan, and the City of Lights is a bohemian 
wonderland of avant-garde theater, risqu cabarets and poet- 
haunted cafes. On a darker note, the city famous for the Louvre 
is also a haven for art and jewel thieves, as economic woes 
sustain a thriving black market for stolen and smuggled goods. 
Private investigators and the French gendarmes play a lively cat- 
ani-oouse game with the underworld. 

Germany 

Alter imposing a democratically elected government onto the 
isr enrpirtf, Hrtr *fJ2i#j J#/t £^pjn^D/ t& land lor itself. Sev- 
eral German states suffered violent attempts at secession and 
ccMiinist-ijispired revolution. These uprisings were often bru- 
tally put down by groups of volunteer soldiers organized into 
frtiiorpa, without official standing and acting as vigilante 
imps, performing summary executions of suspected dissidents. 
Mrs of terror raged on the streets of Munich and Berlin* Amid 
:tii3 atmosphere of unrest* the average German citizen suffered 
through frequent famine and a crippling economic depression 
brought on by the burden of war reparations. 

Sow, however, things show signs of turning around, thanks in 
part to the Dawes Plan and sheer, dogged determination. With its 
wr debt settled to a manageable level, Germans are experiencing 
Me leturn to prosperity, and the dissident groups that have 
plagied German society have been either eliminated or driven 
sndergroimd. There's still potential for unrest: The National 
Socialist Party is still strong amid the streets of Munich, and 
its leader, Adolf Hitler, has recently been freed from a brief 
stay in prison following the abortive "Beer Hall Putsch" of 1923, 
Morse jet, the racist secret organization known as the Thule 
Society still lingers among the remnants of German aristocracy, 
helping to foment the rabid anti-Semitism sweeping the country 
ud harboring designs for a resurgent German Empire. 

But there are many signs of hope* Germany has been welcomed as 
lis equal voice in mediations brought forward in the League of 
htioas. Its image as "the Hun, 11 the great enemy, has finally 
subsided . and Germany is once again seen as a respected member of 
She European community. Berlin has developed a vibrant — and 
ecandalous - night life, as entertainers push the limits of 
expression in search of new and provocative experiences* Classi- 
cal lusic and opera thrive as well, and the motion picture indus- 
try in Berlin is second only to Hollywood in its artistic talent 
lad sophistication. 

Germany truly shines in the field of science. Physicists such 
u the eminent Albert Einstein and Werner Heisenberg lead the 
field in the study of the fundamental nature of the universe, 
imann Oberth, author of last year's The Rocket into Interplan- 
etary Space, is likewise developing principles of rocket science 
that lay one day allow men to travel to other planets. These and 
::er learned scientists attract the interests of industrialists 
tm around the world, who hope to find practical applications 
it? their revolutionary theories. If Germany's fledgling democ- 
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racy can be safeguarded a few years longer, there is every possi- 
bility that it will become a widely esteemed force for progress 
and prosperity worldwide* 

Italy 1 

Italy was unified under the House of Savoy in 1870 and enteral 
the 20th century as a constitutional monarchy with grand ambi- 
tions of becoming an imperial power. Efforts at empire building 
in Ethiopia in the 1880s and 1 90s ended in the slaughter and 
withdrawal of Italian troops, and industrialization at home 
brought the same mix of general prosperity and deepening misery 
among some classes that was already familiar to other European 
powers ♦ Political reform proceeded erratically. The government 
spent the first year of the Great War conducting secret diplomacy 
with both sides, in search of the best deal. Once the Allies cane 
through with an appealing offer, Italian troops marched to 
battle... and into a series of crushing defeats. Successive 
administrations tried different strategies, but the army achieved 
no significant victories until the very last days of the war. 

The Versailles negotiations granted Italy its desired claims 
along its northern border, territories that had belonged to Aus- 
tria, but Italy did not get the lands it sought along the Adriatic 
coast of the Balkans. Private armies mounted illegal campaigns ol 
their own to secure what they f elt Italy "deserved, lf and the last 
of them fought on for two full years after the war officially 
ended. With a huge wartime debt and more than half a million dead 
soldiers to show for their effort, many Italians felt that their 
country's gains had scarcely been worth the price. 

Frustrated on all sides, Italy was consumed by social unrest 
and economic depression- The political process broke down fur- 
ther* with the powerful Socialist Party at odds with a breakaway 
Communist faction and a bitter right-wing Christian Democratic 
Party, As the country teetered on the edge of anarchy, Benito 
Mussolini, a war veteran and the son of a blacksmith, saw his 
opportunity. Though ill -educated and politically inexperienced, 
Mussolini nevertheless understood one thing clearly: the applica- 
tion of violence. 

Mussolini gathered bands of former veterans into paramilitary 
groups known as the Black Shirts, whose job was to disrupt the 
socialist political organization through threats, arson and 
murder. By 1921, Mussolini claimed 500,000 members in his Fascist 
Party and grew so bold as to send his Black Shirts marching on 
Rome itself. By intimidating or eliminating any opposition, his 
party won a majority in last year's elections, establishing 
Mussolini as the ruling power in the country. Though the country 
is still ostensibly ruled by King Victor Emmanuel III of the 
House of Savoy, the monarch is nothing more than a puppet in the 
hands of Mussolini and his thugs. 

Despite his reprehensible and barbaric tactics, Mussolini 
nevertheless enjoys a certain amount of popularity among upper- 
and middle-class Italians, many of whom regard him as a patriot 
and the answer to their nationalistic ambitions. The fact re- 
mains, however , that the fascists rule by terror and crush any 
attempt at democracy through the ruthless application of vio- 
lence. If the fascists are allowed to continue their rampage 
unchecked, the future of the country looks bleak indeed. 
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•pain 

Spaic, like Italy, once entertained dreams of becoming an 
yrial power, but a combination of internal upheaval and mili- 
rj setbacks turned hop* into misfortune. 

the turn of the century, Spain made an earnest attempt to 
itt its government into a more democratic, constitutional 
cfcy. The landed aristocracy was still a powerful force to be 
ned with and supported the twin causes of Catholicism and 
ciisi. The jaiddle and lower classes embraced socialism and 
ieauisra and were gaining strength year by year as the 
J grew more industrialized. Unfortunately, the country's 
h, King Alfonso XIII, was too young and inexperienced to 
'he differences between the factions or build an effective 
ion government, 

in suffered a series of military defeats: first, the Span- 
erican War of the late 19th century, then, a long and 
occupation of Morocco that turned into a costly guerilla 
gugh Spain had wisely chosen to remain neutral during the 
tfar, the constant losses of the Moroccan conflict left the 
| unpopular with both the army and the populace. Last Septem- 
pel Primo de fiivera, a popular general who served in 
ftwco and a prominent senator, orchestrated a military coup and 
Imi a directorate of army and navy commanders in control of 
imminent. Though King Alfonso remains on the throne, he is 
le lore than a figurehead. 
10 de Rivera now attempts to play the part of the benevolent 
j forcing the divided political factions into some semblance 

All the while, resentment and unrest simmer among the 
ocrats, who wish to see King Alfonso restored to his rightful 
rity« These wealthy Spaniards despair of appealing to the 
late for support and now attempt to drum up aid among sympa- 

ula in Europe and America, convincing them to take up arms 
fight a romantic crusade against the usurper. 



•hn h umspandtnea of Sarah O-ettei 

% Ht ml, 

jta km often asked me to keep my ears open for interesting and unusual informa- 
ml men route to Portoceto, Spain to do a tittle digging of my own. A fisherman 
Mpatace of mine, after a few bottles of Mine, told me stories of spotting mermaids 
ijfiffatwt of Portoceto. Though I Was drinking at the time as Well, I do recall enough 
tfkttortt to he intrigued. My friend, who Wishes to remain anonymous, told me that, 
muh ytm day, ^hife forking on a fishing boat owned by the Distotlo famifg, he 
wdtym} a mermaid. He said she Was inhumanly beautiful, tike the sirens of old. 
m h lips ii not mm/e, he heard in his head that he should jump overboard and join 
km tit (atfoms befoul. As he climbed otter the rait, another crewman saw him and 
pMhk kck. A fight broke out, and mg friend tost his job as a result He spent Weeks 
at fowled boat, searching for his aquatic totfe, but nei/er found her. 

I tar chartered a smalt boat and Witt attempt to return With a photograph of this 
•mil 

k Phillip Snow 

■tlkir by Whitley Styles 

fodfa fafwrtwn found Doctor Snow's boat anchored off the coast of Portocelo and empty as 
mnr* Cikyte One of the Vistollo fisherman reported an odd smelt on the boat, though he could not 
k&1k ft tartly. Other men in Vartocelo are reported as missing. 
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Bolshevik Russia and 
Eastern Europe 



— dispatch by Sarah Grttel 

We stood in the freezing darkness and listened for the approaching trucks. Once again, [ 
wished Fd taken 0" Mai ley up on his offer to try his prototype electro-thermal coveralls. Our 
breath hung like crystal in the moonlight. I checked my watch for the 10th time in as many 
minutes. The Bolshevik secret police were normally deathly punctual. 

"They are not coming," Irina said darkly. Looking at her, I realized I had little reason to 
complain. She was dressed literally in rags but seemed not to notice the winter chill. Wallace 
had said she'd once been a baroness. Now, she seemed too old for her 1 8 years, a worn-down 
woman with nothing left but memories. Memories and a steely determination to live those days 
once more. 

"Don't give up yet,'* I said, as much to reassure her as myself. "Anything might have 
happened. A tree might have Men across the road. They'll be along. And then, we'll set your 
fattier free." 

Irina smiled and moved off to stand at the curve of the road, looking for headlights. 
Moriarty stepped out from the shadows. "Do you really think the old man knows where 
the Grand Duchess is hidden?" t 

. I shrugged, "Who knows? Honestly, it doesn't matter. Look at her," I said, nodding to 
frina. "Her father is all she has left. She never asked to be who she is and never did anything to 
the Bolsheviks. We can get her and her father out of the country. That's worth the price of ) 
admission all by itself." 

Moriarty scowled. "Yeah, well, you better hope that 0" Malley's sonic rifle works as 
advertised, or I guarantee, we're gonna get a much bigger show than either of us bargained for 
Just then, we heard the sound of the engines. 


Russia 



The Allies did their best to strangle the Soviet Union in its 
cradle. Britain, Prance, America and Japan all lent as much 
manpower and materiel as their war-weary nations would allow to 
pro-tsarist revolts from 1917 to late 1918, Russia had already 
lost Poland, the Ukraine, Finland and the Baltic provinces to the 
Germans in 1917; so-called "White Russian" armies drove toward 
Moscow from all directions, their supply lines protected by 
foreign militaries. Fortunately for the communist leaders, the 
end of the Great War left the battle-weary Allies with little 
choice but to pull back their forces and let the White Russian 
armies founder on their own. The leaders of each of the pro- 
tsarist armies had their own agendas, and with victory in sight, 
they turned upon one another in the struggle to see who would 
divide up the spoils. Lenin and the revolutionary leaders used 
the grace period to call up more troops and drive a wedge between 
their enemies, then defeat them one at a time. In 1920, the 
Polish attacked the Ukraine, then an independent White Russian 
republic, and gave the Red Army the excuse to counterattack, not 
only retaking the province but pushing some 500 miles into east- 
ern Poland, Later that year, the last White Russian army was 
defeated in the Crimea, and the future of the Bolshevik govern- 
ment was assured. 
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The force behind the miraculous survival of the Bolsheviks 
rested in the genius and charisma of one man Lenin. After re- 
turning from exile in 1917, Lenin and his deputies Trotsky and 
Stalin stole power from tie provisional government established upon 
the Tsar's overthrow* With mixed ruthlessness and zeal, they guided 
the backward nation through the chaos of socialist reorganization. 
In 1919, Lenin established the Comintern, a bureau dedicated to 
spreading the cause of revolution abroad. Soon, there were embry- 
onic Communist Parties in every industrialized nation in the world, 
though their success was somewhat limited. At the same time, Lenin 
mi his cronies were eliminating potential rivals at home; by 1921, 
their control of the country was absolute. 

Tensions between Lenin and his lieutenants grew as soon as 
they had solidified their power. Trotsky and Stalin bickered and 
scheied against one another, positioning themselves as heirs- 
apparent to the Bolshevik regime. They did not have long to wait. 
In 1922, Lenin had the first of three strokes. As his health 
declined, Lenin began seriously considering choosing a successor 
to lead the party. It appears that the long-time schemer could 
not bring himself to trust either man with the position. Trotsky, 
he wrote, was "too clever*' and Stalin 11 too self -centered" to 
properly lead the party. Lenin even went so far as to lay plans 
%o have Stalin removed from his post as the party's General 
Secretary, but before they could be put into action, he suffered 
tvo more strokes and died in January of last year. 

Trotsky and Stalin continue to fight for control of the Commu- 
nist Party. Trotsky is clearly the more brilliant of the two men 
and an outspoken advocate of the "universal Communist revolution." 
As General Secretary, Stalin commands the support of countless 
party loyalists. Unlike Trotsky, Stalin believes that the world can 
survive with only one Communist regime and favors pulling back from 
the European scene. Stalin had enough political support to force 
Trotsky to resign his position as Commissar of War and did so just 
a few months ago. Though he still retains his post on the all- 
powerful Politburo, Trotsky is clearly being methodically stripped 
of his influence, and many suspect that it is just a matter of time 
before he is too weak to avoid arrest and execution at the hands of 
the Bolshevik secret police, the Cheka. 

Stalin's public willingness to isolate the new Soviet Union 
from the rest of Europe was crucial in winning acknowledgement 
'rom Britain and France this year. Now no longer a rogue power, 
the Soviet Union is ruthlessly driven to modernize its economy 
and industry in search of world-class power. 

Despite the Soviet Union 1 s recent successes, its future re - 
iains unclear . The challenges involved with economic revitaliza- 
tion and winning foreign investment seem insurmountable without 
outrageously draconian measures. There is also the question of 
internal dissent; the country^ long-suffering peasant farmers 
must do much of the work ahead. Additionally, despite the mili- 
tary failures of several years ago, there are still groups of 
White Russians operating in secret in the republics of Georgia 
and the Ukraine. Rumor also says that one or more of the Tsar 1 s 
children, possibly even the heir Alexis, might have escaped their 
murderers, and it has even gained some credence among the aristo- 
cratic families of Europe. There are still idealistic adventurers 
in Europe and elsewhere who fought with the White Russians years 
ago and might be persuaded to again if a charismatic figure 
stepped forward to take up the cause. 
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Eastern Europe 

Allied diplomats, under Woodrow Wilson's well-intentioned but 
naive direction, split Austria and Hungary into two nations and 
established Poland as an independent country. The creation of the 
Polish state not only fulfilled long- cherished dreams of Polish 
independence, it also deprived Germany of vital mineral supplies 
along with its only major sea port, the city of Danzig- The loss 
outraged the Germans and left large numbers of former German 
citizens part of a country they wanted nothing to do with. 

The situation in the Balkans was problematical from the start. 
For centuries the Slovak peoples of the peninsula were ruled by 
foreign conquerors: the Muslims, the Magyars of Hungary and, in 
recent times, the combined empire of Austria-Hungary, There was a 
groundswell of support for a unified Slovak nation after the war 
but no clear geographical divisions upon which to base such a 
state. The Versailles negotiators decided to integrate the former 
Aus tro-Hungarian provinces of Bohemia, Moravia, Silesia, Slovakia 
and, a year later, Ruthenia into a single state, known as Czecho- 
slovakia. Additionally, a nation comprising the "south Slavs," 
the Kingdom of the Serbs, Croats and Slovenes, was formed froi 
the former countries of Serbia, Croatia, Slovenia, Montenegro and 
Bosnia and Herzegovina* While elegant on paper, these solutions 
did not address the individual cultures, religions and languages 
of the integrated peoples, many of whom had nothing more in I 
common than shared history from centuries past. Almost immedi- 
ately, tensions flared in the young nation, with Croatia, 
Slovenia and Montenegro all seeking independence. The Allies had 
promised territory in the northern Kingdom to the Italian govern- 
ment during the war and were partially reneging on their agree- 
ment, adding one more dissatisfied nation to the turmoil. 

The conflicting ethnic agendas of the integrated Slovak coun- 
tries keep their governments in perpetual contention. Parliamen- 
tary meetings quickly devolve into shouting matches, and govern- 
ments seem to change hands from month to month. Only fear of ^ 
ambitious neighbors keeps either nation intact, Hungary, Bul- 
garia, Poland and Italy make no bones about their desire to carve 
up the Slovak countries like a Christmas goose, despite intense 
pressure from the League. Czechoslovakia, the Kingdom of the 
Serbs, Croats and Slovenes and Romania entered into a mutual 
defensive pact in 1920, frequently referred to as the Little 
Entente, which has so far managed to maintain a tenuous balance 
of power in the region. But with the day-to-day uncertainties of 
the Balkan governments, there is no guarantee how long this um- 
brella of safety can last, J 

Eastern Europe and the Balkans remain concerns to the League 
and its constituents, as the region is so volatile that any ' 
individual with enough charisma and a sufficiently ruthless 
agenda can play upon the local politics to carve out a renegade 
state of his own. The territorial aims of Hungary, Poland and 
Bulgaria invite the very real possibility of war, requiring 
little more than a hdndful of dedicated agents provocateurs to 
touch off a terrible conflagration, one that could not help but 
draw the opportunistic eye of the Bolsheviks* 
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■from ffw dfpphjs of the fiEon Society 

Minotaur Spotted on Crete 

Alexander Rosenburg, a German tourist visiting Crete, claims he was attacked by the 
mythical minotaur of Greek mythology. While touring the ruins, Rosenburg became separated 

n his group. He claims to have fallen into a heretofore-undiscovered labyrinth. While lost in 
the underground maze, the mythical minotaur chased him. He claims then to have tripped over a 
widen thread, which led him out of the maze. He has proven unable to lead archeologists back to 
the maze entrance. 

We h*v* hi, pWographs. Dixon soys they town'* been doctored 
-WS 
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-dispatch by Sarah Gettel 

Heavy flakes of snow fell steadily through the holes in the old warehouse's 
roof, dusting the dirty wooden floors and eddying around the heels of the 
bchnicums as they hurried about their tasks. No one had bothered to light a fire 
in the building's cobwebbed furnace; Tesla maintained that the cold was 
beneficial to electrical conductivity, but 1 wondered if he was simply too poor to 
illord a bucket of coal. 

The cavernous space was dominated by a tower of metal not dissimilar to 
Nikola Teste's famous Tesla coil — a circle of vertical steel rods supported 

.*ns i if broad metal disks, its diameter as large as a sitting-parlor- A veritable 
snaked nest of thick, black cables festooned the outside of the tall coil, carefully 
attached to (he wide disks by Tesla 's assistants, who meticulously calibrated 
each and every connection under the master's watchful eye. The cables ran back 
Id 2 large metal box, covered in switches and dials, that Tesla called his "telluric 
induction generator/ Somehow; the device would draw power out the air itself 
and, when Ik lime was right, pump two million volts into the tower standing 
before us. Hc f d tried to explain the process twice already, but it all sounded like 
tock tome. I was much more curious about who the inventor's mysterious 
new financial backer was, The last time it had been the German government, in 
the years just before the war. They'd had great success with the turbines he'd 
iliem, much to the Allies 1 regret. 

"Yfe. yes 1 Rxcellent!" the inventor enthused, looking up through the center 
of die coil and beaming with satisfaction. Tesla was lean and energetic, despite 
las age, dapper, despite his slightly disheveled appearance. "The connections 
must be made just so— just so — to focus the etheric flux," He clapped his 
tads together eagerly and dashed to his telluric generator, Tesla fished a pocket 
wtch from his vest and scrutinized it carefully. "Timing is critical " he said, to 
nc one in particular. The inventor looked my way. "Timing is everything^ Miss 
GtfteL Why Einstein could not grasp this, I shall never know" 

The technicians moved away from the coil Three of them ducked out one 
(rfLhctijp.dporways, baek in the direction of our parked automobiles, "Are we 
JldHbrt without your patron. Mister Tesla?" I said with a frown. This 
m'l what Special Agent Dawson led me to believe^^-ggjgte^ 
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i put away his watch and started flipping switches. A 
[y patron prefers results. Miss GetteL As yet, there is nothing here for him to see* 
J, checking the dials a final time, then with a flourish, his fingers threw a final 
r itch al the end oi the console, and the box began to emit an unearthly hum. 

I was expecting a display of lightning and sharp cracks of artificial thunder, butTesias 
coil merely began to glow, filling the warehouse with an otherworldly blue light. Movement 
at the doorway caught my eye, and I saw the three technicians returning from outside, 
lugging a number of heavily laden packs. I glanced curiously at the inventor. "What are 
those for?" 

Once again, Tesla smiled. "My patron desires direct evidence that there are other 
worlds parallel to our own, and I mean to give it to him." He pointed at the coil. "In a few 
moments, we will step through the resonator into a world both like and unlike our own and 
return with proof that my theories were correct!'* 

Gooseflesh raced along my arms. "We?" 1 asked, suddenly very uneasy. 

Tesla's smile grew bemused. "Well, certainly," he replied. "I need someone to i 
compose a journal of our experiences. Why else do you think I agreed to your visit?" 

The glow r grew brighter inside the coil. The air was shimmering, like the liquid haze 
that ripples over desert sands. Beyond the haze, I could see tall trees — and indistinct 
figures, staring back at me. 
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United States 

Itfi Great War proved an ironic godsend for America, generating 
i baaing economy and tremendous industrial growth. Mass produc- 
Lou, long an American science, was perfected through the rigid 
tnds of wartime quotas. Now, those well-learned lessons help 
iinesses turn out cheap, quality products in great demand in 
forop! and elsewhere. The United States emerged from the war as 
leading creditor to many of the Allied nations, having pro- 
ud the staggering sum of 10 billion dollars in wartime loans 
taflp countries such as Britain, Prance and tsarist Russia in 
lie fijh t. After the war, this translated into a windfall of 
cal clout among the European giants. Almost literally 
the young nation vaulted into the role of a major 
fer and a leader in international affairs. 

Tour.g. upstart America embodies the hope and enthusiasm fuel- 
tie aodern era. The industrial sector is growing at a pbenom- 
tl rate, with newer and more efficient means of production 
'odticed every month. Inventors thrive amid this change and 

ion, flocking to giant corporations such as General Elec- 
;c and Weatinghouse , who have the manufacturing might to tackle 
the most challenging projects. Anything seems possible with 
right mixture of money, brains and grit, 

Aatoiobile companies such as Ford and rival General Motors 
n cut automobiles at a dizzying rate, giving modern Americans 
It ability to seek employment and entertainment far from their 
WB, Automobiles are becoming such a fixture of American life 
entrepreneur John Hertz recently acquired an ambitious corn- 
allowing citizens of average means to lease motorcars for 
[raj trips across country* 
for the wealthy, aviation provides a far better means to travel 
eily between cities in moderate comfort and style. Meanwhile, 
entists such as Robert Goddard pursue the science of rocketry, 
ting that one day soon humankind may be flying higher, faster 
'arther than even Jules Verne thought possible. 
Hit their British cousins, who held up science and reason as 
Hi vatchword of the last century, American inventors, from 
i:nvir Bush to the visionary and eccentric Nikola Tesla, are 
j;ng physics and electricity to explore and manipulate the 
Itaiaental forces of life itself. In the Sargasso Sea, that 
. :«ouh graveyard of lost ships, the New York Zoological 
Society 1 s Beebe Expedition is dredging the primordial depths for 
toritd treasure of the biological variety: fish, octopi and a 
: .titude of other organisms indigenous to the sea floor. Super- 
vision, especially the fascination in the occult so popular in 
tie early part of the century, is being pushed back by the pure 
.M of reason. Even Harry Houdini , the famous escape artist and 
I-nntr mystic , is busy touring the country and publicly debunking 
M-ttlled "occult phenomena 11 ! 
Ikt economic boom made America a millionaire's paradise, 
iblisheti families such as the Morgans and the Vanderbilts and 
nouveau riche alike flaunt their prosperity with lavish 
prtits whose excesses would beggar the royalty of old. The in- 
* . -x of wealth has left many individuals arid families with, quite 
I::nJtly, more money than they know what to do with. Some squander 

provenance; others, such as young millionaire Howard 
feglea, use their fortunes to pursue whatever area of interest 
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catches their fancy* Currently the 18-year-old Hughes is in i 
Texas, running his late father's drilling company;, but many ^ 
speculate that he will soon grow bored and find something else to 
occupy his prodigious intellect, possibly racing or aviation. 

Happily, many wealthy individuals in the United States realij* 
that great wealth offers great opportunity* not just for indi- 
viduals, but for all mankind. There are visionaries and philan- 
thropists pleased to finance worthy endeavors, from scientific 
explorations to medical research to revolutionary (and some cay 1 
crackpot) inventions. Certainly, some of these worthy efforts 
fail; sometimes a well-meaning tycoon finds himself fleeced bj a 
smooth-talking confidence man. But here and there, real progress 
is made, at universities, private labs and converted basements 
all across the nation. ^ * 

The rapid advance of technology has even found its way into 
the sphere of entertainment. Nearly every American household nw 
boasts a radio in their parlor, where the family can gather to 
hear news and entertainment in the comfort of its own home, 

For pure enjoyment, nothing beats the fun of a night at the 
cinema, and Hollywood, California, is now the world leader in 
film production, with giants such as Warner Brothers, Universal 
and MGM producing films for audiences across the globe. A new 
sort of celebrity, the movie star, captures the hearts of the 
working class, from romantic leads such as Rudolph Valentino and 
Lillian Gish to that loveable scamp Charlie Chaplin. As the 
popularity of the cinema increases, movie companies send talent 
scouts and producers far and wide in search of new talent and 
interesting subjects to entertain audiences. Additionally, it 
seems like any endeavor worth attempting is now worth the atten- 
tions of a movie crew: Cameramen and directors make their waj 
into everything from mountain-climbing expeditions to dangerous 
treks into the heart of darkest Africa . 

This is not to say that the cinema is the end-all of modern 
entertainment. Theatre and music thrive in New York, Broadway 
houses play everything from vaudeville and the Ziegfeld Follies 
to Arms and the Man. The biggest musical sensation sweeping the 
nation is steamy, scandalous jazz. Led by greats such as Al 
Jolson, Mlix" Beiderbecke, Louis Armstrong and George Gershwin, 
jazz music has taken the world by storm with its exuberance and 
mischievous, some say immoral, earthiness. Nevertheless, art is a 
reflection of life, and what better sound for our changing times 
than jazz? 1 

Not every aspect of growth and change is for the good, America 
faces a crisis of character and conscience. Reactionary fundamen- 
talism drives religious leaders and politicians to rail against 
perceived threats to public morality, whether from old vices sucb 
as liquor or the disturbing assertions of science. The Volstead 
Act of 1919 made the sale and manufacture of alcohol illegal, but 
prohibition has created an entire criminal industry. Average 
citizens slip out each night to speak-easies , where knowing the 
right password or passing over the right amount of money allows 
admittance to a smoky basement in which bathtub gin is served. 
Gangsters rule by terror and violence in cities such as Chicago 
and New York, corrupting politicians and policemen in the pursuit 
of their bootlegging, and strangely, they have become celebrities 
of a sort for defying the government's moralistic stand. 
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Meanwhile, in the state of Tennessee, Governor Austin Feay 
signed a bill into law that made it illegal for any state-fi- 
nanced school or university to teach any theory that denies the 
divine order of creation'as expressed in the Bible. Already, this 
to s led to the arrest of one man, John T. Scopes, who is now on 
trial for teaching the theory of evolution to his students. The 
trial quickly became a media sensation; at the heart of it lies 
Aierica's unease with the headlong process of progress and change 
that is shaking up every aspect of its society. 

For all the wealth flowing into the country, the disparity 
b*tween rich and poor in the United States has never been 
greater, with immigrant families living in conditions more remi- 
niscent of the Middle Ages than the modern age. The resurgence of 
isolationism in the wake of the Great War has added fuel to the 
rup&nt discrimination of Asian immigrants on the West Coast. 
Just this year. Congress passed the Immigration Act to bar all 
Chinese t Japanese, Korean and Indian immigrants, deny them citi- 
KMhip and naturalization and forbid them from marrying Cauca- 
s or owning land. 

flacism continues to bedevil American society. Negroes still do 
not share even the basic civil rights enjoyed by white citizens, 
ind the crusade for equality and respect meets with resistance at 
every turn* The Ku Klux Klan has redoubled its efforts, particu- 
larly in the Midwest and Pacific Northwest states, to pursue its 
racist agenda through outright terrorism and murder. For all its 
achievements, the United States still has demons of its own to 
face and needs brave souls to steer its course through the turbu- 
lent times ahead. Fortunately, there is no lack of worthy indi- 
viduals ready to take up the banner of progress and lead the way 
a brighter future for all Americans, regardless of age, sta- 
or color. 
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Canada J 

In the turmoil following the Great War, the Dominion of Canada 
chose to pull away from tlje dynamically changing international 1 
scene , limiting the power, of its federal government in favor of 
the provinces. The nation turned inward, struggling with public 
anger over wartime conscription policies and widespread fears j 
about economic and social stability in the face of communist 
agitation in Europe and elsewhere. The mandate from the people, ] 
particularly the rural farmers, is for a lf New National Policy" { 
geared toward social welfare and economic recovery in the wake of 
the depression of 1920. 

The provinces have reclaimed most of the powers ceded to the 
federal government before and during the hostilities and are taking 
steps to improve their economies and push deeper into wilderness 
areas. Ever-improving aircraft allow explorers and prospectors to I 
stage far-flung expeditions into the Northwest Territory in search 
of gold and other metals, while the federal government is buying up ; 
privately owned railroads as part of an overall plan to create a J 
public system of transport that can stimulate expansion and trade. : 
In addition, the opening of the Panama Canal has made Vancouver a 
major shipping port for international trade, providing the dominion 
with access to markets previously out of reach. In a few short 
years, Canada has transformed itself from a moribund subject of tk« 
British Empire into a bustling land of opportunity, luring adven- 
turers and opportunists from the United States to seek their for- 
tunes in the far north. 

With prohibition in full swing in the States, there is also a 
brisk business smuggling liquor across the border, and border A 
towns are the scenes of raucous parties hosted by gangsters on i 
the lam* Canada's famed Mounted Police are thinly spread over a 
vast territory, and their professional pride forbids them from 
turning to the American authorities for assistance. There have 
been recent calls for upstanding citizens to lend a hand in ap- \ 
prehending these lawless individuals, and like the vigilante 
bands that have recently taken to the streets of Chicago, some 1 
rough-and-ready Canucks will rise to the challenge of bringing j 
these crooks to justice. 

Mexico 

Spain's War of Independence in the early 1800 ' s earned Mexico 
its freedom from Spanish rule but left the country's economy in 
shambles and its population decimated. The country still con- 1 
tained a powerful and wealthy Hispanic elite, who owned most of 
the country's arable land and controlled access to Mexico's vast 
mineral wealth* Liberal reformers struggled to redistribute the 
country's wealth so as to benefit the entire population. The \ 
bitter feud culminated in a 20-year civil war when the aristo- I 
crats tried to establish an outright monarchy. The idea of a I 
Hispanic empire galvanized nationalist sentiment and gave the 
liberals the support needed to defeat the conservatives, but 1 
their victory was a hollow one- When liberal president Benito j 
Juarez died in 1872, the government fell into chaos. The insta- 
bility created a vacuum that an ambitious man could exploit, and 
in 1876, a military man named Porfirio Diaz seized control of thl 
government, becoming a dictator in everything but name. 

Diaz ruled the country for 35 years, continually amending the 
country's constitution to allow him to remain in power as Presi- 
dent. He maintained control through his army and the feared 
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Stiardias rurales* or rural police forces, and dictated the owner- 
ship of property to individuals and corporations alike. Foreign 
inves tsuent was secured by granting vast gifts of land and other 
toncessions to other countries, specifically the United States, 
England and France, and Diaz turned a blind eye to the ruthless 
yjoifcation of local peasants by the invited outsiders. The 
continued until 1911, when a popular uprising led by 
?rancisco Madero drove Diaz from power* But what should have been 
a iriumph for the poor and the destitute citizens of Mexico 
turned into a bitter cycle of uprisings and bloodshed as a series 
of rebel factions vied for control of the country, all claiming 
to have the best interests of the Mexican peasant at heart. 
Now, almost 15 years later, former general Alvaro Obregon has 
a degree of stability in the war-torn country and is 
reaching out to foreign investors to bring much-needed currency 
iniD the country. Unlike his predecessors, however, Obregon is 
also progressive with respect to social reform and ownership of 
property for the working class. He is appealing to noted men and 
woi?r» around the world to help in his efforts to rebuild his 
country, while keeping other would-be revolutionaries at bay. If 
history is any indicator, President Obregon needs all the help he 
can get . 

Central America 

He small, agrarian countries of Central America -- Guatemala, 
il Salvador, Honduras, Nicaragua and Costa Rica found them- 
selves in circumstances similar to Mexico after the War of Inde- 
pendence, their ruling classes split between conservative aristo- 
crats and liberal progressives. But unlike their northern neigh- 
bor, the Central American "banana republics" managed to peace- 
fully separate themselves from Spain in 1821. Liberal dictators 
consolidated their power by courting foreign investment and using 
the profits to shore up their militaries. American corporations, 
vbo by 1920 purchased more than 90 percent of the region's ex- 
ports, found their prosperity increasingly dependent on the 
continued stability of these regimes. Politics and business are 
now inextricably intertwined, and political influence in the 
United States has forced the Marines to intervene on several 
occasions to prop up shaky dictatorships, most recently in Nica- 
ragua* American businessmen rig elections, bribe local officials 
and reportedly arrange the assassinations of popular dissidents 
Mho protest against the dictators. Corporations such as the 
United Fruit Company literally have the power of life and death 
over local banana farmers, controlling access to the markets that 
support the peasants 1 way of life. 

Panama is another shameful example of the United States' 
opportunism in Central America. A province of Colombia in the 
1800s t Panama was ideal for a strategic canal offering faster 
passage between the Pacific and the Atlantic. When Colombia suf- 
fered its own internal struggles during the War of a Thousand 
Days, the United States sent troops into Panama to "restore 
order" and would not relinquish control of the region until a 
treaty was signed that allowed the US to build a canal through 
the country. The 190? treaty allowed for the creation of a Canal 
font running through the region that was essentially the sover- 
eign territory of the United States. Today, the Panamanian gov- 
•rnaent is supported by revenues obtained by ships passing 
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through tile canal, and the Zone is a region of legal privilege . 
and country-club prosperity, guarded by well-armed US Marines, 

South America, 

The countries of South America fared better than Mexico and 
the banana republics for the simple reason that they were consid- 
ered backwaters of the Spanish Empire and left to go their own 
way with little fanfare during the War of Independence. The 
latter half of the 19th century was a time of growth and great 
prosperity for Argentina, Chile and the former Portuguese colony 
of Brazil, where waves of immigration from Europe stimulated 
economic growth and expansion into the vast countryside. Unlike 
their northern neighbors, whose militaries became an instrument 
of oppression for the disadvantaged, the countries of South 
America were spared the potential of violent overthrow and cre- 
ated stable, largely liberal governments* This is not to say that 
South America is free of problems* The burgeoning growth experi- 
enced in the years prior to the Great War created a stark dispar- 
ity of wealth between the city-bred upper class and the rural 
lower class* Recently, attempts to organize labor unions in 
Argentina and Brazil have run afoul of harsh government crack- 
downs and rioting. Banditry is common in the hinterlands, and 
travelers are warned not to enter rural areas without a knowl- 1 
edgeable guide. 

Nearly all of the continent's heartland is still unexplored, 1 
Every day, new rumors filter from the wilderness, of lost tribes, 
ancient cities and fabulous riches hidden in the Amazon. European- 
influenced universities in Brazil and Argentina continuously fi- 
nance expeditions to push deeper into the wilderness, while compa- 
nies from the United States send intrepid teams in search of min- 
eral wealth such as gold and diamonds. Nearly every foray brings 
Westerners into contact with native tribes who look on the pale 
explorers as gods -- or monsters- There are many ancient sites in 
the rainforest that the tribes regard as sacred, some so old that 
the natives no longer even know for sure who built them and why, 1 
and they defend such places tooth and nail- In addition, natural 
hazards such as poisonous snakes, jaguars and the infamous river 
piranha promise a grisly end for those who fail to respect the 
rainforests untamed natural order* Certain wild tales even speak 
of terrible, perhaps prehistoric creatures that still linger in the 
deepest, least accessible parts of the continent, I 

While some Westerners believe that there are things in the 
Amazon best left undisturbed, the potential for new medicines, 
new resources and new knowledge remains a lure that no intrepid 
soul can easily resist. As famed explorer Henry Jones, Jr. as- 
serts, "The Amazon and its archaeological treasures presents 
Western civilization with a historical record that not only shows 
us who we are as a society, but what we might one day become* 
There is a complete cycle of human history there, overgrown and 
untapped, waiting to be brought to light." 
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Africa and 

the Middle East 


—dispatch by Sarah Gettel 

"Mokole-Membe" Kusavu whispered his eyes wide with terror. We stared 
at one another in the confines of the tent, scarcely able to breathe. There was a 
splintering crash out in the darkness, deafening in the preternatural silence. 
Something heavy was moving through the jungle. Something huge. And it was 
coming closer. 

It was close to midnight. The campfire had gone cold an hour ago. No one 
was willing to go out beyond the firelight to look for more wood, not after what 
had happened to Tshombe. 1 sat in a camp chair with a lantern at my feet, my 
journal propped in my lap. 1 looked down at the words and tried to focus my 
thoughts, but nothing would come. A dinosaur. It & got to be a dinosaur 
Nothing else could be so big. 

Suddenly, the tent flap jerked open, and Kusavu let out a strangled cry, 
Van Gelder darted into the tent, silent as a leopard. He pointed at the lantern. 
"Put that out quick, Missy," the white hunter hissed. His square jaw was set, his 
gaze as steely as ever, but there was an undercurrent of tension running through 
him that I hadn't seen before, even when the hippo tried to sink our boat out on 
the river 

My eyes were drawn to the double-barreled elephant gun in the hunter's 
hands. "What do you plan on doing with that?" I said, trying to sound forbid- 
ding. "We had an agreement Van Gelder. The beast isn't going to be harmed 
This is a scientific expedition — " 

*That was before Tshombe died," Van Gelder snarled. He and the 
Congolese river guide had been friends for a long time. 

"Professor Dalton said he'd been killed by a rhino " I replied. 

"There aren't any rhinos in the Congo, Missy," Van Gelder growled. 
"Dalton is a fool and I'm a fool for letting the two of you talk me into this. No 
one's ever seen this beast and lived to tell the tale. No one'' 

I wanted to tell him he was being foolish. Then I heard the scream, 
echoing through the darkness, A liquid shriek of inhuman terror. 

"Professor Dalton!" Kusavu said in horror. Then, the air shook with a 
bone-chilling roar. 
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North Africa 

The rugged land and trackless deserts of Morocco and Algeria 
offer little to the world's empires f but their coastal ports are 
invaluable gateways to the Mediterranean and beyond. France and 
Spain took the region from the Ottoman Empire in the early 1900a 
and partitioned it as a joint possession. Unfortunately, neither 
government reckoned on the fiercely independent spirit of the 
Berber people. Only moderately passive under Ottoman rule, the 
Berbers vehemently refused to accept the European infidels and 
rose up in revolt. The tribes of the Rif, led by the charismatic 
and ruthless Sheik Abd al-Karim, embarked on a guerilla war for 
independence that continues today. Spain and Prance responded 
with brutal reprisals, Spain, in particular, was especially 
cruel, earning international disdain for its treatment of the 
Moroccan natives. But the Rif rebellion continue, and losses 
among the Spanish Foreign Legion commanded by Francisco Franco 
continue to mount. 

Abd el-Karim and his guerillas struggle amid the unforgiving 
sands against the hard-bitten souls of the Legion Etrangere, the 
famous French Foreign Legion. Despite its hardships, the Legion 
is popular both with Frenchmen and adventurous souls worldwide, 
for it will accept recruits no matter their nationality or previ- 
ous record. The tradition in the Legion is that every recruit 
begins a new life in the ranks, all past sins forgotten. In re- 
turn, the Legionnaires man lonely forts isolated by unforgiving 
sands and march countless patrols through enemy -inf ested terri- 
tory, and the Berbers have no pretensions about fighting a "civi- 
lized" war. No quarter is asked, and none is given. Many are the 
tales of lonely Legionnaire outposts surrounded and overwhelmed 
by the enemy, their defenders slain to the last man. Yet, the 
Legion never lacks recruits, and its motley collection of crimi- 
nals, idealists and would-be heroes keep the roads open and the 
frontier forts manned against the best that al-Karim can muster, 
At this stage, the struggle seems at a stalemate, but a bold 
stroke from either side* such as an all-out attack on the capital 
of Fez or the severing of one of the strategic trade roads could 
change the situation overnight. 

South Africa 

Britain's interests in the region began commercially, with 
mining of the region's vast mineral deposits, This action brought 
the British into conflict with the Dutch and German Afrikaners, 
and that brought British troops into the region to secure impe- 
rial interests- Since then, the administration of South Africa 
has placed an increasing burden on British resources, as the * 
expense of controlling such vast territory currently exceeds the 
amount of profit to be had from its exploitation. The League of 
Nations gave German South West Africa to Britain as a League 
mandate, straining taxed resources still further. 

In addition, a recent uprising by the Ashanti underscored the 
need for a transition to local government and some form of au- 
tonomy for native Africans- But many regions contain sizeable 
numbers of white settlers who have no intention of turning over 
their authority to the majority Africans, not to mention the 
areas owned by mining corporations whose activities would suff*i 
from a change in the current government. The British and their 
agents face a daunting challenge of diplomacy and statesmanship 


BBiid a sea of conflicting agendas, and there is no supportable 
resolution in sight . 

Towns, Farms *and Outposts 

European, Indian and Middle Eastern immigrants live in sig- 
nificant numbers in eastern and southern Africa, While the na- 
tives continue to vastly outnumber the settlers, there are whole 
towns and surrounding rural districts that look very much like 
their counterparts "back home," whether that's central England or 
the shores of the Indian Ocean, At least, many settlers think of 
th&sn as just like home, choosing to ignore the native servants 
and wildlife as unimportant to the overall effect. 

It's very different in western Africa. The dense jungle resists 
alio st all efforts at clearing or cultivation. Exotic diseases 
flourish. The area's tribes fight back against would-be conquerors 
lore effectively. The European presence consists almost entirely of 
stall forts and outposts, widely scattered and depending on river 
r&utea to keep in touch* Nothing in the Congo compares to the great 
estates of Kenya or South Africa* They have their "untamed 11 lands — 
•any of which are perfectly civilized in their own way, whether or 
not the imperial powers acknowledge it but they continue to make 
much better targets for empire builders. 

The Darkest Africa of popular story exists mostly in the 
jungles of West Africa. 

West Africa 

The Belgian government has no interest whatsoever in relin- 
quishing its sole overseas colony. The Congo River Valley is 
enormously profitable, and the local administrators brutally 
exploit the native population in the quest for more. Belgian 
corporations practice outright slavery: They purchase fit young 
im from tribal chiefs under the guise of "taxes," then work them 
death in the mines or in the fields of the rubber plantations. 
There are reports that no less than 20,000 laborers died during 
repair work on the Leopoldville railroad alone. If the laborers 
attempt to desert in large numbers, the Belgians take their wives 
and children hostage . Paramilitary gangs hired by the corpora- 
tions hunt the laborers who do escape; the corporations pay the 
inters with money or liquor in exchange for the severed hand of 
every deserter they kill. Sometimes, if the deserter eludes the 
gangs, hunters go into a village and take the hand of the first 
person they see, so they can still claim their reward. 

Corruption and petty tyranny are the order of the day at the 
trading outposts along the great river, and woe unto the traveler 
nhc fails to pay the necessary bribes to the chain of administra- 
tors one encounters along the way. Unfortunately, bribery is a 
loathsome, but necessary, evil for those intrepid spirits who 
seek the great Congolese jungle, considered by many to be the 
true heart of Africa. 

Humors abound of the treasures and mysteries that wait in the 
jungle's nighted depths. The trackless expanse is said to contain 
everything from King Solomon's Mines and the lost tribes of Israel 
te an ancient, advanced civilization said to have existed at the 
same time as fabled Atlantis. Even if these wild legends are false, 
there is no doubt that the region contains many rare and unique 
iptcies of flora and fauna, enough to occupy a legion of research- 
es for many years. The jungle is also home to tribes of savages 
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who have never acknowledged the march of civilization and regard 
even their fellow Africans with murderous ire- Additionally, the 
jungle itself is dense and haunted with every manner of predator t 
be found on the continent , ?none of them holding any fear of man* B 
less than six European expeditions — and two rescue parties 
have vanished into the jungle without a trace in the last year j 
alone* Whatever secrets the vast wilderness hides, it keeps them 
still, despite humanity's best efforts to unravel them. 

Wealthy philanthropists and idealistic politicians in Europe 
and America are keen to see Belgium relinquish its hold on the 
Congolese people or, at the very least, loosen its iron grip 
enough to allow them some amount of self-rule* Mostly, the ini- 
tiatives involve diplomatic inquiries made to the League of Na- 
tions, but some prefer more direct means, such fomenting a 
general revolt against the Belgians in the Congo, This action 
would all hut force League intervention and require some form of 
mediation that would no doubt have advantageous results for the 
Congolese. There are rumors of men making discreet offers to 
experienced mercenaries in Paris, Casablanca and Tangiers. If so, 
then armed conflict cannot be far behind, and it remains to be 
seen what sort of response the Belgian government is likely to 
make regarding its one overseas prize. 1 

The Middle East 

At the turn of the century, the Egyptian economy had effec- 
tively collapsed due to mismanagement by its Ottoman potentate. 
Seizing the initiative, Britain stepped in and took control of 
the country's financial sector, ostensibly to protect British \ 
trade interests, and moved troops into the country from the Suez 
Canal Zone to maintain order. Since then, Egypt has formed ite 
own nationalist party and elected a native king, but in every 4 
significant way, the country remains under British control. J 

This situation allows European archaeologists and scholars 
broad access to ancient Egyptian sites, such as the Valley of thf 
Kings, where Carter and Carnarvon discovered Tut - ankh-amen . 
However, many Egyptians fail to appreciate the scientific and ] 
cultural scholarship these efforts represent, seeing them as J 
nothing more than European grave-robbing expeditions. There is j 
growing dissent among the poor and the working class, and there 
are stories of cults in Cairo and Alexandria devoted to driving 
out foreign interlopers by any means necessary. 

Since the end of the Great War Britain has lobbied the League ] 
quite forcefully for the authority to manage the regions of Pales- 
tine Transjordan and Iraq, all formerly Ottoman possessions* By 
establishing governments friendly to Britain, the empire could 
count on an undisturbed flow of fuel. The League accepted Britain's 
overtures, on the condition that the empire must also address the 
issue of creating an independent state for the Jews in Palestine* 
an issue of considerable concern to the governments of Europe . The 
British agreed, not realizing the magnitude of the task. j 

The British government did not count on a surge of Arab nar j 
tionalism after the Ottoman Empire's collapse. This is ironic J 
because the British helped to start it in the first place. During 
the Great War, the British Foreign Office hit upon a strategy ot 
harassing the Ottomans by creating Arab uprisings in the Middle 
East. The legendary T. E, Lawrence, otherwise known today as ' 
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eace of Arabia, 1 ' stirred the Arabs to action with the prom- 
of Arab self-rule at the end of the war, and the sheiks held 
to Jus promise. One sheik in particular, Ibn Saud, has taken 
mi bifflself to reunite the land his ancestors once ruled and 

i thus far f enjoyed remarkable success, conquering much of the 
bias Peninsula. 

i British have created monarchies in Transjordan and Iraq, 
Palestine remains a thorn in the imperial lion's paw. The 

ii there have nationalistic aims of their own and bitterly 
at the steady flow of Jewish refugees onto their ancestral 
i Already, there have been riots in Lebanon, and the British 
t their wits' end trying to find a diplomatic solution to 
Heona. They cannot go back on their promises to the Jews 

the League, and yet, they cannot expect ahything other 
iolent resistance from the Palestinians, who only see their 
fling stolen from them and given to someone else. Both sides 
a conflict have garnered sympathetic attention from humani- 
jroaps in Europe and the United States, but it remains to 
n how the matter may be resolved. 
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-from t fig eorrasjTOwlfiflce of tjhc flEcn Society for Gerrtltmen 

Greetings Maxwell Anderson Mercer, 
I am Enkidu. I have heard of your search 
far the strange and unusual. I wish to join 
your Society. I believe my insights and scien- 
tific knowledge (specifically in regards to 
botany) would be invaluable to your organiza- 
tion. 

Before making arrangements, I should tell 
you this. I will need certain visas and docu- 
ments to safely make the trip. I am a gorilla. 

-Enkidn 

PS: Do HOT send Safari Jack Tallon, We have 
a history. Do not let his prejudices cloud 
your judgment, nor listen to his fear that we 
are just like the evil tribe of our kind he 
fought in Africa, We are the descendants of 
exiles from that realm and wish the world 
well. 
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Asia and the Pacific Rim 


—dispatch by Sarah Gettel 

The two men carried me easily between them, dragging me across the moonlit courtyard They 
the traditional attire of samurai, complete with long, curved swords thrust through their belts, Theirgnp 1 
like iron. Even without the aftereffects of the ether and the ropes that bound me hand and foot, I kner 
there wasn't much point in resisting. 

A man waited for us in the center of the courtyard, beside a large copper cauldron. Unlike his 
Sakamura wore an impeccably tailored European suit and held a Dunhill between his humorless lips, 
samurai stopped before hirn and forced me to my knees. 1 fought to clear my head. "You've got a hell of* 
way with the ladies, Ito " I said. "If you'd wanted to show me your estate, all you had to da was ask. 11 1 

Sakamura s smile didn't quite reach his eyes, "Charming as ever, Miss Gettel," he replied, his 
unaccented English betraying his Ivy League education. l i wish that this was a social matter. Truly I do.] 
you and I both know otherwise. And I haven't much time for pleasantries." He gestured with a sharp nad 
and the samurai picked me up like a rag doll, carrying me to the cauldron 

"For what it's worth, I congratulate you on your persistence." Sakamura said, following in our wak 
"Your deductions in Kyoto were impressive, I didn't think my associates left any clues behind.' 

"Your associates? You mean the Black Dragons/' I said. The samurai swung my legs over the lip oft 
cauldron. It was full of a thick fluid that quickly soaked through my clothes. I fought Ac urge to gasp, 

"I'm afraid that name is unfamiliar to me," he replied smoothly. 

"Malarkey " I snapped. "Spare me the song-and-dance, Sakamura. My friends — " 

"Are dead, Miss Gettel," Sakamura stepped closer "They may have destroyed our earthquake 
projector, but the lab was completely incinerated. No one could have survived that explosion. 1 Hetooka 
long drag from his cigarette. "AH is not losL however I know that you were able to rescue Doctor Akap, 
Tell me where he is, and I might be able to forgive your crimes against my people." 

It felt good to be able to laugh in the man's face. "You're going to have to do better than that, 
Sakamura." J 

He nodded slowly. "I thought I might" With a flick of his wrist he let the cigarette fall onto the wood 
piled beneath the cauldron. The oil-soaked kindling caught at once. "It's not a pleasant thing to be boiled 
alive, Miss Gettel. My honorable ancestors reserved such punishment for traitors and spies. You die by 
inches as the heat sinks down to your bones," Firelight gleamed along the harsh outline of Sakamura's fet 
"You could last for days, Miss Gettel — but I don't think it will take that long. Do you? 1 
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China 

the relationship between China and the West is a long, sordid 
:aie of greed and reckless self-interest going back as far as the 
ttth century. England, France, Portugal and Spain were the first 
opean nations to seek trade with the vast Chinese Empire, and at 
Bt, the Manchu emperors could dictate severe restrictions on 
*here and what could be traded to the foreigners* China exported 
ge amounts of silk, porcelain and spices but imported nothing; 
is were purchased with silver alone, and Western merchants were 
often at the mercy of authoritarian Chinese officials. 
f The balance of power shifted last century when the British and 

■ iiericans discovered an item for trade that the Chinese couldn't 
f resist: opium. In 1839, the Chinese moved to restrict the opium 

trade, and the emboldened British declared war. The war ended 
I with the Treaty of Nanking, which allowed the British free access 
to five Chinese ports and gained them the island of Hong Kong, 
"he opium trade continued, and in 1844, France and the United 
I States secured similar treaties, opening up Chinese ports to 

unrestricted trade. It was an enormous loss of face for the 
k Chinese emperor, and as the emperor's authority waned, more and 
/ lore countries moved in to secure their own territorial conces- 
. sions. At the same time, regional governors saw a chance to take 
' advantage of the current decline, and the countryside fell prey 
I Id ambitious warlords who cruelly mistreated their subjects. 

Britain and the United States tried to prop up the Manchus but, 
r it the same time, moved to protect their own lucrative trading 
rights* The entire country was opened up to foreign merchants, 
m were no longer subject to Chinese law and could go and do 
whatever they pleased- In the late 1800s, Britain took control of 
surma, while France took Tongking and Japan conquered Korea in a 
[ lightning military campaign. Even Russia entered the fray, cast- 
ing hungry eyes toward Manchuria and Port Arthur, 

Chinese resentment reached the boiling point in 1899* culmi- 
| siting in the brief but savage Boxer Rebellion. Secret societies 

of Chinese nationalists demanded the removal of all foreign 
I influence from their sacred land- Foreign missions were burned, 
and rioting claimed the lives of European men, women and chil- 
dren. Troops from the Western powers arrived to restore order in 

■ 1900, and the rebellion was crushed, but the proverbial genie had 
I be*clet out of the bottle. From that point onward, the spirit of 

revelation was loose among the Chinese people, 
I The last imperial dynasty didn't fall all at once. General 
I Tuan Shih-Kai, strongest of the imperial commanders, spent years 
negotiating deals with allies and enemies, only to then rush to 
break them before he could be betrayed in turn* The Kuomintang, 
i or Nationalist Party, claims to lead a Chinese republic with Yuan 
as president, but depending on his mood, Yuan is just as likely 
to call himself supreme warlord or even emperor. Democratic and 
cialist groups fight for attention at court and in the prov- 
ces with Soviet advisors, stalwarts hoping to return a Qing 
eiperor to the throite , idealists and opportunists of all f lavors, 
file Rationalist Party is too weak and torn by internal dispute to 
offer unified leadership. Anarchy and lawlessness remain the norm 
cut side Peking and the coastal cities. Matters got particularly 
[■ bad during the Great War, when European troops were busy else- 
rtere, but didn't improve much once peace returned to Europe* 
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Nationalist leaders accept Bolshevik support out of the desper- 
ate sense that they must have someone's aid, and the Western 
powers don't respond to pleas for help* 

At present, China is still in chaos, imperiled from within bj 
savage rural warlords and from without by ambitious foreign 
powers, especially Japan. The Kuomintang is restructuring itself 
along the model of the Bolsheviks, giving the party much-needei 
organization, but there are already signs of dissatisfaction 
between the new Communists, led by Sun Yat-Sen, and the more 
traditional Nationalists, led by Chiang Kai-Shek. The foreign 
legations, especially Britain and the United States, are in- 
creasingly embroiled in the intrigues at Peking, seeking to 
hedge Bolshevik influence and create a bastion against the 
threat of Japanese imperialism, v 
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Massacre Survivor Urges Commissioner to Resign 

-ndusive interview bv Sarah Cettel 

The streets of Wanchai in Hong Kong ran with blood following a savage street battle between police, 
pgto known as the "Dragon's Coil" and a group of violent insurgents called the "Black Mandarin 
kjf ll is not a situation where you'd expect to find a nun, but luckily, there was one on hand. Sister 
Chloe \hrkhm an American attached to the Jesuit mission in Hong Kong, is credited with saving the lives 
of her fcltaw missionaries by negotiating their release from the Black Mandarin himself a mysterious figure 
ito seized their church as a stronghold during the riot 

Surpnsifigly, she has as many bitter words for Police Commissioner Dudley Maddington as for her 
flpttMaddmgton, a retired commodore of the Royal Navy, has only been in Hong Kong for five months, 
to already. Sister Markham is urging him to retire. I caught up with her while she was recovering in the 
tad Heart Clinic. 

Sarah Gertel: Can you tell me what happened when the tong seized the church? 

Chloe Markham: We were in the middle of Mass when we heard the disturbance outside. Father 
Greenfield briefly halted the ceremony to see what was happening. The next thing we knew, members of the 
Bkk Mandarin Tong were surging through the front and side doors. They seized me, the priests and the 
dte nuns and began barricading themselves inside. We could hear gunshots outside as the police fought 
rti the Dragon's Coif Father Murdoch was incensed, demanding that the tong leave at once. The Black 
Mantai killed him with a single blow. 

SC: Then what happened? 

CM: The police began shouting for the Black Mandarin to surrender. He told them he'd kill us all if 
to - didn't buck off and let his men escape. He carried Father Murdoch's body to the bell tower and flung it 

HiIMh'I, 

SC: How did you ever persuade him to let you go? 

CM: It wasn't me. Not entirely, anyhow. This w r as not my first* . . encounter with the Black Mandarin. 
Iknow how he thinks, and I knew he would never listen to us. But the congregation — the Chinese poor we 

helping — they could convince him. The Jesuits say I saved them, but those peasants were die ones 
who saved us all 

SC: Again. 1 have to ask. . . how? I mean, isn 't the Black Mandarin the man who said "Christianity is 
opwm for the soul?" 

CM:\K he said that. But when they told him about the clinic, about the medicine and the food, he 
ndeased me as a favor m them. Then, I convinced the police that he could be trusted to let the other clergy 
p if they retreated and let him escape. 

SC: How did you know he wouldn't simply slaughter them? 

ClkfeHe is a cruel man, and utterly merciless, but he prides himself on being just He would never 
Ham a vow, 

SC: Would you say the same about the leader of the Dragon's Coil? 

CM: I have never met the Ubiquitous Dragon, and I hope 1 never will Every word 1 hear told of him 
jddstoa litany of infamy, greed and self-interest. Both he and the Black Mandarin are criminals, but they 
st as different as night and day. Commissioner Maddington was a fool to treat them as if they were the 
fat 

SG: What Jo you mean? 

CM: Maddington thought the Black Mandarin Tong was fighting the Dragon's Coil over who would 
oaomt the illegal opium trade to the United States. Nothing could be farther from the truth, and if the 
British bad been smart enough to send a policeman who spoke Chinese, they'd know that. The tong wants 
to eradicate ihe opium trade in Hong Kong, as a prelude to running the British out. The Black Mandarin has 
raorc in common with Paul Revere than Al Capone. 

SC: ll almost sounds like you admire him. 

CM: Admire? Never. But 1 respect him. He would never have endangered hundreds of innocents, the 
*iy Maddington s rash "police action" did. The Ubiquitous Dragon is a cynic and an opportunist. He 
fnnply wants tree rein to traffic in vice. The Black Mandarin is an idealist and a fanatic, and he will not rest 
until every Westerner is gone from China. 

it is folly to underestimate this man. He knows us far better than we know him. In feet, the last thing 
be said to me was from the Bible. "If you sow the wind, you will reap the whirlwind " 
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French Indochina 

While Britain and the United States remain focused on China 
proper, the French devote considerable energy to exploiting the 
southeastern portion of the Asian peninsula, the region now 
referred to as French Indochina. The countries in this region - 
Laos, Cambodia, Annam, Tonkin and Cochin China -- are organised 
into an administrative zone called the Union Indochinoise , an 
arrangement that cares far more for harvests of rubber and manga- 
nese than the welfare of the native peoples. French rule in 
Indochina closely resembles the current Belgian administration 
the Congo, providing security for French corporations and plant 
tion owners who keep their workers in conditions akin to outrig 
slavery- There is no justice for the peoples of Indochina, and 
unrest is brutally repressed. Unlike the Congo* where the ex- 
cesses of the Belgians attracted international scrutiny, i 
Indochina is an obscure backwater where the French can continue 
their colonial practices largely unobserved* French colonial 
administrators are notoriously corrupt, and many rule over the 
regions like petty emperors. 

Nevertheless, the ancient ruins of Cambodia hold an uncount 
hoard of knowledge waiting to be tapped, not to mention the pro 
ise of mineral and botanical riches hidden deep in Indochina's 
jungles- Currently, however, there is a serious problem with 
piracy in the South China Sea, likely abetted through bribes to 
French officials, a situation that cries out for stalwart souls 
to see justice done, 

Japan 

When Commodore Perry and his fleet arrived in Japan in 1853 
and ended almost two centuries of government-enforced isolation, 
the American initiative discovered a country tired of the repres- 
sive hand of the military-ruled shogunate and eager for refora. 
Unlike the Chinese, who fought Western ideas tooth and nail, th* 
Japanese took a more pragmatic view, realizing that unless they 
instituted immediate changes to their industry and society they 
would be no match for the more modern European powers. In less 
than 50 years, they did just that, transforming their essentialij 
feudal system of government into a parliamentary system and 
deposing the shogun in favor of a restored imperial family* The 
Meiji emperor is a figurehead of sorts, similar to the Western 
monarchies * but his position still holds enormous influence with 
the Japanese people. Real governmental power lies in a small 
oligarchy of ancient families who were the driving force behind 
modernization, supported by the powerful Mitsubishi, Mitsui acid 
Sumitomo families, who together controlled much of the country's 
industry and finances* By 1900, Japan introduced a convertible 
currency and compulsory education and instituted a practice dI 
sending its brightest students overseas to study Western indus- 
trial techniques. 

Not everyone supported the idea of a Westernized Japan. The 
country's warrior class, which had dominated the country for the 
200 years prior to the Meiji restoration, was resentful at the 
erosion of its power base and the threats to Japan's cultural 
identity. Consequently, it pressed relentlessly for Japan to adopt 
an aggressive foreign policy that would make the country equivalent 
to the great powers of Europe and broaden Japan r s control over the 
Pacific Rim. Their efforts led to conflict with Russia over the 
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&sese province of Manchuria, and the successful conclusion of the 
tosc- Japanese War in 1905 rewarded the militants with a wave of 
ppvlar support. This led to the conquest of Korea in 1910, turning 
ttit country into a Japanese colony and a source of cheap labor to 
KjjGrt the growing Japanese industrial base. 

Since the reforms of the last century, Japan has become a 
ttctii of its own success. Increased prosperity led to a much 
lege: population, which, in turn, makes increasing demands on 
iqutese industry , Japan has the manpower and skill to become a 
powerful force in the Pacific but lacks many of the natural 
mources to make that dream a reality. Such resources can be 
liuti in abundance in China and the islands of the Pacific , and 
ttort is Mounting pressure from the military to take advantage of 
tie current instability in Asia. Extreme nationalist organiza- 
tions such as the secretive Black Dragon Society actively recruit 
inters of the military and parliament to subvert the authority 
af the embattled liberal government, and already, one prime min- 
isttr who opposed the nationalists has been assassinated. The 
Eaiitd States has recently expressed concern over the growing 
(beat Japan poses to the Pacific, but with the unrest in China 
Kcupjing much of America and Europe's attention, it is unclear 
•be will rise to the challenge of saving Japan from a descent 
into imperialism. 



?sr many decades, India has been the jewel in the British 
fepirs's colonial crown, a distant, exotic land crying out for 
ia3ti&€, equality and civilization. Since gaining control of the 
wintry in the 1850s, the British colonial government has labored 
hard to bring India into the modern age, instituting legal, 
fecial and educational reforms amid a tangled maze of conflicting 
tiligious laws and ancient customs. In the process, the British 
km ridden roughshod over a society that has existed for thou- 
usds of years, redefining political borders and social roles 
rttk righteous self-confidence and brutally suppressing any 
attempts at protest. Nowhere else in the Empire has the "white 
mt 1 a burden" been so dutifully addressed, and nowhere else are 
Its fallacies so painfully clear. 

though the British have made significant progress in certain 
irtas t particularly the expansion of railroads and the construc- 
tion of hospitals, schools and other public works, Indian soci- 
ety in general, remains largely unchanged. The rigid Hindu caste 
ijstei remains in place, relegating the majority of the popula- 
tion to abject poverty and deplorable living conditions, and 
teapite numerous attempts, there has still been no success in 
establishing a unified legal system to protect everyone, regard- 
less of caste, religion or race. Tensions between Christians, 

ius and Muslims remain high, and after several bloody upris- 
ings, the British now respond to large-scale protest with merci- 
Itss force. This only adds fuel to the growing Indian nationalist 
asmect led by the Indian National Congress. The Congress* 
lltdsr, Hohandas K. Gandhi, was surprisingly successful at win- 
ning concessions from the colonial government by a method of 
peaceful protest he terms satyagraha, or "devotion to truth. 11 He 
loped to show Great Britain that its violent methods of maintain- 
Iflf crder were inherently flawed, and by extension, its position 
il India was untenable . Tragically, Gandhi's movement was 
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severely undermined in 1922 when extremist members of the India: 
National Congress instigated armed attacks on British citizens- 
Since being released from prison in February of this year, Gandhi 
has declared his crusade tff satyagraha to be a failure and has 
withdrawn from political life despite countless entreaties to 
take up the cause once more. I 
Despite widespread political and social woes and the increas- 
ing threat of violence from terrorist groups and Indian secret 
societies, idealists of all stripes are still drawn to the com- 
try, bringing great dreams of discovery, enlightenment and 
progress. Scientists and scholars study the 3 ungle- shrouded mini 
of the ancient Mogul Empire, while explorers and engineers pissi 
back the wilderness with roads, dams and railways. Only time vi]J 
tell if the British and Indians can face the daunting challenges 
of self-rule and social reform that the country desperately 
needs, but as Gandhi has shown, one person with a vision can makt 
all the difference , ' 

Australia 

Since its emergence as a unified commonwealth in 1901, Austlw 
lia has struggled to reshape itself from a collection of depen- 
dent colonies to a self-sufficient, prosperous member of the \ 
British Empire. The Great War was a grim coming of age for the 
Commonwealth, which provided a quarter of a million men to the 
Allied cause and suffered terrible losses on the fields of Europfl 
and the Middle East. The long years of bloodshed severely tested 
Australian loyalty to Great Britain and sparked an ardent nation- 
alist movement dedicated to increasing the Commonwealth's au- J 
tonomy and broadening its power base in the Pacific Rim. Politi- 
cians and visionaries have turned their eyes to the nation's vs*: 
and empty interior, where they believe that, with guts, determi- 
nation and a steady influx of capital, the outback can be tamed 
into productive farmland and sites for heavy industry. 

1l Men, money and markets 11 are the watchwords of Australia's 
Nationalist government, devoting considerable funds to lure 
settlers to the Commonwealth and drive deeper into the frontier, 
A million people inhabit Sydney, with immigrants arriving froi 
all over the Empire and other parts of Europe. Raw exports to 
Great Britain and elsewhere in the form of wool, wheat and other 
natural resources provide the cash to pay for settlement and | 
growth. The government goes to great lengths to entice foreign 
investment and promote trade. 

Not everyone in the Commonwealth is happy with the arrival of 
so many state -supported settlers. Rural farmers and landholders 
resent having their spreads appropriated by the state and handed 
out to foreigners, not to mention the increased competition for 
their goods. Racial tensions are on the rise as well. From the 
earliest days of Australia's settlement, the struggle to claim 
the land from the aborigines was characterized as asserting the 
superiority of white civilization, and the ideal of building a 
"white Australia" is t still strong* Non-white immigrants face ope: 
hostility, even violence, and what remains of the land's native 
peoples are relegated to isolated reservations* 
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Be League of Nations reapportioned Germany's Pacific colo- 
nies, giving New Guinea to Australia and awarding the Marshall 
ud Caroline Islands to Japan . Though Japan is currently one of 
tostralia's biggest customers, both countries see one another as 
coipetitors in the bid for the resources of the Pacific Rim. At 

point, the two nations seem evenly matched, racing neck-and- 
aect to see who will build enough industrial might to assure 
iciinance in the region. 


•dispatch by Sarah Gettel 

Hj dearest colleagues, while I have written about many of the 
titling things this world has to offer, I have saved the best for 
list. For now I must speak of the realms not of this Earth. In my 
iveh around this great planet, I have seen sights that make my 
di«r flying man seem normal by comparison. 

Though I lack hard evidence, I must assure you of this: Dino- 
laurs walk the Earth. There are strange worlds out there, alien 
our experience , that touch our own. I have parachuted into the 
Citadel of Doctor Zorbo and narrowly escaped being sacrificed 
to no less than seven cults of dark gods that walked the Earth 
before mankind ' s reign. The clamorous night music of the 
Carpathian mountains and the screams emanating from the Forgotten 
5eipU of the Hungry Ghosts haunt my nightmares. During my trav- 
els, I have interviewed many of the world's greatest minds, I 
live asked them all what they think of these lost worlds. What 
ire they? Where did they come from? And why have they been found 
bom, when they must have been hidden for centuries? 
( So one has given me the same answer. A mystic in Greenwich 
Ullage believes that Hammersmith's experiment opened a doorway 
fron a realm of magic to our world. The otherworldly inhabitants 
of these obscure realms are merely travelers, lost between 
wrlis. Professor Dixon tells me that there is no magic, only 
itience we have not yet quantified- He claims there is a ratio- 
iiil, scientific explanation for all that I have seen, (This an- 
mr depressed me for a good week. There should be magic.) An 
ideologist I shared a cigarette with in Cairo claims that it is 
siaplj a coincidence of fortune that these realms have been dis- 
covered in this time. He told me of mysteries beyond what I had 
teen, mysteries he encountered years ago, as a boy. We just hap- 
ptn to be on a 1P hot streak." Still another theory is that these 
realms are not from other dimensions, but other times. There is 
mt merit to that theory, though the scientist who shared it 
with me was stymied by my follow-up question; if these places to 
laother tine, why are all of them rifts to the past? Shouldn't we 
tee some glimpse of the future? 

fly dear friend, Ufaxwell, please have Dr. Primoris reply to my 
letters, I would like to learn his opinion on this. He does claim 
to be the smartest man in the world, after all. (Perhaps we 
should, find the smartest woman.) 
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Dinosaur Swamp 



— dispatch by Sarah Gettel 

"Madame Gettel/ 1 said Paul Robichaux. i4 We gots to go. You pay me to taku 
you here. You didn't pay me enough to stay dis long " 

"Fiddlesticks" I replied snapping another picture with Professor Dixon's 
H^ndy-Carnera. "All [ have are pictures of odd ferns and a smashed crawfish trap, 1 
need to see something a little more. . . convincing, We've seen no signs of your 
"Mokole-Memhe"" I put the camera down on a tree limb and wiped my sweaty 
brow. I had not thought it possible, but it was even hotter here than back in 
Lafayette. I heard a pounding sound, as if a tree had fallen over. I whipped my 
head about to see whal the source of the sound was, I froze, stunned at seeing a 
creature thai should have died 65 million years ago. 

When I was a little girl, my father would read to me of the dinosaurs, the 
terrible thunder lizards that once ruled this world. (No matter what unscientific 
twits like William Jennings Bryan may say.) 1 recognized the beast immediately. 
The wide skull The armored back. The fierce club-Sike tail. An ankylosaurus! And 
)) was UxkingMm?} Without liking my eyes off ibt? dinosaur, J reached for my 
camera. My shaking fingers knocked Professor Dixon's lightweight camera to the 
ground. I heard a yelp from back at the boat. 

"Daf s not de one we saw, Madame Gettel But it look *ongry " he whispered, 



In the depths of the Atchafalaya Basin between Baton Rouge an 
Lafayette, dinosaurs live again- The specific corner is one the 
Robichaux family fished for "mudbugs" for generations, going bac 
to before the Civil War. In the spring of 1922, a storm prevente 
a pair of Robichaux fishermen from going on their normal excur^ 
sion the weekend before Mardi Gras . For them, it was a time to 
smoke foul cigars, drink bootleg whiskey and, of course, fish. 
That weekend, they learned how bait must feel! In the pre -dawn 
light, they saw something. An enormous neck, 20 feet long, 
erupted out of the water. Sharp teeth filled the creature 1 s 
mouth, and it roared at the rapidly departing fishermen. Uncle 
Jean Robichaux told his nephew Paul that the beast was Mokole- 
Membe, a great beast out of African mythology. 

Armed with a new shotgun Cand a hefty bribe), Paul and I 
returned to the scene of the crime. As we traveled deeper into 
the heart of the swamp, I recognized the changes in flora* There 
was no clear demarcation between the familiar sights of the swaaj 
and the subtly different plant life farther in- But even mj 
untrained naturalist's eye could see a difference. The trees 
themselves were the same, but the vegetation surrounding them 


fftied different. As we progressed, Paul grew nervous. I promised 
N vould not dally too long, and as soon as we got to their 
Asking spot, we could turn around. Naturally, I wished to stay 
li long as possible, in hopes of seeing this swamp-monster* 

liter assuring M'sieur Robichaux that the ankylosaurus we'd 
diiccvered ate plants, not fishermen, we heard the terrible bellow 
ri a creature born millions of years ago* The ankylosaurus started 
it 6h« noise and trampled off, down the edge of the island, 

I oust say, my reporter 1 s instincts were quivering at the 
•prtunitj to see what startled the ankylosaurus, but the good 
liiae of cnj father reminded me that when the herbivores flee, 
i: 's generally because of a predator. I had no desire to be an 
ipjttizer. I looked for the camera. It was sinking in the mud, 
Oftr on the other side of a downed tree, I considered reaching 
for it, but I heard the creature roar again. Discretion being the 
better part of valor (and lacking a lightning pistol), I fled for 
the safety of the pirogue, and the two of us paddled away from 
tkit island in the swamps as fast as possible. 

Towering over the dense cypress trees, I saw the source of the 

nor. The king of the dinosaurs: tyrannosaurus rex. I thanked 
fai that the creature could not swim and then hoped that the 
jriwutologists were correct about that detail. 

Our escape from the dinosaur swamp was blessedly uneventful* 
Under the pretext of a nature story, I spoke with a paleontolo- 
|ist at Mane University. Based on my secondhand description, he 
ideatif ied the dinosaur seen by the Robichaux as an elasmosaurus . 
Ill three dinosaurs were native to the late Cretaceous period. 

tat W. 
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Hfispitch by Sarah Cettd 

I woke to the sounds of primitive chanting under red crystal skies. My captors had tied me 
& i post near the tire, as if I was a witch or something. "Nat again " I grumbled under my 
\ I stretched for my pocketknife but could not reach it. I was tied too tightly. I looked 
More cavemen surrounded me, looking at me curiously and gibbering in their primitive 
ge* With the added light of the bonfire, I could see diem more clearly They were 

s\ As I looked about, I counted close to 20 savages. They had tools, mostly made of 
ltd I saw a female (I think it was a female) scraping the hide of some indeterminate beast with 
tskpened ruck. Others were using stone knives to sharpen sticks into spears. Then, all 
fled from my head. Off to the other side, where the Neanderthals were 
1 1 saw the focus of their rite. The hunters danced around a neatly stacked pile of human 
skulls. The leader raised a human skull into the air and shouted, "EEETAH f 

At to moment, the dancing warriors stopped and turned to me. I soon realized that I was 
not just a guest for dinner, but the main course! 
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Following the Adventure of the Smoking Mirror, my next assign- 
ment was to investigate stories of "ape men" from the jungles of 
Belize. 

With a broken-down car 'that had seen better days, I drove into 
the Maya mountain range, stopping at small towns and trying, with 
my broken Spanish, to determine the veracity of the story* 

After a few weeks, I was able to piece together enough infor^ 
tnation to narrow down the sightings to the area near the 
Chiquibul caves. They are one of the largest underground cave 
complexes known and the Mayans were rumored to have buried the! 
dead there. I attempted to hire a local guide , but no one was 
willing to go with me there. "What is there that is so frighten- 
ing?" I asked. 

"Muerte, 11 they said. lr No one goes into the caves and returns 
Well, with a challenge like that, how could I refuse? The 
locals were more than willing to take my money in return for naps 
and directions. By now, I had learned the value of carrying 
sufficient firearms, and while I am far from Miss Hewfield's j 
level of expertise, I do tend to hit what I am aiming at, T 
The directions I had did not do Justice to the enormity of the 
cave mouth* At the base of an enormous sinkhole, it stretched a 
good 100 feet tall. As yet, I had seen nothing out of the ordi- 
nary (for a tropical rain forest, that is deadly snakes and 
the like proved commonplace). Due to the lateness of the hour, I 
set up camp and decided to begin my explorations the next day. 
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After a somewhat restless sleep, I awoke and began my explora- 
:>s. I had been spelunking before and thought I knew what I was 
ioiog. The enormity of the caverns overwhelmed me. I took numerous 
pictures, which I have included. Wondrous formations of rock and 
tfy&tal stretched from floor to ceiling. In one place , stalactites 
Uller than I but no thicker than a pencil draped down from the 
ruling. It looked as if the ceiling had long, white hair. 

In the deepest regions of the caves , I started to see signs that 
afters had been here before me: a gnawed-on cave bat here, drop- 
DS& of a large animal there. I thought I was alert and ready, but 
iteast-ien took me unawares. When I awoke, I was in an entirely 
fferent part of the caves. To my amazement, red illumination 
?illed throughout the cavern* The distant ceiling glowed from an 
wnous ruby -red crystal formation. The light of the crystal sun 
pwided as much light as a harvest moon. I was in the center of a 
Urge encampment of primitive men, resembling the Neanderthals I 
tat read of in Father' s books. They were large and brutal but 
iturting to show signs that they had not been eating well recently, 
letting about, I saw some dying shrubbery and the gnawed-on remains 
if Biall game . Whatever life eked out an existence down here was 
dying off. I presume the vegetation is dying from a lack of sun- 
light, and with nothing to eat, the game is dying as well. This, of 
worse, begs the question: How did the cavemen, the plants and the 
niials get down there? Even more, what powers the ruby-red sun 
Hit gives light to this underground world? 

Fortunately, a brave soul delivered me from becoming dinner. I 
tad never seen such a man before. He was over seven feet tall and 
laoiidMike he was carved from marble. He was pale as the moon 
itself. He wore a sliver of the crystal sky on a thong around his 
Stek. Even lore amazing was that, when he was angry, the crystal 
gloved with the red light of the setting sun. Though he was 
dearly not a weakling normally, under the crystal's light he 
'ought with the power of a mountain gorilla, handily defeating 
Ik* leader of the cavemen in single combat. With an enormous dire 
toll at bis side, he led me out of the cave, the remaining Nean- 
krthals scattering into the shadows as we passed* My rescuer 
fould speak, calling himself "Gar*" though he knew no language I 
ftcognized. Gar led me out of the light of the crystal sun and 
into darkness. My torch was long gone, and neither he nor his 
till needed light to see. I only occasionally saw flashes of 
llfht coming from the crystal around Gar's neck when he exerted 
tauetf, At one point, he lifted me up over a fast -moving stream. 
It ftlt as if I were weightless. Led about like a blind woman for 
itjs, eventually we came to the cave entrance. He would not leave 
cave , the light appeared to pain his eyes, and he retreated 
: the caves from whence he came. 


< 
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Thunder God of 
Machu Picliu 

--dispatch by Sarah Gettel 

By the time I arrived in Lima, I was once again looking fo 
ward to the adventure that surely awaited me. I am told by ot 
women that the pain of childbirth is one of the most excruciatii 
experiences known to womankind, and yet, the joy of holding or.: j 
child in one's arms erases whatever pains may have accompanied j 
its arrival* The thrill of adventure alleviates my pains simi- 
larly, I wonder if our very world is giving birth to a new era* 
Was the Great War simply the agonized pains of delivery to this 
new and wondrous aeon? ] 

The city was abuzz with excitement. The AERA (Aiianza Popular 
Revolucionaria Americana, or American Popular Revolutionary 
Alliance), a revolutionary political party, was on the rise a:: 
denouncing the corrupt regime. My assignment had taken me back 
into the political realm but' in a decidedly unusual fashion. | 

This very modern reform party had an ancient power for an ^ 
ally. The Peruvian military was at this very moment engaged wi 
followers of Buascar, high priest of the Incan thunder-god 
Illapu. While the people of the cities rallied for equal rights 
for all Peruvian citizens, the Indians in the highlands of the 
Andes Mountains took to the old faith, rejecting Catholicism 
the religion of Pizarro, 

Following my interview with a leader of the splinter f actio 1 
of AERA allied with Huascar, I attempted to find some way up to 
Machu Pichu. Official channels proved unavailable, for obvious 
reasons. Less official channels seemed equally unhelpful, 
pilot, for love or money, wanted to get close to that ridge 
the Andes, So, I purchased a powerful telescope and trekked on v I 
own to a nearby peak. From my vantage point, I could make out I 
some details of the city, | 

I had seen pictures of Machu Pichu when I was at university, 
It was the ruins of an old city, one whose masters had lived 
their lives out centuries ago. The new owners had renovated, I 
Walls were whole- Temples had been rebuilt and covered with trtm 
flowers. Natives dressed in primitive outfits walked to and fro, 
carrying machine guns* Though their cause was ancient, their | 
weaponry looked decidedly modern. 1 

A battle raged at the outskirts of the ancient city. Govern* 
ment troops were shooting it out with the rebel forces. The 
rebels had the advantage of the terrain, but even I could tell 
they were outgunned, ] 

Then, the magic happened. The cloudy sky erupted with thunder- 
bolts, as if Zeus himself had been angered. The government troops 
scattered. I panned the telescope about and saw in a three-sided 
temple a glowing figure. I can only assume it was Huascar. A 1 
vortex of energy surrounded him, one that flashed in time with 
the lightning* 

Suddenly, I felt £he hairs on my arm stand on end. I looked q 
and saw the thunderheads roiling across the sky in my direction. 
I dove away from the telescope seconds ahead of the lightning. 
The thunder that followed nearly deafened me. The telescope was 
left a melted mass of metal and glass* 

I quickly retreated down the mountain slope, hoping that 
Huascar would not decide to send an avalanche down on me. | 

Mister Mercer, I hope that whoever you send to follow up on 
this investigation has some method of dealing with this mad god. 


interview by Sarah Gettel with leader of the APRA splinter faction allied with 
Huascar, granted on the condition of anonymity, 
Sarah Gettel: Thank you for allowing this interview. 

APRA: (t is my pleasure, Miss GetteL I only hope that you will be able to relay our 
words to the rest of the world, so that they may know the struggles of our peoples. 

Gettel; I would be pleased to relay whatever you wish, but first, I wish to discuss 
Huascar. 

APRA: Yes, he is a valued ally to our cause. He is our king once again made flesh, 
Gettel: He's reincarnated? 

APRA: That is your word for it. Long ago, the two brothers Huascar and Atahualpa 
made war lo determine who would rule the Inca empire, Huascar was the rightful heir, but his 
brother Atahualpa controlled a large army, The two brothers fought to become the Inca — the 
king. Though Atahualpa was the victor, the war weakened the country so much that, when 
Pizarro c^une. our people were too weak to fight Thus began a cycle of foreign domination 
thai has ted us to today's corrupt power structure. 

Cettel: And this new Huascar is the reincarnation of the dead brother. 

\PR\: He has not made known how or when he realized who he once was, but his 
powers demonstrate his divine heritage. Acting on the directions of his past life, he fashioned 
k Spear of Illapu, our thunder god. With its magic, he controls the very forces of nature. The 
thunder and lightning are his to command. 

Gettt'li And why did Huascar and his followers take over Machu Pichu? 

APRA: Was it not once ours, as this land was once ours? It is a symbol to our people to 
nse up and lake back our country! 

Gettel: So, when did your organization contact his cult? 

APRA: I do not like the word "cult " Does your Pope lead a cult as well? It was with 
the help of APRA that Machu Pichu was retaken. We have people all over this great (and who 
sympathize with our cause, They told us of his power and his desires to return this land to the 
BueJncan people and send the heirs of Pizarro back to their homeland, with lightning 
chasing them eveiy step of the way. We realized that we could work together. 

Gettel: Thank you for that clarification. Please, tell me more about Huascar. 

APRA: He is not just royalty, but a divine being. His pow er radiates from him, like the 
ttetricity in the air before a storm. One cannot help but look at him and know that he carries 
the blood of gods and kings in his veins. His voice commands an army His strength is that of 
ik hurricane. With his aid, Peru will be free. 

Gettel: What does he want to do with Peru once it's free? 

APRA: Do? 

Gettel: 1 mean, what are his goals ? Is Huascar going to set up a democracy? 
APRA: That is so Western of you. He is not interested in democracy or communism. He 
wishes a return to the old ways, with him ruling as a wise and just king. 
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The Hidden Pyramid 

--dispatch by Sarah Gettel I 
With only a slight course change (thanks to the good Doctor I 
Zorbo's zeppelin armada', I arrived in Cairo none the worse fo: I 
wear. The timing was somewhat fortunate, as it gave me extra tiiel 
to refresh my memories of Egypt. Though I had always been fasci- I 
riated by tales of pharaohs and pyramids as a girl, most ofay I 
recollections were of fact, not legend, and legend was the order ■ 
of the day. I 
The stories say that the Pharaoh Akhenaton and his wife I 
Nefertiti were heretics. During Akhenaton' s reign, he elevated I 
bhe worship of Aton, his personal sun-god, to a much higher r&lt I 
in the Egyptian pantheon. This religious turmoil enveloped the I 
whole country. The tale goes on to say that the Pharaoh's sins I 
had offended the gods to such a degree that, following his I 
burial, his entire tomb vanished in a sandstorm, "taken intc tt* I 
heavens to face the gods' displeasure in person." So powerful *aj I 
che curse that the priests destroyed all records of the Pharaot, I 
so as not to be taken as well. Only secondhand tales from mer- I 
chants and Roman travelers survived, and their accounts were I 
sketchy at best. I 
It appears, my friend, that we are once again confronted bj § I 
legend come to life, A contact forwarded me this story, told to I 
him by a desert nomad. I 

"The winds howled that night, as if the damned had escaped I 
Hell itself. The wind had teeth, biting through our tents, m I 
men drowned miles away from water, the sand choking the life m I 
of them as surely as a hand around the throat. With the dawn, till 
storm returned to the hell from whence it came, But as I rubbri I 
the grit from my eyes, I fell to my knees in shock. Where there I 
had been only open sand and desert, there now stood a pyramid, I 
one the likes of which I had never seen before. I 

"I had traveled much of the land. I was there when the white I 
men opened up the tomb of Pharaoh Tut -ankh-amen two years ago. I 
This pyramid was... new. It stood out in the middle of the I 
desert, gleaming as if the pyramid itself were made of solid I 
gold. The stones had not been worn down by the winds of time . Tbi 1 
corners were sharp, as if they had been quarried yesterday, My I 
tribe spent the morning walking about the pyramid, watching *;v u \ 
wonder and awe. None of us dared venture inside, even if we coisis 
have found an unsealed entrance. I alone would even touch the 1 
stone s . 

"I am no fool. I decided we should ride to the next town and 
tell the people there of our discovery. I had hoped we would evts 
be rewarded. 1 

"While telling our tale in the town, an old man made the aip 
of protection and then told us how the young Pharaoh Akhenaton 
had been accursed by the gods. Of my tribe, only my son and I 
were brave enough to t lead an American archeologist back to the 
pyramid. I confess I was afraid as well, but Westerners paid may 
of my people large amounts of money to take them to places aucb 
as this. The sandstorm had destroyed most of our possessions, ui 
we needed the money to survive the year. 

"By the time we returned to the hidden pyramid, something rm 
more wondrous had happened! People were there. As the sun rose, 
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saw the people, dressed as I bad seen them in the museum -- as 
people did thousands of years ago* They chanted a name, 
■ertiti/ they cried, as if in prayer* At the tip of the 
laid, a man kneeled before a young girl, barely old enough to 
ry. The sun crested above the horizon, and the man crowned the 
in. She stood up and spoke. Though we were almost a mile away, 
if coaid hear her voice as plainly as you hear my own, 

"She spoke in the language of our ancestors, which I am fortu- 
ne enough to understand. 'Behold, with the arrival of Aton'a 
file. I am become Nefertiti. I am your pharaoh. As we have re- 
thiied this pyramid, which our ancestors built to honor false 
pita, so shall we reclaim all of Egypt, past and future, into the 
■ " ■ ma 1 Now. Kneel before me! 1 The man at her feet bowed, as did 
tta ice surrounding the pyramid- 'Who are these "interlopers at my 
coronation? 1 she demanded. 

"fte American wanted to stay and talk with them. My people did 
att survive this long in the desert by staying where we were 
Uftlcoie. We fled. As we rode away, I turned back to see the 
ircheologist . He had run toward the pyramid, the fool. Though we 
wrs miles away, we could still hear his screams, carried on the 
h:i desert winds. Offer me all the money you wish. No money can 
purchase a life . 11 

Or.ce in Cairo, I looked up my father r s old friend at the Cairo 
hseiiiD of Antiquities . He gave me a map, which I am including 
niit my package of notes and documents. The desert tribesman 
noli not return to the Hidden Pyramid, but he was decent enough 

escribe its location. Doctor Aazhang corroborated the de- 
icription with an ancient map, lacking only the context in which 


place the location of the pyramid. 

Dr. Aazhang informed me that the Cult of the Sun-Disk has 
frown in the months since then. The cult holds certain rather 
kretlcal beliefs, hut it has taken hold of the people, 
isboldened by England's grant of their independence. Dr. Aazhang 
fears that the cultists will seize power in the uncertainty of 
tlm times. While as an Egyptologist, he is certainly interested 
ic tsaoiining the ancient relics wielded by the cult r s forces, he 
o desire to turn the clock back to centuries before Christ's 



researching the cult, I kept my ear to the ground and 
irneS another point of interest to the Society. The Cult of the 
Disk is searching for certain artifacts. Its agents broke 
the Cairo Museum of Antiquities just last week and stole the 
lifter of Ra, while leaving behind untold riches, not to mention 
pieces- My contacts tell me that the cult is not just 
i in Egypt, but that its minions are abroad, searching for 
ancient artifacts. What the cultists 1 purpose is or even 
ch artifacts they seek to find is, as of this moment, beyond 
But if Akhenaton has such powers presently, what dark powers 
1 she unlock from the ancient relics of Khem? 

The Beasts 1 of Devil's Pass 

iiapatch by Sarah Gettel 

Allowing my misadventures against the Ubiquitous Dragon in 
Forgotten Temple of the Hungry Ghosts, I was more than ready 
leave China, I traveled west and eventually boarded the famed 
\nt Express, With only a brief stopover in London, I was 
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heading home. The miles of the journey caught up with me, and I 
paused to enjoy the European luxury of this most wonderful train. 

Soon after we stopped in Budapest to add a few more passen- 
gers, I saw a familiar face. Doctor Woodrow Roman of London, Be 
is one of the world's foremost experts on folklore. However, whe? 
I saw the good doctor, I almost didn't recognize him. His once 
dark hair was whiter than the teeth of Doctor Shark. 

"What happened, Woody?" I asked. 

Dr. Roman started when I called his name , and I thought for a 
moment the good doctor would faint. He whipped around, reaching 
into his coat pocket. He paused when he saw me and quickly 
hustled me into his stateroom. "Dear God, Sarah, he was right," 
He smiled and shook my hand, I felt something cold in his pall 
and looked down. Before I could blink, he held my palm up to hia 
scrutiny. In his hand, I saw the small crucifix he'd palmed, 
"Thank God, 11 he breathed. 

"What is going on?" 

"Just a moment, 11 he said. "I will tell you everything soon." 
As I watched, Dr. Roman hung a crucifix on the doorknob and 
draped a wreath of garlic cloves from his satchel across the 
crack at the base of the door. He slumped into his seat. "Safe, 
for now. 11 He pulled his pocket-watch from his waistcoat and 
tapped it. u We must be off," he whispered as if in prayer- With s 
lurch, the train lumbered forward. "Thank you, God." 

"Very funny, Woodrow," I said, "Who told you I was coming? 
This is a grand joke, 1 ' 

"Oh, Sarah, I wish to God it were a joke," 
"Budapest. Crosses. Garlic. Hair turned white. Let me guess, 
You've met a Walachian prince named Vlad who wants to purchase 
some land in London. 11 

"It is no joke!" he hissed, 1l It is only by that devil's leave 
that I am still alive," 

"Very well. Tell me your story. I have seen many amazing 
things in my journeys of the past year. I am ready to believe 
you." 1 

"That is the devil's greatest trick," he said. "Nobody will 
believe me. They think I am mad, having read too much Stoker as a 
youth. They say that I've come to believe the legends I study." 
He turned to look at me, and with the conviction of the certain 
or the mad, he said, "Vampires walk the earth, 

"I was preparing a book comparing the historical Vlad Tepes to 
the fictional Dracula. With my research complete, I was ready for 
fieldwork, I had been to Transylvania during the War and knew 
enough of the local polyglot of languages to get by. My first 
stop was, naturally, Castle Dracula, in the Borgo Pass, Wight was 
falling, so I made to the nearby town of Bistrita for the 
evening. The town was locked up tight, and the local inn would 
not open* no matter how hard I rapped on the door. Dejected, I 
returned to my car and resigned myself to another evening of 
sleeping in the back seat. 

"Day broke, and I 5 realized why no one had answered the door, 
The town was deserted, I wondered what economic hardships had 
caused this little hamlet to fold up. I also confess I wondered 1 
how I would find people to interview with nobody home* I decided 
to travel to the castle to at least get some photographs. As I 
walked the streets, something in the air raised the hairs on the 
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I of icy neck « I felt as if I was walking among ghosts, I 
sthd a tune to distract myself and continued my walk. But I 
t hidden eyes watching me* 

'then I reached the castle, my first thought was that someone 
t have repaired the damage done to the castle by the earth- 
Hie cf 1913, because the tower that reportedly fell into the 
:er Arges was in fine repair. This caused me to wonder, for why 
i the lorn be empty but the castle repaired? 
As I reached the front gate, I heard a distant sound carried 
:fce frosty winds. It was the howl of a wolf- By this time, my 
Nation was getting the better of me, and I wondered if it 
s one of Dracula 1 3 Children of the night.' 
"I looked out at the magnificent view from the foot of the 
nil and wondered if Tepes himself had stood there, hundreds of 
rein ago. As I turned back, I saw another figure up on the 
title wall. He screamed in Romanian, 'Flee,' and leaped from the 
4:tleaents* I rushed to his side. The poor soul was in dire 
(tttits * 

I will get a doctor, 1 I assured him, though I had no idea 
ttre to find one . 

"Leave this place,' he gasped. 'The devil walks the land. The 
evil flies by night. 1 With that, the wretch died. I reached for 
ii neck to check his pulse and felt something there that caused 
| m skin to crawl, I gently turned the poor man's head and saw 
it. !vo puncture wounds. Thoughts of science fled from my mind, 
ad I was once again a caveman, scared by thunder in the night. 

"I ran to my car as fast as my legs would carry me* In the 
istaftse, I heard the wolves howl again, this time closer than 
ifore* Thankfully, my car started on the first try and I tore 
m the twisting roads of the Borgo Pass as if the devil himself 
tre chasing me, 

"Just as ujy heart began to resume its normal patterns, the 
iits parted, and a man appeared in the road* He was tall, with a 
. by austache , just as I had seen in countless paintings, I 
HrvedL and my car smashed into a tree. I lost consciousness for 
loient and came to hearing the sounds of twisting metal. The 
i& with the mustache tore the door off my car as if it were 
issue paper, I halfheartedly struggled, but he yanked me from my 
i: Like a child with a rag doll. 

In heavily accented English, he told me, 'Do not come here, 
lis is not a place for man to go. This is a place of darkness. r 
k smiled, and I could see the razor sharp fangs in his mouth. 
21 is oay home , 1 The man tossed me to the ground and said, 'Go 
1M, 1 aee that you will soon meet an old friend. She is collect- 
ing stories* Tell her, , - Tell her that she and her masters are 
is* welcome here. They should stay away. Tell her your story. 
!ell her of this night and the things you will see. Hun now, as 
ist as you can. You will not die this night, though I cannot 
roiise further mercy. 1 The man gestured for me to rise* On shaky 
libs, r did as ordered . 

"■That night, I ran because the devil himself was chasing me, 
at night, I saw things in the woods. They chased me but never 
racked, I fear, had I slowed for even an instant, I would have 
ea killed. The things I saw. Horrific creatures that were half 
r. and half something else. Naked beast-women covered with bushy 
ad hair. Hungry tree roots reached for my feet, tripping me 
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and slicing my legs. I could only think that the smell of blood 
would drive the beasts beyond their dark master's control, Thari 
God that the dark prince's will was strong. 

"Every creature that eVer shambled through my nightmares. Tfcw 
were there, Sarah. Every 'single one of them! 

"As dawn broke, I found a small church. As I entered, I heard 
the man's voice again. It told me: 'Don't believe everything jm 
read. Doctor Roman.' I slammed the door shut and fell to the 
floor. In the Doming, the priests coming in for morning Mass 
found me. My hair was white and my story mad, but I was alive. 
And now that I have seen my old friend collecting stories, I 
my usefulness may be at an end. I can only hope that the devil 
has forgotten about me. 1 ' 

I escorted Dr. Roman to the club car. He refused to tell any 
other stories of that horrific night but watched the countrysiis 
illuminated by pale moonlight. 

Later that night, Woodrow left for the head. I did not seek] 
again, though I had the train stopped and searched from engine] 
caboose. To this day, I do not know if I believe a bloodsucking 
beast that walks like a man rules the Borgo Pass. But with all c 
the other wild adventures I have had, is a realm of monsters It! 
incredible? 
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mdfmdf the btadd unf can plainly dee — and 9 am- centain you dee U ad> 

*U — H wmid itand openly with you. 9 will not oppode you f but 9 cannot be a pant 
y ^ J&houl thai ipu aldo widh to dee a linen, w&dd, fudt ad 9 hnou^ that you pAefeft 
toitl&t meand to achieve that <poal. 9 believe thai youA way wilt offen too little, 
tbloii!> — tlud it will lead to a bumoud future with tdtte hope fob ud all. 9 ad A that (8) 
p midc'i lihwif the path 9 offeb you hebe and accept the dedtiny that wad thbuAt 

* mmly, 


Michael ^cmiakal 


Considerations for Moderation I 

Michael , n 

I can't agree that the simple possession of power grants any of m touchei':; .■ 
telluric raja the right to interfere in humanity 1 9 destiny. At least, not in 
minimizing the interference from others similarly gifted. How many timed in hiet&rj m 
a man believed himself to be destined for great things , only to bring needing iothm 
bloodshed? Were Caesar's last thoughts as he saw Brutus' betrayal those of the efinfl 
carved or the life he wasted in its pursuit? I don't want history to look back ds^eJ 
name us conquerors, and conquerors is what we'll be if we do as you suggest, 

I've included a copy of your letter to better reference coy rebuttals to yourpaial 
Please, don't take offense at this. I value your counsel, and I respect yarn wiiciH 
remain separate from the Aeon Society. I 

One: I shouldn't nave to remind you that none of Hi yet full}? understand tin I 
energy or the lasting effects it's had on the world. While we can see its \mum 
effects, we don't know what will happen in the next 10, 5° or 100 year®. We've slJ 
seen a few Inspired who are not exactly responsible examples of humanity - what will J 
be like in 10 years? I 

Two: Don't get too carried away with your enthusiasm, Michael- Telluric rap I 
grant ethical or morel thinking* For every person so empowered with good moral ' 
least two more will have selfish or criminal designs. Few, I think, will softs::. I 
your expressed Utopian ideals. Of those who do, most will do so in hopes of parsou. I 
at your expense. I 

Ehree; With at least some anonymity, we can afford to act without interfered! J 
others who won't understand our goals or wish to control us. If we reveal Ua Im 
Society's true nature, expect to see governments and businessmen seeking to am;; I 
their ends. This alone will sabotage your ideals. I 

Four: You ask to stunt society's growth. The future will bring what the ttm 
brings* Humanity must remain free to develop in its Own way* The times ahead i; I 
hard, but humanity will recover. The near future may be grim, but the far futurr^B 
wonders neither of us have yet imagined. If we seize history's reins, we will crijJ 
humanity, ffhat of human ambition when gods walk among men? 

Jive: If we see another war, it will beggar the Great far in death toll miiaJ 
destruction. The weapons developed for the conflict will be unlike any seenbefon.l 
the Or eat War does not serve to show the futility of such terrible violence, ttieux:J 
very well may do so, A second Great War may teach the world 1 9 people and leaders jyitJ 
far is too far. Without the lessons of a second war, I fear for mankind'1 ixj 
development. I 

Six! Tour point here applies just as surely to us ae it does to any noma] bml 
How often have you and I witnessed a human being granted the power to look into eaatiiril 
heart and soul, only to use that gift for personal gain and at great harm to otiitifl 

Seven: Direct society's growth? Perhaps in the same manner as the JspaueupJ 
bonsai - stunted and deformed. The result may be pleasing to the eye, but the tree ltd 
is forever prevented from its grandiose potential. Michael, you must realise ta:aj 
best way for society to grow is to allow hoi polloi, as you call them, to make tbeii n 
decisions and learn from them, right or wrong. 

Bight: I cannot believe that a ruinous future will bring an end to hope. Fa*™ 
life continues, hope springs eternal. Even the greatest possible catastrophe can't La 
to eternal ruin for all humanity. Men of vision are always present to help guide saia 
out of whatever terrible state it finds itself in. History has shown this repute, 
think on how much the world has improved in the years since the war, let alone ktlW 
past - 

Michael, my friend, the mixture of drive and intelligence within you will leaip 
to great things. At some point in the future, you may find humanity's fate in yoor Lu 
If that time ever comes - and I pray, for your sake t that It never does - 1 caaoal?iB 
that you make the right decision and let humanity prosper on its own terms, 

With my warmest regards, 

Maxwell Anderson Mercer 
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Adventure is a game oF pulp heroism set in the 
WQs. It s 3 game about men and women who take ac- 
ton They're visionaries, inventors, explorers, sages, 
K»iAisti mystics, and more They come From every con- 
tnent snd Irom every stratum of society: princes and 
.papers, shopkeepers and mechanics made good, busi- 
■Kimeri and heiresses turned to more exciting pursuits, 
AJwfitur* s settings range From loFty skyscraper pent- 
houses to squalid slums and sewers, From arctic waste- 
ink to deep oceans to sweltering jungles. Adventure 
^everywhere interesting — not always nice or safe, 
but never dull! 

Adventure is a game about telling stories — epic sto- 
ne on a yarel scale, IF you've played other roleplaying 
■5apies, /on should already be Familiar with the idea. If not, 
fa section explains what it all means 

In addition to the specific points mentioned here, 
tWs a glossary in the Appendix. It explains a number 
si term used in the rules that new players may not be 
feferwlth. 

Roleplaying 

AflWure is a roieplaytngqame: Players (that's you) 
isfcjne the roles of central characters in an ongoing story 
kuiudi like mixing improvisations! theater with "cops and 
rotten* The make-believe you played as a c h ild — imag- 
mvg yoiir^f as a knight in shining armor or a brightly clad 
ftperhero — was roleplaying Adventure is simply a more 
Kphaticated version of those childhood games. 

StiH. Adventure needs a Few more rules than the 
piiyground did "Got you 1 " "Did not!" "Did too!" is too 
unplistic for this sort oF game. You and your friends make 
up the story, and the rules provide a framework to help 
tap everything on track. Rules guide the story, elimi- 
nating conflict over whether or not a character s actions 
tffpbus&le. However, rules oWr dictate or restrict the 
Kbon The point of Adventure is to have fun! So, rules 
f*i you the basic mechanics For play, but beyond that, 
iocus is on the story, on having a good time. 

The Storyteller 

Adventure is a game, but it has more in common 
with theater than with card or board games. Most nota- 
bly, one player, calfed the Storyteller* is a "director" of 
sorts The Storyteller acts as a combination narrator and 
referee, creating the drama through which the players 
tike their characters. As a Storyteller, you create the 


environment in which the characters are placed You are 
responsible for tying the story's disparate threads to- 
gether and making sure the whole thing runs smoothly, 
Your most useful tools in balancing story and game are 
your imagination and the rules systems. The Storytellers 
role is explored in detail in Chapter Seven: Roleplaying, 

The Players 

While the Storyteller seis the stage tor the game, 
the players take the stage and create the action there. 
As a player oF Adventure, you create a character with a 
unique perspective in the tumultuous early 20th century. 
He could be a daredevil, a mesmerist or a stafwart — an 
adventurer, a hero, Whatever kind of adventurer you 
choose your character to be, you decide his actions over 
the course oF the story. Everything you have your char- 
acter say and do influences the world oF Adventure. Your 
goat is to help your hero overcome the obstacles Facing 
him. You deal with challenges in Adventure primarily 
through roleplaying, with some dice rolling thrown in when 
you don't know if the character succeeds in his attempt. 
Chapter Seven: Roleplaying contains more helpful advice 
on how to roleplay 

The Characters 

To play Adventure, you create a role and become that 
person within the game's context. Just like Harrison Ford 
taking on the role oF Indiana Jones, you embody your char- 
acter in the story. While the characters in a movie have a 
predetermined existence, the Adventure character you cre- 
ate develops however you want him to You can have a char- 
acter ready to go after about a half- hour. Even then, a char- 
acter is nothing but a collection of numbers on paper until 
you breathe life into him. Character creation is covered in 
Chapter Two: Character. 

The Game 

There are no "winners" or "losers" in Adventure, 
conventionally speaking. The idea is not to ^beat" the 
other players; after all, cooperating with one another is 
often essential to your own character s survival. Nor is 
the goal to "beat" the Storyteller, since you all work to- 
gether to create an entertaining story. In the encL the 
goal is the act oF playing the game itself — to rise to the 
challenge, striving to overcome herculean odds with your 
talents, wits and courage. 

Although this settings focus is the struggle for 
power among those touched in some way by the myste- 
rious zero- point energy. Adventure is designed for play- 
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ers to pursue any number of goals Success in Adventure 
may come about For a number of reasons: defeating Foes 
in the course o( the story, achieving status within an or- 
ganization, developing a previously untapped talent, un- 
covering a world -threatening plot... or simply having fun 
playing the game. 

There is no preset "end" to a storytelling game. A 
story can Jast For a few hours or go on For weeks or 
months. The players take breaks between game sessions 
whenever they like Each time they gather again, the story 

picks up just like another episode in an ongoing TV se- 
ries or another chapter in a novel 

The World of Adventure 

Fundamentally, the world oF Adventure is much (ike 
our own early 20th century Assume that any facts you 
read in history books or on the Internet is the same in 
Adventure, unless explicitly noted otherwise in this book 
(or that the Storyteller tells you she's changed). Strange 
things happen, but Future generations wrll dismiss most 
of them as hoaxes or misunderstandings or will simply 
ignore them. Even many people in the Adventure Era 
shrug off the more bizarre tales. Other challenges and 
solutions play out rn secret. In many cases, this is be- 
cause Earth isnt yet the global village we Ye used to to- 
day. Your characters' encounter with hyper- intelligent 
albmo apes deep in the Congo may never be revealed to 
the world at large simply because CNN isn't around to 
record it The tale may spread, but details may be lost or 
warped, and the whole thing could soon take on the shape 
of myth. At other times, your characters, or other agen- 
cies, may decide the world doesn't need to know just how 
close it came to apocalypse this time around. Some per- 
ils are just so outright strange and mysterious that it might 
be best to keep the specifics quiet until proper research 
can be done. 

Adventure ^orTicialry 1 " begins in the spnngof 1?24, Max- 
wef Anderson Mercer eslablisrved the 4:on So^ 
men six months previously This date is roughly 18 nionthsaFter 
Hammersmith s experiment to collect and contain telluric ra- 
diation ended in disaster, That seminal event is the dawn of the 
Adventure Era, for the very energy Hammersmith hoped bo 
capture radiates around — even throuofi — the Earth. For 
the most part, the pseudoaetrieric waves pass with no effect 
Some small portions of the globe are aFfeded, hidden pockets 
transformed into places lost to the mists of time or locales only 
ever experienced in the imagination. Flare individuals are also 
affected, Forever changed by their exposure to Z-rays — 
though many never realize what force has touched mem. These 
people often become ackwhrers, heroes and villains on a glo- 
bal scale. They are the Inspired . 

The aftershocks of the Hammersmith event con- 
tinue nppling subtly across the globe. Most people who 
know about the resulting changes it inspires are still strug- 


gling to understand the Full scope, not to mention^ 
what impact the Z- waves are having on E-arth and its det 
zens. A on and other groups detailed earl «r have oper- 
ated, publicly or privately, for a little while nQw.purc^ 
a variety of agendas. 

As a daredevil, a mesmerist or a stalwart, your tk* 
acter has been exposed to some portion of the strange 
Flowing around the edges oF the known world Whetherai 
of curiosity to discover the origin of his new talents, lit 
thirst For knowledge or being drawn into events by fors 
beyond his understanding, your character delves ird> Khi 
new world hiding behind the known. Mysteries beckon, it 
you alone have the wit and talent to reveal the truth 

The Future 

Adventure completes the trio of White WcCtfa 
Continuum games. They occupy dtfrerent eras of die a* 
history, as well as different portions o( a thematic In- 

ogy. 

Trinity is a science-fiction game, a f ar-futun 5fr 
ting Featuring evolved humans known as psiom — h 
genetic descendents of Adventure's own rnesnierBfc 
Aberrant is a superpowers game set just a few yeani* 
ter our own present day, Focusing on tremendously po*. 
erful individuals called novas — a new incarnation of 
Adventure s stalwarts. Daredevils exist in every ero; 
it is here in Adventure that they enjoy the spotlight 

According to the two subsequent games* timdwt 
most of the events From the Adventure Era fade into ob- 
scurity or legend by the end oF the 20th century Cm* 
characters introduced in this book — most notably Ma 
Mercer and Doctor Pnmoris — will continue to rfh 
ence events in the >Eon Continuum throughout the net 
two centuries. Still, you don't need Trinity or Abcrat 
to enjoy Adventure, And players and Storytellers 
iar with either oF those two games are Free to include it 
much — or as little — oF the "of Final" 1 ^Eori Conrmym 
metastory as they like. Its all up to you how you wart te- 
play it. 

Playing Aids 

Adventure is designed for play around a table Y& 
need little besides this book, some 10-sided dice (alsoufcs 
"dlQs"), photocopies or the character sheet in thebadtf 
the book, penciis and paper for taking notes... aniaf 
course^ your imaginatron 

Other props can make the roleplaying expenena 
more vivid. Mood lighting, music (soundtracks Jromlfe 
Indiana Jones Films, The Rocketeer and the like are par- 
ticularly appropriate), pictures from history books « 
National Geographic, scribbled notes or sketches — i 
can help make the game seem more real, Remember that 
props are just that; its the story that matters. 
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Action 

uvt-action rdeplaying is a natural outgrowth of 
k 'tahktop" storytelling described above. Live-action 
a md more lib improvisations I theater. You don't just 
ienbf)Wjr character's actions; you "are" that char- 
icier You actually do what the character does (within 
WW— obviously, you shouldn fc try swinging across a 
item on a rope or lilting the back end of a Buick), 
tfktifef its amply walking ac ross a room or fac ing do wn 
HsriMtyaiop theEmpire State Building, you are physi- 
oiy involved in the action. Imagination is still important, 
mjtte Storyteller may still interrupt events to describe 
akjtcij a/xl special situations. 

You don t use dice in live- act ion games. Alternate 
-is i Iikt those m White Wolf's Mind's Eye Theatre game 
predicts or simply the result of the Storytellers judg- 
•em) replace dice, The method of adjudicating actions 
fcd ml important, as long as its consistent, fair and 
b br everyone 
flbfcigl Live- Act ion 

You must follow a Few essential rules to ensure that 
w-Kton rofeplaying is safe and enjoyable For all, These 
i*Jh must be obeyed in any live -act ion activity; safety is 
^mvt die primary concern , 


* Don't Touch: Players may never actually strike 
or grapple one another. No combat should ever be per- 
formed — that s what the "dice" are for, If anyone gets 
too rambunctious, the Storyteller should call a timeout 
and remind everyone of the rules. Repeat oF Fenders 
shoufd be asked to leave, or the action should be returned 
to a table top rdeplaying forum. 

* No Weapons: No props can be used if they must 
touch another player to be eFfective, No real weapons or 
realistic- look ing props (such as guns, swords or whips) 
of any sort are allowed at any time during live-action 
sessions. 

* Respect People Who Aren't Playing: Play in a 
pnvate area where only the players are around (your 
house, a reserved room on campus or a rented hall). Never 
perform live roleplay if passersby may be confused or 
frightened by the event. If non- players are around, un- 
derstand that they probably have no idea what you Ye 
doing. Be discrete and considerate; respect their space, 
and don't Force them to participate. Pausing to explain 
that youVe playing a game is also a good idea. 

* Know When to Stop; Remember It's just a game* 
When anyone calls for a timeout, all action must cease 
immediately, ff the game gets too intense For someone, 
its time to stop. 
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The rules for Adventure are meant to level the play- 
ing Field for everyone The Storyteller can adjudicate 
most matters, deciding on her own whether or not char- 
acters accomplish the actions they attempt But truly 
unbiased rulings need some standard so that everyone 
gets the same treatment. 

Adventure requires only a few basic rules, but they 
can offer countless permutations. This chapter covers the 
essentials, such as rollmg dice; more specific, detail-ori- 
ented rules are Found in Chapter Six: Drama and elsewhere 
in the book. Don't worry about mastering everything at once 
— team the basics and the nest wrll come naturally. 

Actions 

Adventure is a game about action — so when a 
character does something, it's called taking an action. 
Speeches and conversations aren't considered actions as 
such, but just about everything else is, whether its throw- 
ing a punch or translating an ancient language. 

Time 

Even the simplest action takes time to attempt. 
"Game ' time isn't always played out in real time. Over a 
four hour game session, a week, a month or even a year 
might pass in the game — or you rntght spend the entire 
episode detailing the events of an act ion -packed half- 
hour. Adventure uses six basic time units: 

• Turn; The amount of time required for a fairly 
simple action, A turn lasts three seconds m combat; a 
turn lasting up to three minute is Fine in less dramatic 
circumstances. 

• Scene; A compact period of events that occurs 
in a single location, like in a movie. It takes as few or as 
many turns to resolve a scene as are necessary. 

• Episode: An independent part of a story, virtu- 
ally always played in one game session. An episode con- 
sists oF a number of scenes interconnected by downtime, 
much like a chapter in a novel or an act in a play 

• Story: A complete tale t with an introduction, 
buildup and climax A story can consist of a single epi- 
sode, transpire over the course of a few episodes, or go 
on indefinitely. Also referred to as a story arc. 

• Series: A collection of discrete story arcs that 
focus on the same characters. If a story is like a movie, a 


series is like a movie iranchise. 

* Downtime: Time glossed over with description 
rather than played out. The Storyteller invokes down- 
time, For example, if she says, *'You watch the abandoned 
building for Five hours before the thieves arrive " Down* 
time lets you skim through trivial or tedious passages of 
time, 

Rolling Dice 

Attempting an action is simple. Just tell the Story* 
teller what your character's trying to do and how he plans 
to go about it. Some actions — crossing a room or load- 
ing a revolver — are automatic: easy enough to be con- 
sidered automatically successful. However, iFyourdrar* 
acter is trying to get past a half dozen heavily muscW 
goons or trying to reload while dangling by one arm From 
a broken rope bridge, there's a chance hell Fail. 

The Storyteller may decide if a given action suc- 
ceeds or Fails (usually for dramatic purposes}. But the 
result is usually left to chance, by rolling dice. Advwilm 
uses 10-sided dice T which you can find in any game store 
A beginning character should need no more than lOdte 
at a giver) time, 

Reflexive Actions 

Sometimes, the Storyteller might decide a given 
feat isn't involved enough to count as a separate action, 
but still requires a dice roll. These feats are called rt- 
f/ex/ve because they're quick, reactive actions the char- 
acter does more out of instinct than conscious intent — 
grabbing for a handhold when the floor gives way, glimps- 
ing something being stufFed in a drawer and the like. Of- 
ten, they are things that happen as a result oF others act- 
ing upon the character ReFlexive actions keep theflw 
of action/reaction moving in a scene, rather thanhawig 
to wait the three in- game seconds to respond toaniBW 
chance event. Reflexive actions should seldom, iF ever, 
be used in the thick of combat. 

Ratings 

Although only your imagination limits ywr 
characters personality, his innate and learned apUtudes 
and abilities, or Traits, define his capabilities The* 
strengths and weaknesses aFfect the number of diet p 
roll and, thus, directly impact the chances of success 
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Each Trait has a rating^ a numerical score, which 
ranges from I to 5 (much like the "star" rating for mov- 
es and restaurants). A 1 indicates a poor or beginner level 
of skill; a 2 represent an average level of ability; a 5 
indicates the absolute peak of human capability. Most 
daracters' Traits range From 1 to 3; a 4 indicates an ex* 
[eptwna! person, while a 5 is especially noteworthy A 
character can have a zero in a Trait, typic a I ly md icat i ng a 
lack of skill in a given area You record Trait ratings by 
^siting in the appropriate number of dots on your charac- 
ter sheet 

Abysmal/U n trained 
Poor/Novice 
Average 
Good 

Exceptional 
■ * ■ ■ Superb/Human max irnu m 

Pools 

Whenever you roll dice, you get one die for each 
it m the Trait or Traits most suited to the task. The 
Storyteller decides which Traits are appropriate by 
choosing the Ability, or learned skill, that best covers the 
action being attempted. Each Ability is linked to an At- 
C^te, or innate talent When the Storyteller asks for 
jn Ability roll, take your characters Ability rating and 
add m the corresponding Attribute rating. The combina- 
tion of Ability and Attribute ratings is called a dice pool. 

Eunple: AnnabeileLee New field searches for Pro- 
kssorDikm who s late for their rendezvous in Djakarta. 
ftctifiy up his trail at the hotel is a standard Investiga- 
tion attempt Annabelle s Investigation Ability of 3 is 
W#d to her Perception Attribute of 3 Annabelle has a 
pootohix dice any time the Storyteller calk For an In- 
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Default Traits 

IF your character doesn't have a rating in the nec- 
essary Ability, you default to the Attribute to which the 
Ability is linked. In the example above, if Annabelle didn't 
have any rating in Investigation, her player would roll her 


score in 


ion. 


Cross-Matching Abilities 
and Attributes 

Adventure's standard Ability/ Attribute 
match -ups help streamline game play. The Sto- 
ryteller may decide certain unusual circum- 
stances call for a different Ability/Attribute 
match. If so, the Storyteller asks for a cross- 
matched roll by declaring the Ability and At- 
tribute combination she Feels is most suitable. 
This is the only time that the Storyteller need 
call for the Ability and the Attribute to be used. 

You then take the separate Ability and Attribute 

ratings (not the dice pool written next to the 
Ability) and add them together. This total is 
your dice pool for that particular roll. 

Example Whitley Styles faces off against 
an assassin from the Temple of the Red Blade. 
Styles wants to evaluate his foe's fighting tech- 
nique by observing the assassin 's stance and 
katas. The Storyteller thinks Martial Arts is 
appropriate* but the feat really calls for an In- 
telligence test. Instead of the normal Martial 
Arts dice pool [Martial Arts + Dexterity], 
Styles 'player combines the character's Mar- 
tial Arts 4 and Intelligence 3 for seven dice. 


PERCEPTION 00000 

Awareness_. MOOO 0 [b] 

liwestigation__^ •••00 0 [6j 

Navigation .__ 00000 0 Q0 


So that you don't have to add up the two Trait rat- 
wpeach time you rolL use the square next to an Ability 
to record the total oF its rating and its matching Attribute 
The dace pool is the total number of dice you roll for a 
wde task, Characters usually perform only one action 
n i torn, although your character may try For more (see 
"Multiple Actions" belcw) 

Each dice pool derives from a single Ability + At- 
trtiute Eotaf and defaults to the appropriate Attribute if 
the character has no rating in an Ability Dice pools Fig— 
ittdSrwi Personality Traits are the only exceptions (see 


Personality Traits 

Certain Traits — Backgrounds, Willpower and In- 
spiration — don't relate to physical or psychological ca- 
pability and have no linked Abilities You seldom make 
rolls based on Background ratings and usually roll Will- 
power and Inspiration as their own dice pools. 

Willpower and Inspiration have permanent and tem- 
porary ratings. The permanent rating (designated by dots 
on the character sheet) usually stays the same. The 
character's temporary rating (noted by the squares un- 
der the permanent score) can Fluctuate during a story. 
Dice actions using Willpower and Inspiration are based 
on the character's permanent score {the dots), not the 
temporary rating (the squares). Chapter Three: Traits 
discusses Personality Traits in more detail. 

Success and Failure 

When you roll your character's dice poo] , you want 
each dee to match or exceed the target number 
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The target number is always 7. So each die that comes 
up a 7, fi t ? or 0 (10) is considered a success — a Favor- 
able resolution. Conversely, if all the dice you roll come 
up less than 7, your action fails. 

All you have to know when you roll is the number of 
successes you need. If you get at least the minimum quan- 
tity, you achieve your goal The standard number of suc- 
cesses for any task is always one, unless the Storyteller 
says otherwise. Extra successes may generate additional 
effects — at the very least, they mean your character 
performs the feat with great flair. See "Complications" 
lor information regarding easier and more diiiitislt ac- 
tions. 


Total Successes Rolled 
I 

2 
3 
4 
5 


Degree of Success 
Standard 
Superior 
Remarkable 
Astonishing 
Phenomenal 


Example: Annabelle Lee Newfield finds Professor 
Dixon locked up in a small shed and his new portable 2- 
wave resonator stolen! The Professor groggily points 
through the tiny window at a man heading across the 
crowded marketplace. There's no time to free Dixon and 
recover the resonator, so Annabelle sneaks after the 
thief. The Storyteller has Miss Newfield s player roll 
Stealth; Annabelle has Stealth 2 and Dexterity 4, mak- 
ing a Stealth pool of six dice. She scores h 4, 5, T t ? r ? 

— three successes. Annabelle slips easily through the 
throng after her quarry. 

Complications 

It isn't difficult to get at least one success, even 
with only a couple of dice. If your group is heavily into 
roleplaying, the simple rolls described above move the 
game along with a minimum of distraction. The following 
options provide further complexity, while keeping things 
as streamlined as possible. 

Botches 

Normally, if none of your dice comes up 7 or higher, 
your character just fails. If any die on such a failed roll 
comes up 1, you've botched. Not only does your charac- 
ter fail the action on a botch, he does so spectacularly! 
The specific circumstances of a botch are up to the Sto- 
ryteller, but they should aFFect the character adversely 
and relate to the action being attempted. However, as 
long as you roll at least one success (a 7 or higher), you 
ignore any Is, 

Example: Annabelle follows the thief down the nar- 
row side street The Storyteller asks for an A wareness 
roll. Annabelle has Five dice in her A wareness dice pool 
(Awareness 2 + Perception 3), and her player gets /, i t 
4,6,6 — a botch. The Storyteller decides Annabelle is 
worried about losing the thief and hurries to catch up 

— only to run into him as she dashes around the corner! 


Automatic and Free Successes 

Your character may be so skilled in something^ 
you don't need to roll for it. At the Storytellers discre- 
tion, your character has an automatic success sf his eta 
pool for an action is seven dice or more — you doni 
even need to roll. A standard success isn't enough insane 
tricky circumstances, though, and you might want tore! 
anyway For extra successes. This rule should never be 
used in stressful situations, particularly in combat 

You may spend a Willpower point For a "free" suc- 
cess. This success is in addition to any successes Fron 
rolling dice, but you must spend Willpower pnortoyw 
roll. You may spend one Willpower point per turn to far 
a Free success. 

You may also spend Inspiration to affect youry*- 
cesses under certain circumstances. See "InsptratwTlji 
152) for more in Formation, 

Difficulty and Difficult Actions 

Succeeding in most actions requires only ones* 
cess, Some tasks* such as rnakmg a trick shot orpsr- 
Forming delicate surgery, can be more challenging Hw 
Storyteller makes that distinction when appropriated 
ignatmg the number of successes you must roll to sue* 
ceed. A roll's difficulty is always listed as the numterflf 
additional successes needed beyond the standard ore 
So a difficulty penalty of two (written %2 diffwitjfl 
means you must get a total of three successes. Thefiarir 
the action being attempted, the more successes an nec- 
essary Any extra successes you get beyond the diffi- 
culty indicate your character does an even more out- 
standing job than required. 

Difficulty Rating Degree of Difficulty 

0 Standard 
tl Tough 
+2 Challenging 

Difficult I 
Critical 

Example: The thtef flees, scrambling up a ena- 
bling wall and across the rooftops! Seating the frexbtr- 
ous stonework is tricky; the Storyteller applies 
cuity if Annabelle wants to follow. With anAthkksfai 
pool of 10, her player likes her chances. She must ml 
two successes and gets l t 2, 3, 5, 6, 6, 7, 7, 8> 9 Wim 
two extra successes after spending two to beat the i\l 
ficulty, Annabelle hauls herself handily up the wall. 

Extended Actions 

Tasks that take sustained effort require nwldpte 
successes and often take more than one turn to act 
plish. Successes rolled each turn are cumulative; you i 
keep trying tor more until you gather the required 
or until yoLi botch If you botch during an extafa/** 
tion, the Storyteller may decide you lose a "saved" s«* 
cess for each botch or that you lose them all and mt 
start again — or even that you messed up so badly 
you can't try again! 


A 


Eilended actions are more complicated than stan- 
iW actions; they should seldom be employed in the 
fldde pf intense roleplaying The action in the game 
iould reflect what types of rolls are needed, not the 
At wiy around. 

Exanple Annabelle tossed her pocket knife to Pro- 
teor Dixon before she ran off He uses ft to pry the 
taps from the wooden door The Storyteller decides 
iters dose enough to tockpicking that it requires a Leg- 
deman roll Dixon must get Five successes in an ex- 
to&dxtm to jimmy the hinges enough to escape. The 
Wesstsr has a Legerdemain dice poof of Four, so his 
jkprrofo four dree. He gets /, 4, 5, 10, The top hinge 
ffokiabti hut dcesnt gtve. On his next turn, the player 
rdb l t b\ f, 9- The four successes this turn plus the one 
fami/ie previous turn are just enough to lever the door 
eff rty binges, 

Muftiple Actions 

Yew character normally gets one action in a turn, 
hi you may split that action into more than one task. 
The total number of u sub- actions" determines how many 
fee you subtract from the First task, and each action at- 
tar the first loses an additional (cumulative) die beyond 
BtfiflWunt.So, if your character tries to do three things 
m turn, you subtract three dice from the first task's 
<ke pool, four from the second and five From the third. 
I toe total multiple actions bring the dice pool for any 
3* task to zero, your character can't attempt it. 

Example White leaping to the next roof, Annabelle 
km i handy piece of masonry at the thieF* legs to 
Jure* Arm down. This makes two actions: leaping, then 
Arm^. The Storyteller thinks the move is cinematic 
vikfc Annabelle grab the stone as part oF the throw, 
ktxhk*J difficulty since it targets the thieF s lower 
With no points in Might. Annabelle defaults to her 
ftwytft 1 Subtracting two from that dice pool r her 
pbverrate one die for: 5. She takes away three from 
Athletics 10 Ace pool for the throw — but adds one 
her Trtck Shot Knack ( which also reduces the diF- 
lo tero; see below for more on Knack use) — 
roAngefl^t dice for: 2, 2 t 4 t 5 t 6, 7, 6. 10. Annabelle 
iom't make the jump, but the masonry hits the thieFs 

Ik Storyteller allows a reflexive Athletics roll for 
to grab the rooFs edge. Instead oF going 
damage and balance issues with the thief, the 
decides ft makes for a better story if the stone 
\ do any real damage, but was enough to knock him 

ed Actions 

Sometimes your character s efForts oppose 
s, such as in a tug of war, During resisted ac- 
Qpposmg players roll using the appropriate TraitS- 
I jfU score more successes than your opponent does, 

— 
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your opponent rolled then subtracts irom your total suc- 
cesses, and whatever remains applies to the action itself 
So, even if your opponent cant beat you, she can dimm- 
ish your efForts. 

Example; Annabelle scrambles up and reaches the 
thieF as he's regaining his Feet They both grab the satchel 
with the Z- wave resonator. The Storyteller declares 
Might rolls all around. They're evenly matched with no 
Might Ability and Strength 3. The Storyteller rolls for 
the thief getting 3, 5, 8. Annabelle s player roils 4, 8 r ?, 
While the thief resists her* Annabelle still yanks the 
satchel away. 

Some actions are extended and resisted. One op- 
ponent must collect a certain number oF successes to win, 
All successes rofled in a single turn above the opponent's 
own are added together The first opponent to collect a 
designated number of successes wins the contest 

Example; Now Annabelle has the thief chasing her! 
This is a standard pursuit (see p. 18?) w but the Story- 
teller doesn t want to drag it out He has both parties roll 
resisted Athletics rolls If the thief gets three successes 
first, he catches Annabelle; if Annabelle gets three suc- 
cesses first she gets away, In the first turn, the Story- 
teller rolls for the thief (Athletics 4 dice pool) for 3, 4. 
5 T f; Annabelle's player (Athletics 10 dice pool) scores 
an abysmal I t. 3. 4. 4, 4, 5. 6 T 6, 8. In the second turn, 
the Storyteller rolls 3 T 7, 7. 3: Annabelle's player gets /, 
2, 4, 5 t 5, 5, 6 f 7 t ?, 10. Even op by the third turn* the 
Storyteller rolls 4, 7* 8, ?. Annabelle is caught unless 
her player negates at least one success. Annabelle's 
player gets an astounding l f 2, 6, 7* 7, 8 f ?, 10. 10, 10! 
With so many successes left, the Storyteller decides 
Annabelle makes it to the street and disappears into the 
crowded market 

Teamwork 

Characters can combine successes, generally dur- 
ing an extended action. At the Storytellers discretion, 
two or more players can roll separately and total their 
successes. While teamwork is effective in repaying de- 
vices, collecting information or combat, the tag- team 
approach can be confusing in social situations. 

Example: Annabelle Lee New field finds Professor 
Oixon. and they head to the hotel to pack up and get out 
of town. Unfortunately, the thieF and a couple of burly 
underlings track them down. The thief wants the thugs 
to break down the door. The Storyteller decides they 
must get Four successes total in an extended action. The 
First thug (Might 5 dice pool) gets 1 5 t 7, 8, ?. His buddy 
(Might 6 pool) gets 3 T 4, 7 f ? t /0 f 10! The Storyteller 
decides the locking plate shatters and the door practi- 
cally flies off its hmges as the criminals burst into the 
suite! 

Second Chances 

Failure is Frustrating. Adventure reflects this Fact 
by allowing the Storyteller to increase the successes 
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needed for any action you try again after an initial fail- 
ure. So if picking a lock Fails the First time, a character's 
disappointment could distract him the second time, as 
designated with a +1 difficulty. If the character fails yet 
again, things continue to escalate,... 

This rule shouldn't be invoked in combat situations. 
Missing a target isn't surprising under such circumstances, 
considering that everyone is dodging about, ducking for 
cover and generally not being polite enough to stand still. 

Knack Use 

Inspired characters have unusual talents called 
Knacks. These powers can give a character special bo- 
nuses, adding to his dice pool when performing a stealth 
maneuver, increasing his soak against attacks and the like. 
Some Knacks must be activated by spending Inspiration 
points. 

Example: Seasoned adventurers, Annabelle and 
Professor Dixon are surprised only for an instant when 
the thugs burst in. it "s time For combat, so everyone roils 
initiative. Annabelle goes first She wants to wrap her 
whip around the first thug and then yank tt loose, spin- 
ning him into his friend. It's a tricky multiple action: first 
an attack to grab the thug with the whip, then an attack 
at +2 difficulty (due to the leverage and momentum re- 
quired to "throw" him at his compatriot). The Story- 
teller also deems Annabelle V Trick Shot Knack may ap- 
ply. 

Annabelle's player subtracts two dice from her im- 
pressive Melee 9 dice pool For the First attack for: 1, 3, 
5, b. 7. ?, ¥ She wraps the goon up nicely. She takes 
three dice from the second attack, but Trick Shot gives 
her a number of dice equal to the maneuvers difficulty, 
adding two dice to her Melee pool! Phis, the Knack cuts 
the difficulty in hair, so she faces only a +1 difficulty on 
the second attack. 

Plus, since this is a grab, the Storyteller decides 
the two extra successes from her First attack may apply 
to her second attack as ''momentum " Anna belle's player 
adds them happily and rolls the resulting 10 dice for 1, 2, 
2, 4, 5, 7, fl» fl, ?, 0, Annabelle Lee Newfield gives a 
mighty yank on the rawhide whip, sending the surprised 
thug crashing directly into his paV 

The Golden Rule 

There are Further rules expansions in the following 
chapters, but what you just read gives you the nuts and 
bolts. Above and beyond anything else, the most impor- 
tant rule of Adventure is simple: 

IF you don't like it, change it 

The story is more important than any single rule or 
even the published setting, IF the systems get in the way, 
ignore or change them. If you like your idea better than 
what's here, disregard the text, This book is full of noth- 
ing more than guidelines. Feel Free to use, alter or ignore 
any portion oF it as you see fit. After all, it's your story. 


Examples of Roils 

This rules system is designed with flexibility r 
mind. The following examples should give you and* 
of what can come up in a game. The entire list of k~ 
tributes and Abilities is detailed in Chapter Href. 

Traits, 

• Sneaking through the Ubiquitous OraoaV 
Hong Kong warehouse, your character stumbles Kfl 
a guard Rolf Initiative to see who reads frst 

• You want your character to conduct taaf 
flawlessly at a format dinner in the pasha s nsjol fa- 
ace Roll Etiquette at +1 difficulty to avoid her mabg 
a Faux pas. 

■ The trap door is locked from the other «k 
Roll Might at +2 difficulty to have your character pry 
it open. 

• Your characters been ndinq across bit ant 
all night, hoping to reach Cairo by dawn, Roll Entr- 
ance to avoid htm nodding off 

■ AparoFtheDodor2c>rbosguank(psten 
your character about his "borrowed 11 uniform Ha 
could rolJ Command to order them away or try Siwy 
to offer them a bribe. 

• Your character cant get the grf to idk 
what s wrong, Roll Rapport to get a sense of whrt'i 
troubling the child 

• Your character must jump across the sJomf 
track while avoiding the mobsters gunshots RotAtih 
lettcs at +2 drfficufty 

• Your character speaks Mandarin, but * 
Cantonese h rusty. Roll Linguistics at +2 difficdtyta 
figure out what the shopkeeper is yelirtg about 

■ Despite your character s best efforts, itfSM 
this paiooka won't listen to reason Roll Braid or Mr- 
tta) Arts to show h i m the back of your character 1 ! W 

• The thugs outnumber your character fw to 
one, and they're not in the mood to taik RoU hta* 
dation at +5 difficulty for her to impress upon dm 
that this will hurt them more than it'll hurt her 

• Your character bursts into the cooxptt - 
the pilot is dead, and the plane is hurtling dndtyfr 
ward a mountain! Roll Pilot For him to steer theoi 
out oF harm's way, 

• Your character's never seen a device like tit 
before. Roll Engineering at +1 difficulty todetsnwt 
its origin. 

• A pair of autocfyros thunders rrombeJfidil 
castle wall. Roll Firearms to have your ctaractarfi* 
the Lewis gun right back at them. 

• Whose story will the Treasury agent txfat 
— your characters or her rrvafs 7 You both unre- 
sisted Perform rolls 

• That amulet belongs in a rnuseurnfRalLig- 
erdemain at +2 difficulty for your character to tip I 
from the sultan's wrist 

• Your character coufd swear she's VMt 
hieroglyphs like this before Roll Academics forhrl 
recaft where, 


To play Adventure, youll need a character (unless 
jour* the Storyteller, in which case pay special atten- 
tion to Chapter Seven: Roleplaying). The big question is, 
"What bid of character do 1 want to play?" Subsequent 
{hapten go into specifics about difFerent character as- 
pects .This chapter takes you through the character c re- 
gion process it self, step by step, with helpful references 
Is the following chapters where appropriate. 

Many players create characters as surrogates: "IF 1 
liwd in this place at this time, what would / be like, or 
whit would 1 want to be like?* 1 Some base their charac- 
torsM favonte protagonists From fiction, while others 
try to create believable characters out of whole cloth. It 
Wpsto ask the Storyteller what type of series he has in 


mind. If he plans a continent- hopping exploration of hid- 
den kingdoms and lost relics, you're better off discard- 
ing a Dark Urban Avenger concept. The Storyteller may 
have no idea what he wants to mn (or he may have a 
nefarious scheme that will work well with a] I sorts of char- 
acters). In this case, you certainly have more freedom. 
You might also consult the other players to avoid step- 
ping on one another's schticks (see "Creating a Team," 
p 212, For more in Formation). If the group already has 
two intrepid physicists, you may wish to change your fo- 
cus (or get another player to change his mind instead). 

In the end, there is no set method. All of these 
schemes work just fine; use what works for you and your 
Friends. 


Character Creation Table: 


This chart covers the character-creation process in 
short form; refer to the accompanying sections For de- 
tails, Available points are listed where relevant. 

Phase One: Genesis 

This portion outlines the process of creating a nor- 
mal person From the 1920s. 
•Step One: Concept (p. 117) 

Choose origin. Nature and allegiance 
• Step Two: Select Attributes (p. 134) 

Prioritize the three areas: Physical, Mental and So- 
cial 

Choose primary Attributes (b points) 

Choose secondary Attributes (4 points) 

Choose tertiary Attributes (3 points) 
•Step Three: Select Abilities (p 138) 

Choose desired Abilities {23 points) 

No Ability higher than 3 

Calculate dice pools 
•Stop Four: Select Backgrounds (p. 144) 

Choose desired Backgrounds (6 points) 
•Step Five: Phase One Finishing Touches 

Record initial Willpower (3), Inspiration (0) , Initia- 
tive {Dexterity + Wits), movement (walk Dex +■ 2 tn, run 
Dex + 12 rn, sprint [Dex x 3] + 20 m) 

Spend bonus points (15 points) 


Bonus Points 

Trait 

Cost per dot 

5 

Attribute 

Ability 

2 

Specialty 


(max. three per Ability) 

1 

Background 

1 

Willpower 

2 

Initiative 

1 


Phase Two: Transformation 

Thf s section explains how you change your charac- 
ter From a normal person into an Inspired adventurer! 
•Step One: Inspiration 

Choose your characters transformation type; he- 
roic, psychic or dynamic 
•Step Two: Define the Inspiration 

Choose primary Inspiration facet: Intuitive. Reflec- 
tive or Destructive 
•Step Three: Transformation Points 

Spen J 13 transformation points on Inspiration, Abil- 
ity mastery. Background enhancements, Knacks, super - 
science gadgets or on other Traits. 


Transformation Points 

Trait Cost per dot 

2 Attribute dots (max. 5 in Trait) 1 

5 Ability dots {max. 5 in Trait) 1 

Ability mastery (max. 3 Abilities) 1 

4 Background dots (max. 5 in Trait) 1 

Background enhancement 2 

2 Will power dots (max. 10 in Trait) 1 
Inspiration dot (max. 5 at this time) 1 

3 Inspiration points to pod {no limit) 1 
Knack, heroic 2 
Knack, psychic or dynamic (level one) 1 
Knack, psychic or dynamic (level two) 2 
Knack, psychic or dynamic {level three) 3 
Super- science invention special 

A character must already have 5 points 
in an Ability to purchase Ability mastery. 

A character must already have 5 points 
in a Background to buy a Background enhance* 
ment. 

Permanent Inspiration cannot be raised 
higher than 5 in character creation. Points 
added to the Inspiration pod are temporary, 
not permanent, but may increase the pool's 
total capacity beyond 10. 

Only daredevils may purchase heroic 
Knacks. Only mesmerists may buy psychic 
Knacks. Only stalwarts may take dynamic 
Knacks. Psychic and dynamic Knacks are not 
hierarchical; you do not have to buy a level one 
Knack before you can buy a level two or level 
three Knack, 

Super*- science inventions are not pur- 
chased with transformation points See Chap- 
ter Five: Super- Science, p. 176 


Phase Three: Last Details 

With purchases out of the way, you can nwfijfl 
out point totals, as well as Flesh out your character sfe 
tory and personality, 
•Step One: Final Touches 

Calculate final dice pools, Initiative, moves* 
and soak 

•Step Two: Spark of Life 

Decide how your character came to be who she t 
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Phase One; Genesis 

Your initial character idea can be just a couple sen- 
tences You only need a hook on which to hang Further 
details as you go 

Onte you have the general concept — a dauntless 
misaferfor justice, say — you should think a little about 
person behind that idea. Consider your character not 
k i ready-made adventurer or hero, but as someone who 
tas the seeds of greatness within her. You will add ex- 
ceptional abilities to your character in later phases of the 
process Worry about making a person First, and let the 
hero grow naturally from that. 

Step One: Concept 

The first pare is simple: In a few words or sentences, 
•fcat sort of character do you want to play? What does 
fcoV What is she like 7 What sort oF people does she 

The concept could center around a skill ( 4 Tm the 
■wlrf's greatest doctor!"). It could come from the 
torader's back story ("She was raised by wolves until 
tkioeof suf ), Or you might Focus on a personality trait 
fS*i obsessed with Fathoming the criminal mind"). IF 
jiaurtfflttv visual than verbal, you might develop a mental 
picture and go From there ("He's tall and impeccably 
teed, but gaunt, with disturbingly long teeth and Fin- 
(ndf). 

After that, you can work out in all directions — 
pvrsoulity (Why did he want to become the world s 
greatest doctor '), history (Where did the gaunt gent get 
for that suit il he apparently can't afford de- 
«t meats 7 ), skills [What has she studied in order to 
•inland criminals?), appearance {How does Little Miss 
fwil(tess ? ) and so Forth. 

You do not need to flesh out the characters life 
tatory nor choose her Favorite movie Keep your con- 
opt innwnd throughout, though. IF a skill or Background 
to. tie it If there's a clash ("Why is the wolF-girl an 
etdtat navigator?") stick to the concept. Trying to 
i& a character who's good at everything and has no 
fins is counterproductive: Not only will you Fail, you ll 
pduct a bonng adventurer. 

Origin 

Your character's origin describes her in a word or a 
tort phrase, an intentionally vague shorthand that gives 
fou an idea oF where she came from. What sort of life 
Mthc character lead before becoming an adventurer? 
We it dominated by mundane chores, leaving her no time 
MoA to the horizon" Did she live on the edge, spending 
eidi day as if it might be her last ? 

W character's past outlines who she knows, the 
resources she lias at her disposal, her influence over oth- 
fiixt the like To ref lect this, your character gets one 
port man appropriate Background when you select an 


origin. See 14 Origin," page 128, for suggested character 
origins and their related Backgrounds. 

Example: William, the Storyteller, plans a series 
centered on New York City and its environs. Mike in- 
tends to run a mesmerist scientist Jim a swashbuckling 
martial artist, and Brett a devil-may-care dilettante and 
pilot Ellen decides to play a stalwart Fist-to-the-jaw sort 
and chooses Low Class to reflect her character s child- 
hood in the cftys dirty underbelly This origin also gives 
her character — who she names Rachel %ady Lead*' 
Buongiorno — one point in the Contacts Background. 

Nafure 

An adventurers innermost being at once drives her 
and binds her. A character s Nature is a key aspect of her 
personality and is split into a Virtue and a Vice (see p. 
12? for a complete listing). Pick two components of your 
characters Nature that are generally compatible with the 
way you intend to role play her. You should pay careful 
attention to the way by which a Virtue replenishes the 
character's temporary Willpower and a Vice forces your 
character to expend temporary Willpower. 

Example: Ellen initially thinks that Bravo might make 
a good Virtue but decides that she *d prefer to have Lady 
Lead leap into dangerous situations and goes with Hot 
Shot instead. As for a Vice, Follower jumps out at Ellen; 
Rachel is a talented fighter, but she isn r going to be out 
Front shouting orders. 

Allegiance 

Allegiance gives an idea of where your character's 
broad loyalties Ire — whether to a nation, a cultural group 
or a private gentleman's club. Many heroes are part of 
local or national groups; some are political, while others 
exist just to provide camaraderie for like-minded indi- 
viduals, An allegiance gives your character a free dot in 
the Backing Background for that group You don't have 
to choose an allegiance; just note 'Independent" on your 
character sheet — this means your character doesn't 
get that free Background point, though, A sample list of 
allegiances starts on page 131. 

Example: The players m William s series want their 
characters to see the world and explore uncharted re- 
gions. The £on Society stands out as a good patron 
For this sort of thing Along with the rest of the team, 
Ellen has Rachel be a member of one oF the First local 
chapters of the &on Society, which gives her Backing 
(j€on) I, 

Step Two: Choosing Attributes 

Every character in Adventure has nine core Traits 
known as Attributes (described in detail starting on p 
134), which help define the characters basic makeup and 
capabilities. Almost every action a character takes is 
based on at least one Attribute. 

Attributes are ranked From one to five, with two 
being roughly human average (certajn Inspired charac- 
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ters can exceed these limits with Knacks and super-sci- 
ence, but that's covered later). You note this rank on your 
character sheet by filling in the appropriate number of 
dots Characters start with one dot in each of the nine 
Attributes and can improve them during character cre- 
ation by spending Attribute points in a one- For- one ex- 
change. 

Attributes are divicbd into three categories: Physi- 
cal, Mental and Social. When generating your character, 
decide which of these is most important (the primary 
group), which is second most (the secondary group) and 
which is least important (the tertiary group). You then 
add Attribute points into the various categories as fol- 
lows: add six points to the primary group, Four points to 
the secondary group and three points to the tertiary 
group. Allocate the points as you see fit within each. With 
six points for Mental Attributes, you could put three 
points into Intelligence, two into Wits and one into Per- 
ception; alternately, you could put two points into each 
Mental Attribute. Also select a quality For any of your 
character's Attributes at four dots or higher (see p. 134), 

Match Attribute point expenditures to your char- 
acter idea. The Frail scientist isn't likely to have Stamina 
5. If you assign him such a Trait, rethink the characters 
basic concept to fit that Attribute or consider spending 
the points somewhere else. When you're done, you may 
Feel that an Attribute or two is lower than you would like 
That's okay; you'll have a chance to change this with bo- 
nus points or during Phase Two t below. 

Example: Ellen sees Rachel Buongiorno as a strong 
woman who grew up in a tough part of town, the only girl 
in a house full of brothers and uncles. She decides Rachels 
mother died when she was young and her Father raised 
the Family as best he could. Rachel didn t have much time 
For schoolwork as a girl, so Rachel's Mental Attributes 
are tertiary. Since Ellen wants Rachel to become Lady 
Lead during Phase Two, she decides that constant brawl- 
ing with her younger brothers Followed by training as an 
amateur boxer makes her Physical A ttnbutes the pri- 
mary group- That leaves Social Attributes secondary,, 
which makes some sense; Rachel had to develop a force- 
Ful personality in her household, 

Ellen splits up points as Follows: As a boxer, Rachel's 
Strength, Dexterity and Stamina are all equally impor- 
tant (Strength For punches. Dexterity For dodges and 
Stamina For taking hits), splitting the primary group *s 
six points by three, two For each Physical Attribute. 
Rachel now has three dots in each o F her Physical At- 
tributes (since all Attributes already start at one dot). 
Ellen splits Four points among Rachel s Appearance, 
Manipulation and Charisma — two into Charisma (she 
wants Lady Lead to be a likeable heroine) and one each 
into Appearance and Manipulation. Last come the Men- 
tal Attributes. Ellen thinks Rachels Wits should be higher 
than two dots, but doesn t want her Perception or Intel- 
ligence below average to pay that cost She puts a point 


into each Mental Attribute and makes a note to rawUfr 
Leads Wits later on. 

Step Three: Choosing Abilities 

Abilities are your character's learned sldEs (seeiht 
full list starting on p. 138). Though based with 
character's Attributes, they represent life exfomBt- 
rather than innate talent Abilities are rated from one k 
five dots, but they aren't split into categories in chant* 
ter creation, and your character does not get a free port 
in each. Abilities start at a rating of 0; you get 11 pwb 
to spend however you wish among them, in aooe-ior* 
one ratio The only remarning caveat is that 3 ch«c&r 
cannot have any Ability above three dots dunng thrsstagi 
of character generation 

Abilities should reflect the characters interested! 
history, as well as the areas in which you want the chf- 
acter to excel. It is neither desirable nor possible far i 
starting character to excel in every Ability. Instead^ 
cide what your character has learned and is 
you end up with a few extra points, put them m some- 
thing you think would be fun or useful in play. IFyati 
short a few points, you can increase the character's Ab* 
ties with bonus points or during Phase Two. 

Example: Ellen sees that her character shotMim 
good scores in Brawl and Athletics: Endurance and d± 
sistance also seem important Some Medtctne ww^ii 
handy, considering Rachel's Familiarity with her own ry 
juries and patching up her brothers after their fr^ts xi 
mishaps. Due to HFe in a tough environment, htmidm 
would be useFul. Ellen puts three dots in Brawl Wfwm 
each oF the other "main " Abilities she picked out 

Ellen has spent 13 oF her characters 21 pNto .4 
Few other Abilities seem appropriate, hut don't jampot 
as much: Awareness, Drive, Etiquette, Might WSsvw 
They work well with Ellen s concept, but she's not tar- 
ried iF she can't aFFord them all. She puts one point flte 
each oF this second group of Abilities. That means H 
points have been spent, with Five Ability points left 

A point in Linguistics would allow Rachel to spti 
the Italian oF her parents ' homeland, which seems jp* 
propnate. This leaves Four points Ellen would lAetn ft 
Rachel Brawl 4. but cannot do so at this stage, 50 w 
raises Rachel's Athletics and Endurance to three fob 
each and adds another point each to her character'* 
A wareness and Drive. 

Dice Pools 

As mentFoned in Chapter One: Rules .you adc fact 
Ability to its corresponding matched Attribute to deter- 
mine dice pools. The character sheet (p. 272) has a boa 
next to every Ability where you can write this tosher 
quick reference during action sequences Whenirfe 
tribute and /or Ability goes up with experience pcmtijm 
"Character Development," p. 124), reFigure the appro- 
priate dice pool. 


Step Four: Backgrounds 

Backgrounds (listed starting on p, 144) represent 
|Qar characters relationship to the rest of the Adven- 
im world They don't refer to your character s innate 
flamed gifts: instead, they represent her ties to the 
■cd around her These ties can include her Friends and 
catxts, property and material assets and other things 
faihM six Background points to spend As with the 
(hr facets of character generation, you can increase 
sbdsycunds with bonus points in Step Five or with trans- 
fcflttbofl points during Phase Two. 

Example Rachel s family remains very important 
tefer, em though she has left home and lives in a board- 
fljiaise m Srookfyn. She also gets good advice from 
Ix timer, V\nny 'the Broom" Bromowski More gen- 
wJty.shefaows a couple of fighters and trainers on the 
fang ffrrurr who hear scuttlebutt a Few hours ahead of 
b papers Rachel probably has a reputation that is not 
io&iher positive, given the mores of the day. 

Men puts one potnt into Resources to represent 
SkWs modest means She figures her brothers. Father 
Wtndles around the city are worth three points of Al- 
bs V\my the Broom is a one -point Mentor. Rachel 
fined with one point m Contacts thanks to her origin, 
iwt; Etkn hgures the boys on the circuit are worth 
ntherpomi in that Background. She also got a free 
Uong dot from her allegiance before to represent her 
ttrnfog m the Aon Society, which she notes now. 

film cannot afford a point of Reputation right now 
w/ decides to spend bonus points to pick it up later 
hhshoirid assign names and descriptions to two major 
ttntxts as the Background requires, but she would 
nthertalkto the Storyteller and see if he has any ap~ 
p^nai* characters to ht those spaces. 

Step Five: Finishing Touches 

Jwt a few short pieces remain to complete the "or- 
buy" version of your character: her strength ol will 
Inspiration reaction speed, movement and bonus points. 

Willpower 

Willpower represents your character's strength of 
piipwearsj her ability to overcome her own greatest 
[imitations The circles on your character sheet repre- 
writ your character s permanent Willpower. This rating 
sfxr eke poof, the number of dice used when you re)} 
character s Willpower The squares underneath the 
penanerrt Willpower represent the character's tempo- 
nr), cr current, Will power. These squares are tilled in 
a the points are earned (by adhering to the character s 
tat) and erased as they are spent. See "Willpower" 
jujflbl.for a detailed explanation of this important Trait. 

Permanent and temporary Willpower are each rated 
an a scale of I to 10, although temporary Willpower can 
npier exceed the permanent score Your character be- 
91s frith Willpower 3; you can raise this number using 
bra points to a maximum of 10 (see below). 


Inspiration 

Inspiration is the core Trait that separates adven- 
turers From ordinary folks. It's not available to the un- 
inspired, so your character has Inspiration 0 at this stage. 
See below For Further details on Inspiration, 

Initiative 

Initiative represents how quickly the character re- 
acts to rapidly changing events, A character's starting 
Initiative score is the sum of her Dexterity and Wits At- 
tributes You can also use bonus points, transformation 
points or experience points to increase Initiative inde- 
pendently of the total hgured from your characters Dex- 
terity and Wits. 

Movement 

The character's movement scores represent the 
number of meters she can move in a single action. Your 
character may walk, run or sprint. If walking, she moves 
at (Dexterity +2) meters in one turn. IF running, she moves 
{Dexterity + 12) meters per turn If sprinting, she moves 
([Dexterity x 3] + 20) meters per turn. Some Traits may 
increase this total, but you cannot spend bonus points to 
do so. See page 187 for more on movement. 

Example: Ellen works out Lady Leads final Traits. 
Rachel has Willpower 3; Inspiration 0; Initiative 5 (Dex- 
terity 3 + Wits 2); and movement of 5 m walk, 15 m run 
and 27 m sprint 

Bonus Points 

You can further customize your character at the end 
of Phase One with bonus points. They can improve your 
character's Attributes, Abilities, Backgrounds, Initiative 
or Willpower. You cannot raise an Ability above three dots 
at this stage (you'll have to wait for Phase Two for that). 
Unlike the points From previous steps, bonus points do 
not spend in a one- for- one ratio. See the Character Cre- 
ation Table, page 1 16 t for bonus poi nt costs to raise vari- 
ous Traits. 

You get 15 bonus points to spend. 

Example; Raising Rachels Wits to three dots (as 
Ellen wanted earlier) takes Five points and boosts her 
Initiative by one. Another Five points and RacheVs 
Strength goes up by one also Ellen wants to raise Rachels 
Brawl score, but she must wait For the next step in char- 
acter creation. With Five bonus points leFt Ullen spends 
four points to give Rachel Willpower 5. The last point 
buys a dot in (he Reputation Background, ffhn /$ now 
done wtth Phase One! 

Phase Two: 
Transformation 

Now you know who your character used to be and 
what her mundane life was like, In Phase Two you trans- 
form her from ordinary person into heroic adventurer! 
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Step One: Inspiration 

A character's Inspiration is the source oF her he- 
roic being The moment of Inspiration is crucial to the 
character — arguably, it's the most important thing that 
will ever happen to her. It typically happens as a result oF 
stress, either positive or negative. Winning an important 
government grant cou!d be a scientific characters, mo- 
ment of Inspiration; narrowly surviving drowning in icy 
rapids might be a more suitable Inspiration for an ex- 
plorer. Inspiration can also flow from the course oF a 
characters Me and commitments, rather than a single 
event. 

Your character gets Inspiration 1 now; this score 
can be increased with transformation points. Like Will- 
power, permanent Inspiration ranges from 1 to 10 points 
and is noted by Filling in the appropriate number of circfes 
on the character sheet The squares underneath the per- 
manent Inspiration represent the character's temporary, 
or current, pool of Inspiration points. These squares are 
filled in as the points are earned (by performing appro- 
priately heroic and, well, inspired acts) and erased as they 
are spent, 

The pool of temporary points starts equal to your 
character's permanent score. The temporary amount can 
abo exceed your characters permanent Inspiration score 
in the course of the game. This doesn't happen too of- 
ten, but it is possible See page 152 for more details about 
this essential Trait. 

Inspired Character Types 

There are three methods of Inspiration — 


- and 

accordingly, three kinds of characters in Adventure, 
Those who experience heroic Inspiration are known as 
"daredevils"; characters who go through psychic Inspi- 
ration are called "mesmerists"; and those who benefit 
from dynamic Inspiration are named "stalwarts " 

Make no mistake, a stalwart can certainly be he- 
roic or a mesmerist may wefl be dynamic, in the general 
sense of the words. In Adventure, each term reflects the 
unique manner in which the character is Inspired. The 
respective labels are primarily for convenience. A "dare- 
devil" does not have to go skydiving and bullfighting on 
the weekends A "mesmerist" does not necessarily dress 
in a cloak and turban and use hypnosis to entrance her 
Foes. And a "stalwart v isn't necessarily a stocky fireplug 
oF justice, 

• Heroic Inspiration: This transformation draws 
□port the individuals inner courage and willpower. He- 
roic Inspiration does not bestow supernormal abilities or 
powers. Instead, the characters raw courage and wit 
gives her the ability to excel at ^'ordinary ^ tasks. A dare- 
devil can buy heroic Knacks and create Advanced su- 
per-science inventions. 

• Psychic Inspiration: This transformation taps into 
the characters mental fortitude. Psychic Inspiration pro- 
vides access to Fantastic mental abilities, including the 


power to sway men s minds or move remote objects 
a thought. A mesmerist can choose From psychic Kracb 
and can create Advanced and Innovative super-scena 
inventions. 

* Dynamic Inspiration: This transFormatwn pr> 
vides the adventurer with incredible physiological bev 
efit. Dynamic Inspiration alters the characters body d 
endows her with amazing physical abilities A stalwart w 
purchase dynamic Knacks and can create Advanced arc 
Innovative super- science inventions. 

The Instance of Inspiration 

For many characters, Inspiration occurs in a sn^ 
defining moment or as part of a life-changing ewt 
Something happens that awakens the latent Z-wwev. 
ergy within them and grants them abilities beyond tW 
oF ordinary men and women. Such characters wil rifta 
begin to describe their Inspirations with the phrase "..jJ 
then, a// of a sudden...? 

Not all characters undergo Inspiration m&mp 
defining moment. One might decide after a muggjrmth* 
he must train himself rigorously so it never happens agni 
He still experiences the Inspiration but a tittle at a tm 
A devoted scholar might throw herselF into her $tu6n 
only to realize after months or even years o! rtitifl 
that she has bypassed ordinary human potential Or.m 
classic pulp schtick, the characters Inspiration might be 
the result oF years of semi -mystical training in a remote 
monastery or hidden school. These characters might lad 
the shock and giddiness oF those who expenence suddee 
Inspiration , but that won't make roleplaying them any la 
enjoyable. 

The event that causes the character s Inspirator 
shapes the type of transformation that occurs Stataris 
most commonly transform in the face of a physical dW- 
lenge. Mesmerists' Inspirations often come from mental 
challenges or emotional shocks Daredevils, in many <m 
the generalists oF Adventure, attain Inspiration bhrough 
some manner of tremendous heroism. 

Here is a list oF possible Inspirations end the types 
of adventurers most appropriate to result From them lb 
these choices as a springboard For your own ideas; 

* Dawning Awareness: In studying esotenc phi- 
losophies or branches oF science, the character unlock 
the true potential oF her mind This is likely to take a lot 
of" study, although certain chemicals might aid the char* 
acter in throwing off the chains of the conscious mini 
This provokes psychic inspiration, and the phibscptyflf 
science the character studies is sure to affect the kmdof 
Knacks at which she excels, 

* Exposure to Z- waves: This Inspirational ewnis 
wide open, as telluric energy permeates most of the wort: 
in the Adventure Era. Perhaps the character was there it 
Hammersmith s original presentation Maybe he h&* 
associate (or mentor?) who created a Z-wave device^ 
exposure to it unleashed the character s own latent df- 




Or lie might be an explorer who happened upon a 
s&nl phenomenon that stored telluric energy (this could 
Anything from ancient ruins made From just the right 
to the venom oF a particular Amazonian spider). 
toZ-waves can trigger any of the three char- 
types. 

• Faetaitic Success: This rare transformation oc- 
an v^ien the character finally accomplishes a deed in 
*idi she has invested a lot of work and emotion. She 
■4* be the first in her Family to receive a college di- 

, perhaps she climbs a high mountain; maybe she is 
taeity council Most often, these events gener- 
ictwrok or psychic Inspiration. 

* Life -Threatening Accident: The accident the 
dmrter was in would have killed him, had his Irtspira- 
m rat saved him at just that moment! This accident 
caoid be anything — a train sideswiped his motorcar; 
k M from a great height; he was in a house fire. The 
sorters friend or Family member might suffer an ac- 
odent instead, in which case he is transformed by the 
seed to rescue his loved one This typically produces 
tfrramic Inspiration, transforming the character to sur- 
ra the trauma in question. However, using ingenuity and 
conge to escape might trigger heroic Inspiration. 

* Personal Stupidity: Similar to the accident and 
flotoce options, with this event, the character undoubt- 
dy brought her problems onto herself Perhaps it seemed 
ike a good idea to go kayaking in a thunderstorm; maybe 
shedtcpse to rob the bank next door to the police station 
jttochtora; perhaps she decided to go spelunking her 
■ayito an uncharted cave alone. Regardless of the rea- 
m only Inspiration saved her From her predicament. 
Inn is a common cause of heroic Inspiration (though 
jfcrty of daredevils keep that fact hidden). 

• Social Challenge; The character Faced down mor- 
inikirrassment or the nsk thereof or Finally stood up 
ifr berset F and threw off an oppressor or abuser. This 
tad of experience leans the character toward psychic 
hpraboti. as her m ind and mental Facult ies become more 


1 Training The character is the result of a long 
tuning period, Perhaps he spent his life pursuing physi- 
nl or mental perfection in a distant monastery. Perhaps 
be traveled to leam From the finest teacher tn the world 
Perhaps he is the product of a secret government train- 
njpgram Any type of Inspiration (heroic, psychic or 
dynamic) is justified with this origin. 

• Y»le»ti: Directly or indirectly, the character suf- 
fred an attack. Perhaps he was caught in a battle in the 
Wdle East or took a side in a running gunFight between 
peace and gangsters or was a victim of domestic violence. 
Violence typically, though not always, induces dynamic In- 
flation One character might think his way out of a tough 
situation to become a mesmerist, while another uses sheer 
nj* damn manliness to become a daredevil! 


Example: Ellen sees Lady Lead as a stalwart; she 
pictures the character actually having some of the physi- 
cal properties of lead! "Exposure to Z- waves** would 
work well. She Figures that Rachel's father's bookie says 
he knows a guy who could make her the stronges t woman 
in rrje Five Boroughs Rachels not interested, hut she 
goes to humor her dad, Or, Darnel Hrozencik is a scien- 
tist o f sorts who claims that he can put athletes through 
some alchemical vitamin regimen to increase their mus- 
culature. When he demonstrates the Philosopher's 
Grinder for Rachel to brew her vitamin supplements, 
something goes hornbiy wrong! The machine explodes, 
killing Hrozencik, exposing Rachel to its core — and 
transforming her into Lady Lead, whose flesh exhibits 
some of the properties of that metal Ellen will work out 
the precise effects in Steps Two and Three, below. 

Step Two; 

Define the inspiration 

The inspiring moment shapes the capabilities the 
character manifests. Her own deep personal drives and 
convictions determine how and when she can put her In- 
spiration to best use; this is handled by having Inspira- 
tion facets, Traits tied to the character's Inspiration. Each 
Adventure character has ratings m three Inspiration fac- 
ets: Intuitive, Reflective and Destructive. 

Although linked to the character s Inspiration Trait, 
these Facets have their own unique Function in the game. 
The Intuitive facet rewards immediate action; the Re- 
flective Facet rewards caution and forethought; the De- 
structive Facet rewards the shattering or cJbstades, W 
they physical, social or emotional. See page 152 For fur- 
ther details. 

AIE Inspired characters have the three facets but 
do not necessanfy have ratings in all three Each facet is 
rated on a one to five scale and begins at zero. You allo- 
cate points to them once you've determined your 
characters total Inspiration Trait score (so a character 
with Inspiration 4 has four points to appfy to any of the 
three facets). The highest facet rating should always be 
that which you feel is most suitable to the character If 
you increase your characters Inspiration later by spend- 
ing transformation points or experience points, remem- 
ber to allocate a matching number oF points to her Inspi- 
ration facets. 

Example- Ellen has one Inspiration point so far; she 
considers putting ft into Destructive Inspiration. Yet 
Rachel is dedicated to her family and city institutions 
and isn't driven by the need to destroy barriers* even 
those that may need it. Reflective Inspiration isn't any 
kind of option, Rachel is a woman of act ton: she moves 
first and considers the consequences later. Ellen puts 
Rachel's dot into Intuitive Inspiration. She'll use the same 
logic to add more facet points after she's raised Lady 
Leads Inspiration score. 
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Step Three; 
Transformation Points 

Now, you decide precisely what your character's 
Inspiration changed within her This metamorphosis is 
handled by spending trans forma tron point?, A beginning 
character gets B transformation points; you can use these 
to improve nearly my aspect of the character, including 
Attribute, Abilities, Backgrounds Initiative* Willpower, 
Inspiration, Knacks and super-science inventions' 

Always remember that Adventure characters are 
not Four- color superheroes by any stretch of the imagi- 
nation Admittedly, they have capabilities that no ordi- 
nary person has, and they can do some pretty Fantastic 
tilings, but they are still fundamentally people They suc- 
ceed because of their grit, determination and ingenuity, 
not because of some list of super- powers. 

Certain restrictions apply, depending on the 
characters Inspiration type. The Storyteller has final 
approval over all transformation point expenditures. 

Transformation Point Options: 

Increase normal Attributes to a maximum of 5. 
Cost: 1 transformation point for 2 Attribute points. This 
increase will change relevant dice pools and may impact 
Initiative, movement and soak ratings. 

• Increase normal Abilities to a maximum of 5. Cost: 
I transformation pomt for 5 Ability points. This increase 
requires recalculating relevant dice pools, 

• Purchase Ability mastery Cost: 1 transformation 
point for 1 dot of Abihty mastery, purchased once on no 
more than three separate Abilities. This mastery will 
change the relevant dice pool; the character must already 
have five dots in the Ability, 

• Increase Backgrounds to a maximum of 5. Cost: 1 
transformation point for 4 Background points. 

• Purchase Background enhancement. Cost: 2 
transformation points. The character must already have 
five dots in the Background 

• Increase Willpower Trait to a maximum of 10. 
Cost: 1 transformation point for 2 permanent Willpower- 
Each additional permanent Willpower also gives the char- 
acter one temporary Willpower point, 

• Increase Inspiration Trait to a maximum of 5. 
Cost: 1 transformation point for 1 permanent Inspiration. 
This Trait is rated on a 1 to 10 scale, but a character may 
not start with Inspiration higher than 5. Each additional 
permanent Inspiration also gives the character one tem- 
porary Inspiration point, 

• Add temporary Inspiration points to pool Cost: 1 
trans rormat i on point for 3 temporary Inspiration. Each 
point purchased adds to the character s temporary pool 
and increases the pools capacity by the same amount. 
By definition, this allows the character to have a total 
pool higher than her permanent Inspiration score. (The 
base Inspiration pool is ]0, so two trans Format ion points 
adds six temporary Inspiration to the character s start- 


ing pool and increases the poors total tapacrty to fo)k 
with any other temporary Inspiration, these ponfc n 
gone after they are spent during gameplay. 

• Purchase heroic Knacks. Cost: 2 trarvsfornuhfit 
points For each heroic Knack. This option is restricted u 
daredevils. 

• Purchase psych rc Knacks Cost: ] transFannjfcoi) 
point for a level one psychic Knack; 2 transform^ 
points for a level two psychic Knack; 3 transform^ 
points for a level three psychic Knack You donolhwt 
buy a lower- level Knack before buying one of hrgher W 
This option is res tricted to mesmerists. 

• Purchase dynamic Knacks. Cost: I transfora- 
tion point for a level one dynamic Knack; 2 transforms 
tion points for a level two dynamic Knack; 3 transfer!* 
tion points for a level three dynamic Knack. Youdontf 
have to buy a lower- level Knack before buying we or 
higher level. This option is restneted to stalwart! 

Example: Ellen wants Lady Lead to be towptw- 
afly strong and resilient, so she spends one trsnshru- 
tion point to give the stalwart Strength 5and5imm$ 
She wants to raise Stamina to five points — faeW* 
after all, now partly made out of lead — bui sroam 
transformation point gives two Attribute pOifii.Ekl- 
must raise another A ttnhute also. Ellen deaths IxtyUsd 
is fairly likable and puts the other point into Chris* 
Ellen then spends one transformation point top 
ftve points in Abilities. She raises Rachels cVamflyh* 
points. Athletics and Resistance each by one pentad 
gives one point to Rapport (having had no points ttfy 
port previously). 

Ellen spent three transformation points on 4M> 
ties and Attributes: she has 10 left She looks at fcacb 
next. Since Lady Lead has been changed into a sck*- 
what metallic form, she doesn t require the same eni- 
ronment that ordinary people do to survive. Elenbm 
the le vel one dynamtc Knack Man for A If Seasons (M 
she notes as "Woman for All Seasons the /evd fa 
dynamic Knack Optimized Metabolism and the level tint 
dynamic Knack Body of Bronze (to simulate LadyUrfs 
metallic physique). These cost six points in total le&\x 
her four. Ellen spends one to boost Rachel s Wtlipc*? 
by two; Lady Lead is strong- willed The rematmna Otm 
are spent to give her character Inspiration 4. 

Phase Three: 
Last Details 

Once the numbers are crunched and the dots At] 
in, its tempting to leave the remaining questions about i 
character's background and personali ty to chance or 
dom decisions in-play- You may leave some question 
about a character's life unanswered or deliberate^ aOC 
in new bits qS history or personality in reaction to ertffi! 
during the game. But if you want to make sure yov 
character's background is internally consistent sri ' 



aides a certain initial conception, now is a good time 
& mater a few questions about her. 

One; Final Touches 

Finally, the last of the crunchy bits. You may need 
itecakutate the characters Inspiration facets, Initia- 
te *d movement based on how you spent transforma- 
auipomts You should also calculate the character s bash- 
f^md kthaJ soak Bashing soak is equal to the character s 
Slaw Trait, while lethal soak starts at zero, Each may 
x increased by appropriate Knacks and armor. 

Eunple; Allocating fcrie Inspiration facets* Lady Lead 
hhpim 3 and Destructive I Her final Initiative is 6 
jQntenfy i + Wits }), but since her Dexterity remains the 
mt,bcr movement rates stay at 5 m walk. IS m run and 
fffflspit Her base hashing soak is equal to her Stamina 
! iffi/ sbf has no base lethal soak. The Body of Bronze 
fad boosts her soak totals to a staggering [T/S] 

Step Two: Spark of Life 

Tlie numbers are all laid out; dots Fill your charac- 
tvAeet with abandon It is time to figure out who your 
danctlf reaf//is You need not answer all oF these ques- 
tflnjaheadof time. Still, you should at least use them to 
gaiandea of what your character's responses will be to 
uncus roleplaytng situations 

1 Haw old are you? Characters in Adventure can 
kip age. though very few are likely to be younger than 
ft Most are young adults, from early 20s to mid- 30s. If 
Y«f character is older than you are, think about how the 
atad life experience is likely to shape her outlook; if 
she s younger than you are, try to think back to your 
•pun attitudes at that age. 

* Wlit do you look like? The character s Appear- 
net Trait only begins to describe the character; other 
pbytrs and the Storyteller won't be satisfied with "Oh. 
ihf'i wry attractive: she has Appearance 4" and noth- 
ing nwB- Find a book, magazine or Website with pic- 
tures of l?20s film stars and celebrities to get a feel for 
'Jk look of the age; you could even photocopy an image 
that seems appropriate to your character 

B Was ycur life adventurous before your Inspira- 
tors certainly not required that it was, but many ln- 
spred characters do lead unusual daily lives. 

* Was your transformation instant or slow? For 
not characters. Inspiration happens all at once, but there 
n circumstances that lead to a slow Inspiration. 

* What are your quirks? A funny voice, a strange 
scent, a twitch or other behavior quirk may help you 
jet grounded into your character, and it may help the 
other players and the Storyteller differentiate when you 
ire making a comment out of character or in character 
Don't overdo it! The last thing the world needs is another 
tembie Scottish accent. 

* Are you close to any family members? Family 
•wnbers make great story hooks and they Fill in slots in 


your characters Backgrounds as contacts, allies, men- 
tors or followers Giving your character an emotional re- 
lationship with family members helps to ground you in 
the character that much better. Some characters might 
be (oners, alienated from family or having no living fam- 
ily; that in itself is a character hook, as you should ask 
why the character is in such straits 

* What do you do for a living? If your character is 
very young, she probably doesn't have a job, but remem- 
ber that people took adult jobs Far earlier in the l?20s 
than they do in the early 21st century — in Fact, the 
economic crash of the 1930s brought the average work- 
ing age up to its current level. School was important, but 
most kids didn't spend as long in school as they do in the 
modern day. 

So, your character probably has a job, What does 
she do? Even if sties independently wealthy (requiring a 
high Resources Background and a plausible explanation 
in her history), your character must still expend some 
eFFort to maintain that status. At the very least, she has 
to make an appearance at the oi f ic e/shareholders" meet - 
ing/crime den/what-have-you, A character who works 
For a living has correspondingly greater demands upon 
her time and freedom. 

• How do you react to new people? Is your char- 
acter naturally sullen and suspicious when introduced to 
new Storyteller and players" characters? Or is she a little 
too trusting^ Each has its own entertainment value; make 
sure the choice is true to the character you've created. 

■ Why do you adventure? Wnat dnves your char- 
acter^ She received Inspiration at one point not long ago; 
what was she doing that brought it about ? Now that she 
has it, why doesn't she just retire to a life of relative 
safety? She is out risking her life and exploring the world 
in this series; what put her there? This is your best chance 
to drop a plot hook in your Storyteller's lap: Perhaps your 
character adventures because her true love spurned her; 
perhaps she has debts and needs to rack up some money. 
Fast; perhaps she simply has an unquenchable curiosity 
about the unknown. Your Storyteller will use this moti- 
vation to formulate plots and subplots for your charac- 
ter so make sure to share your thoughts. 


Prologue 


Most Storytellers will run your character through a 
prologue story before introducing her to the ongoing se- 
ries, A prologue usually begins with your character as an 
ordinary person and ends with her Inspiration and trans- 
Formation, A good prologue can be great Fodder for you as 
a player; your character s allies or contacts come alive, and 
the Storyteller's attention is Focused on you and you alone 

While the Storyteller will use the background that 
you and he worked out, he is likely to take the story beyond 
what you've already discussed and bring your character 
from an ordinary person to an intrepid right er of wrongs 


i - 
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Remember that the Storyteller is in charge oFyour 
prologue, and he may dictate that your character takes 
certain actions to better fit his overall plan for the story 
Most oF the time, though, the important decisions re- 
main in your hands, 

Fine Tuning 

The prologue lets you test your character, making 
sure she can do the things you want her to. It's not un- 
usual to discover that an Ability functions differently than 
you thought or that a higher (or lower!) Trait makes more 
sense For your character After the prologue, you may 
modiFy your character (with the Storyteller s supervi- 
ston) N adjusting her to better Fit your concept and the 
series. You don + t get any more points to spend, but you 
may shift the existing ones around as appropriate Once 
you begin the regular series, any Further modifications 
must be made with experience points. 

Character 
Development 

During a story, your character learns many things 
about herself, her abilities and her needs for improve- 
ment Success and Failure combine to leach you about 
your character's limitations and potential. Your charac- 
ter will make mistakes, gain insight, practice and (hope- 
I ully} not repeat pas! errors AH of these things are mea- 
sured in Adventure through experience points. 

Experience 

The Storyteller has must quantify each character's 
experiences. While the knowledge you gain concerning 
plo times, supporting characters and your team cannot 
be measured, your character's experience can. Experi- 
ence points are an artificial measure of success or ac- 
complishment that translates into enhanced power, in- 
fluence and capability. 

Awarding Experience Points 

The Storyteller should award experience points at 
the end of every story in a series (see p. 110 for the game s 
time increments}. A story may transpire over multiple game 
sessions. If a given story arc may fast more than three epi- 
sodes, the Storyteller should give experience points about 
halfway through. (Withholding experience points for too 
long can Frustrate players.) All characters typically get the 
same number, although outstanding accomplishments or 
roleplaying can earn an individual bonus. The amount the 
Storyteller gives depends on a number oF factors* as cov- 
ered below. Certain rewards needn't be given out all the 
time. Doling a Few out here and there won't unbalance the 
series, and getting players in the habit of doing **cool stuff" 
For a game makes the whole experience more enjoyable. 

The categories betow descnbe areas in which char- 
acters can win experience. Each category is worth one 
experience point No character should ever fulfill every 


single category at one time, although multiple ch 
ters may qualify for the same award. 

* Automatic: Each character receives Die pant* 
the end of a story 

• Discovery: The character understands somdtaj 
new and significant about herself, her fellow advers- 
ers or the universe. 

* Exceptional Roleplay: The player roleplayed kr 
character particularly well This behavior shouid be ap- 
propriate to the character; points should not beawanW 
For outlandish, out- of -character antics 

• Heroism: The character risked life and lint's 
save the day Only the most dramatic situations quash 
For this award — a typical cltfFhanger or simple stiipd- 
ity does not count, 

• Wisdom; The character discovered a tvayaitof 
a trap or learned the truth behind a mystery. The group 
often deduces solutions together, in which case f every- 
one should be awarded. IF one character pieces every- 
thing together by herself, only she gets the award 

* Cohesion: The characters worked except icnrf} 
well together, deFeating their opponents orstratagdlf 
investigating all avenues of information, 

■ Mentoring: A player helps involve new Drshf 
players in the game events, even at the riskoF havmgbif 
character miss out on exciting in- game events 

• Creativity: This award is reserved For player* «ta 
add to the story's enjoyment without detracting Frofnthe 
game. This includes, but is not limited to, cneatngwi 
developed backgrounds, in-character journals, short 
ries and/or introducing new story elements. Tfebonsi 
highly discretionary and should be awarded infrequently. 

* Ambiance; A player who adds significantly to Ik 
overall mood might win this one. Possibilities include: ere* 
ating ''theme music" mix tapes or CDs for eadisesaon, 
drawing character sketches ol team members and * 
table Storyteller characters; building virtual reality 
walkthroughs (using the 3D graphics engine of duo) | 
oF important locales in the game; cleaning upbrfore ad 
after sessions and providing drinks and snacks: or chH 
Feuring other players to and From the game. As with cre- 
ativity, this bonus is highly discretionary. 

Roleplaying Development 

So the Storyteller hands out experience 
When do you get to spend them on your character* hi 
arguable that a character shouldn't improve an impor- 
tant skill in the middle oF an episode. Some pfaymnq 
Feel a character should be able to improve a Trait* vj 
time, that not every skill must wait For the diaracta- 
catch her breath. In the end, the Storyteller 
what works For the group. IF he's uncomfortable 
characters improving in mid-episode, he shoJd 
and be consistent about it, If he doesn't mind, he 
let players know that too. IF he wants to take some 
ground (characters can improve Abilities based on 


Lai Attributes during episodes, but everything else has 
to wait until 3 decent downtime occurs), that s fine too. 

The actual timing oF a Trait's increase is less im- 
portant than that it make sense within the context of the 
Jtory There's no reason why Professor Dixon should sud- 
asitjf boost his Firearms Ability i\ he hasn't even picked 
up a pistol in the past Five games. Skill doesn't develop 
spontaneously, The dots on your character sheet are easy 
to fill in, hut improving such capabilities in real life takes 
tun, practice and application Adventure characters, like 
ml people, can improve only those Traits they exertrse. 
There are three key ways to justify increasing your 
characters capabilities: application, research and traili- 
ng You can spend experience points on a particular Trait 
atyrtyour Aaractor has used that skill, performed thor- 
research or received additional training. Whatever 
ihe method, its important to role pi ay the development. 
Whether that means seeking out a mentor for formalized 
training or swapping tips of the trade with others, de- 
ifJopment must be part of the story. Taking an entire 
tpiode to roll dice and increase your characters Brawl 
ntmg isn't the point. The development can plumb new 
depths in your characters identity and in the story. 

The Storyteller and the player should agree upon 
the circumstance and time necessary to improve a Trait 
SUI improvement need not be the focus of the story, but 
ddnould derive logically from the plot. 


Experience Costs 

Once experience as doled out. players 
can spend it in any of the Following areas Costs 
vary depending on the Trait involved. Also, 
increasing Traits or buying new ones must be 
roleplayed before spending any points (the 
roleptaying is what's important, aFter all) 


Tnit Increase 

Attribute 

Ability 

WMjwwer 

Inspiration 

Backer ound 

Initiative 


Cost 
current rating x 4 
current rating x 2 
current rating 
current rating x 6 
current rating x 2 
current rating 


New Trait Cost 

Ability 3 
Specialty (mm, 3 per Ability) 1 
Ability mastery (max . 3 total) 1 2 
Background 2 
Background enhancement 12 
Knack, heroic 10 
Knack, psychic or dynamic (level one) 8 
Knad^psydiKcrdynamK 12 
Kr^psycfKcr dynamic (level three) 16 


Application 

Using a Trait repeatedly is the primary way to ex- 
ercise it. Abilities that your character uses regularly are 
perfect to spend experience on. Such "training in the 
Field** is suitable For virtually all Traits. This applies even 
if your character fails in a task Sometimes, we learn more 
From our mistakes than From our successes. 

Research 

Research isuseFul (or improving knowledge- related 
Traits. You can increase such Traits at low levels through 
in- depth study. At higher ratings, your character must 
combine research with real- world application. Finding 
research material can take some eFFort, depending on 
where your character is. In civilized lands, she can visit a 
library, museum or laboratory. In the hinterlands, your 
character may need to study under a local shaman or 
perform field research Mew material appropriate to a 
Trait must be studied each time you wish to increase that 
Trait 

Training 

Your character can seek training if he isn't exposed 
to situations in which his Abilities improve naturally 
Training focuses on improving a certain Trait through rig- 
orous repetition in a controlled environment, Any Trait 
can be improved this way, although some skills develop 
better through real* world application Your character can 
seek training from numerous sources Gyms and dojos 
promote physical fitness„ schools and private individuals 
offer educational programs. Organizations such as the 
>£on Society also offer some level of training. Attending 
such places typically costs money and time, though. The 
Storyteller should attach an appropriate price tag and 
training time t in addition to the experience -point cost. 

Increasing Attributes 

Each Attribute group demands a different Focus For 
improvement. Physical Attributes can be improved 
through rigorous training or exercise. Combat experience, 
manual labor or athletic pursuits can all improve your 
character's physical prowess. Mental Attributes develop 
mostly through discipline and constant exposure to new 
material, A stagnant mind never improves, while an ac- 
tive one can overcome any limitation. The major compo- 
nent oF improving Social Attributes is human interaction. 
Practice and some training with others can help mold 
social skills. 

Increasing Abilities 

Adventure characters possess a wide range of Abili- 
ties, which improve readily with the proper Focus. Any 
Ability can be increased given appropriate training. While 
such improvement is rapid at low levels, the cost increases 
dramatically as your character's experience grows. Even 
among adventurers, only the most dedicated individuals 
can master their Fields. 


An Ability in which your character has a specialty 
increases just like any other When the specialized Abil- 
ity raises to the next dot, your character's specialty au- 
tomatically goes up as well, remaining one dot higher than 
the Ability itselF. This increase works the same For all of 
the specialties that your character has in that Ability. 

Say your character currently has two dots in Fire- 
arms and you previously bought the Targeting specialty 
(giving your character an extra die when aiming}. Rais- 
ing the Firearms Ability to three dots costs Four experi- 
ence points, and you still keep the extra die For Target- 
ing (giving your character a rating of Firearms 4 when 
aiming). 

Increasing Backgrounds 

Backgrounds are improved only through actual 
roleplay, Your character cannot study new contacts, nor 
can she practice increasing her number oF close allies or 
her mentor s power and influence. Backgrounds develop 
strictly over the course of a story. The Storyteller can 
introduce a potential contact, but he might never call back 
iF your character screws up the meeting. Likewise, your 
character may actively seek to gain more influence by 
manipulating politicians and local authorities. To retain 
the eFFort as an intrinsic part oF your character, you must 
then spend the appropriate experience. 

New Backgrounds develop in much the same way. 
You or the Storyteller introduces them, and they are made 
permanent after roleplay by spending experience points 
This is not to Say that your character can only have 
Friends, resources or equipment if she buys them as Back- 
grounds! If she stumbles across a crate full oF gold or 
lucks onto Z-bearn rifle, you needn't spend experience 
For her to keep it. 

Backgrounds represent relationships that you feel 
create an especially important dynamic for your charac- 
ter Friends, money and connections that aren't purchased 
as Backgrounds still exist, but they don't have the same 
strong ties to your character as those bought as Back- 
grounds do. Spend experience only on the Backgrounds 
that you want to be a central part of the story, a sort oF 
"supporting cast" of your very own. Backgrounds give 
your character special benefits and shouldn't be treated 
frivolously (by either player or Storyteller). 

Increasing Knacks 

The means For increasing an adventurers unique 
powers are as individual as the character herself. ;4ion 
and a Few other groups have rudimentary training facili- 
ties, but they know little about the workings oF telluric 
energy and how it influences the Inspired. Its seldom 
immediately clear how effective a given training regimen 
is. Ultimately, most Inspired must train themselves 
through trial and (sometimes dangerous) error. Devel- 
oping a new Knack is at least as tricky as training in an 
existing one. Often, an adventurer discovers a new Knack 


by accident, the stress of a situation unlocking some hm> 
toFore unrealized power. 

Losing Traits I 

Attributes, Abilities and Knacks are typically in- 
duced only due to extreme injury, loss of a limb or 
lar condition. If your character suffers an mjury aft 
cient to impair her, the Storyteller must decide wtiatt* 
pact the accident has on her Traits. I 

Backgrounds can lower in rating overtime, wtiedw 
due to your character s own actions or thank? to plater- 
cumstances. A contact, mentor or an ally may imtj 
tragic end. break off the relationship with your charac- 
ter due to some philosophical or political disagreeiwrt 
or simply get Fed up with how your character has traiW 
him. Your character could lose influence or backing it 
to a coup or by getting fired for spending tcoiituditm 
chasing aFter so-called jaguar- men in South America She 
could lose resources thanks to bad investments* 
by being too free with her money. A treasured gadget 
could be damaged or lost in battle, stolen by adastadjf 
rival, or even be replaced by something better. 

Backgrounds should be reduced only if the pfyir 
abuses them (having her character assault allies, squan- 
der resources) or if the reduction furthers the plot l< ti 
the Former, it's Fair to say your character shouldn't \m 
such Backgrounds; the Story te Her may have you allocate 
those points elsewhere. In the latter case, the Storyteller 
should restore or replace the Background at an appro 
priate point in the story. Any changes to a charadtr'i 
Backgrounds should be justified through the character! 
own actions or contribute productively and significant^ 
to the story. Followers don't exist for the Stwybefcrh 
snuff, they're just as much a part of the character as he 
Attributes and Abilities, and they should be given the same 
consideration. 

Personality Development 

Your character's personality can change radicaly 
over time. Innocent youths can become hardened veto* 
ans, while cynics can learn to believe in truly good causa 
These changes cannot be mapped on a character sheet 
They develop through rolep laying and interaction 
other characters. Certain Traits, however, define your 
character s personality. Natures Virtue and Vice describe 
true personality, allegiance reflects loyalties, Willpower 
rates strength oF will and Inspiration assesses the intan- 
gible spirit within all living things. 

Changing Nature 

Nature deFines a personality's overriding focus. H* 
Forces that shape a child into an adult mold the basic latrc 
oF her personality. These influences (parents, -siblings. 
Friends, enemies) cannot be denied For the purposes of 
Adventure, your characters Virtue and Vice should rarefy 
shift. One or both might change only after long-term A 
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rei Wi outside sources, in-depth "soul searching" or 
fcf iparbcubrly traumatic event. Discuss des i red changes 
Is %ir* with the Storyteller so the adjustment may be 
fed Ota the game. Whatever the specific circumstance, 
ftdwge sJhouki be a dramatic story element. 

Changing Allegiance 

Megance can be altered as the story warrants (an 
(impendent adventurer being recruited by the Crown, an 
t» mmber betraying the group to theUbiqtHtous Dragon, 
«t.,i Switching allegiance can have grave consequences in 
Atfiory — anrf betraying an influential power is almost 
CHtMitomake the character many enemies. 

Increasing Willpower 

Willpower is a quantified Trait that may be raised 
experience points. However, this Trait should not 
treu without some logical reason. For example, a trau- 
abtettflt iuay harden your character s heart, strength- 


ening her resolve. Focus and meditation could lead to an 
improved understanding of her core being. In short, 
events during the story have a direct effect on Willpower, 
much as they do any other Trait. The main difference 
between Willpower and other Traits is that Willpower 
cannot be researched or taught. The Storyteller should 
never casually approve increases in Willpower, 

Increosing Inspiration 

More than any other Trait, Inspiration is a measure 
of a character's potential for power. Accordingly, Inspi- 
ration can be increased only by exploring the potential 
implied in one's Inspiration Facets and by practicing one's 
Knacks. Characters who routinely push their limits — 
playing key roles in cliff hangers, creating imaginative new 
uses for their Knacks and the like — are eligible for an 
increase in Inspiration As always, the Storyteller has fi- 
nal say as to whether spending experience points in this 
area has been justified in the game. 





Traits register your character's capabilities, strengths 
and weaknesses This framework gives you the general 
parameters of what your character can accom pf is h . , b l i t you r 
imagination and rofeplaying shape what he actually does. 
Traits in Adventure are designed to be broad; this game is 
about characters, not statistics The previous chapter out- 
lined the character creation and development process; this 
chapter contains many of the Traits you may choose From 
to design your character. Knacks and super- science are 
detailed in Chapters Four and Five. 

Origin 

To help roleplay who your character is now, you 
should know where he came from. What circumstances 
molded him into what he is now? Someone who was raised 
to a liFe of great wealth and luxury might become a jaded 
sybarite. On the other hand, he might (like the Buddha) 
decide From personal experience that such amenities are 
worthless. Someone born poor might stay poor or might 
be driven to become a ruthless business entrepreneur. 

Each sample origin contains a brief description and 
lists a Few specific examples that Fit the particular origin 
When you choose your character's origin, you also get 
one point in a single related Background; appropriate 
choices are listed at the end of each description. In addi- 
tion to the origins here, feel Free to generate your own 
and determine its corresponding Background, with the 
Storyteller s approval. 

Aboriginal 

Instead oF being raised in a "developed" nation such 
as those of Europe or the United States, you had the tra- 
ditional upbringing of a low-tech society. 

Examples: Australian Aborigine^ Bedouin, lnuit, Pygmy 
Background Options: Cipher or Menagerie 

Activist 

You're a proponent of new, modern politics. 
Examples: Anarchist SuFFragette. Communist, Fascrst 
Background Options: Influence or Reputation 

Academic 

YouVe a scholar From a long line oF scholars — edu- 
cation and knowledge have always been important to you. 
Examples: Scientist, Teacher. Librarian, Monk 
Background Options: Sacking or Sanctum 


Creator 

You're an artist or entertainer oF some sort or i> 
other, earning your living by making others laugh, think 
or simply relax 

Examples: Dancer Circus Acrobat, Stage Magician, 
Musician 

Background Options: Influence or Reputation 

Defender 

You crusade against society's wrongs. 
Ex am pies: Muckraker, Politician, Police Officer, 
Missionary 

Background Options: Contacts or Influence 

Foreigner 

You Ye not in your home country For one reason or av 
other, whether to start a new Life or to escape yar aid ore 
Examples: Diplomat, Immigrant. Royalty in Exile 
Background Options- Allses or Resources 

Gambler 

Risk is what makes liFe palatable. 

Examples Card Sharp, Bookie, Stuntman, Bamstam 

Background Options: Contacts or Mentor 

High Class 

You come From wealth and are used to commend- 
ing great financial resources. 

Examples: Duchess, Business Tycoon, Eccentric 
Millionaire 

Background Options: Followers or Resources 

Low Class 

Your whoie life has been a struggle to keep shoes 
on your feet and a rooF over your head 

Examples: Revolutionary, Criminal, Laborer 
Background Options: Cipher or Contacts 

Middle Class 

You had an average upbringing, with some hard 
times and some luxuries. 

Examples: Chauffeur, Police OFfacer Gr&npat; 
Accountant 

Background Options: Ally or Contacts 

Military 

You're enlisted in (or possibly retired From) m 
Form oF armed service, or you were the child oFmiliti) 
personnel and were raised in that disciplined milieu. 
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Eunples: Sailor, Soldier, Pilot, Mercenary 
Background Options: Backing or Followers 

Mystery 

Your past is shrouded in conjecture or is entirely 
ta^ cither deliberately or due to some vagary of fate, 
hamples: Spy, Fugitive, Amnesiac, Orphan 
Background Options: Cipher or Nemesis 

Outlaw 

Somehow you have ended up on the wrong side oF 
feauthonues 

bampltr Mobster, Bank Robber, Fugitive, Smuggler 
Background Options: Contacts or Reputation 

Phflosopher 

Occupied with matters of the mind, 
tumples: Scientist, Poet, Theorist 
Background Options; Followers or Sanctum 

Pioneer 

You push at the worlds boundaries. 
Euro pies -Artist. Inventor. Explorer 
Background Options: Gadget or Reputation 

Saint 

You do good works or studiously avoid wickedness. 
E unfits: Priest, Moralizer, Samaritan 
Background Options: Followers or Influence 

Merer 

Not only do you find out what makes things tick, 
jgy if&ke them tick better 

ttanples: Mechanic. Watchmaker, Inventor 
ftatkyound Options. Gadget or Sanctum 

Nature 

Everyone has strengths and weaknesses This is as 
toe of personality as it is body and mind Your personal- 
ly— who "you" really are — is stretched between 
dn^/fs and shortcomings that form a dynamic whole 
— i personal i ty made up of equ af part s h ub ns and hero- 
ml To model these, each Adventure character has a 
Naturedwided into two parts: Virtue and Vice. The Vir- 
tue com« from what he believes is fundamentally true 
about the world and himself. When his viewpoint is vali- 
dated, he gains self-conf idence and can act with greater 
Act, 9% reflected with Willpower (see 151 for more). 
h Virt indicates the temptations that exert the stron- 
gest lure for the character. When the character gets into 
i situation that plays to his Vice, he has a choice: He can 
ixJuige his baser nature, or he can spend a poi nt of Wil I- 
powerlo resist 

The circumstances in which Willpower may be 
pnecf or spent are specific to each Nature Some may 
occur much more frequently than others. So that one 
Nature doesn't outstrip any other in its ability to provide 
I ur subtract) Willpower, the Storyteller should restrict 
specific opportunities to once per scene. An upper limit 


of three instances per game session is also recommended. 
Similarly, the Storyteller should keep an eye out For play- 
ers who push the story in a certain direction purely for 
more Willpower. Still, there's nothing wrong with 
rolepiaying the scene in keeping with a characters Vir- 
tues and Vices. They are essential guideposts to the 
characters personality and temperament, after all 

Example: Serge is creating a blues mustcian t Mis- 
sissippi Slim. He chooses Expert For his Virtue (in thts 
case, an expert musician). Slim sees himself as a great 
performer, and when that image is confirmed, he gains 
Willpower. For Slim's Vice, Serge chooses Hedonist. 
Good times are Slims reason for being. 

In the course of play. Slim pulls out his harmonica 
while waiting for a train in Georgia His performance gets 
those around him s tomping and applauding Because he s 
demonstrated his expertise appropriately for the story, 
he gains a Willpower point As he gets on his train, a 
woman leans in. raises an eyebrow and says "Want to 
meet in my compartment for a private performance?** 
Slim knows that messing around with a white woman can 
get him in serious trouble, but if he wants to resist the 
thrift his player must spend Willpower. 

Note that if Slim had chosen Hot Shot as his Vir- 
tue, going with the woman would actually gain him Will- 
power — because risking their necks is what Hot Shots 
do b est 

T ach Nature below has a Virtue and a Vice compo- 
nent; choose one for each aspect of your character as 
appropriate Often, the circumstances that provide Will- 
power as a Virtue take it away as a Vice. As a result, it*s 
rare tor a character to have the same Virtue and Vice, 

Architect 

The majority oF people are like worker ants. They 
scurry around with little understanding oF their place in 
the larger scheme. A Few (you t For instance) are like the 
queen ant — the architect who assigns the tasks of the 
workers, who designs the hill and the tunnels and who 

has a vision focused on the entire colony^ not on a single 

grain oF wheat or sand. 

Virtue: You consider the big picture and have the 

dedication to make the image reality Gain Willpower 

when you take a concrete step toward attaining your 

greater goal. 

Vice: Others 1 ideas suffer your scorn and outrage. 

Spend Willpower or resist Following someone eke s plan, 

or become enraged when a flaw is indicated in your own 

machinations 

Bravo 

There is weakness There is strength. AH the moral 
philosophizing in the world cannot erode these two im- 
mutable truths, Some people are strong because they 
choose to be; they are respected because they have the 
power to compel respect. Others are weak because they 
choose weakness There are some who have weakness 


□IIU:J4J 


thrust upon them and some who have unearned strengths* 
and they must be evaluated individually. But the dynamic 
between strength and weakness is primary to all human 
interaction, which is why you pursue strength with un- 
wavering intensity. 

Virtue: Gain Willpower when you defeat a seem- 
ingly equal (or superior) foe or Force him to back down 

Vice,' Spend Willpower when you deFeat a foe (in com- 
bat or social interaction), or else you must pause to gloat 
on the victory and explain in detail how it came about. 

Caregiver 

The world js not fair, which is why human beings 
must strive For fairness. The world is not kind, which is 
why people must be kind to one another. The world is not 
safe, which is why we should always try to help and pro- 
tect each other. Mercy, justice and empathy are the 
unique provenance of humankind — the only way we 
can collectively survive is through individual caring You Ye 
fortunate to have gifts to offer others: If you reFuse to 
use them, what good do they do? 

Virtue: Gain Willpower when you receive tangible 
prooF that you have helped another 

Vice: Spend Willpower to resist offering aid when some- 
one is in apparent distress (whether as obvious as a begging 
vagrant or as subtle as a mysteriously Forlorn young woman), 

Charmer 

People like to be happy, and you Ye good at making 
people happy. You know just what they need to hear in 
order to Feel good, and it gives you genuine pleasure to 
give them what they need. It may not be the truth — but 
deep down, who wouldn't rather be happy than right? 

Virtue: Gain Willpower when you clearly provide 
comfort and good cheer to another. 

Vice: Spend Willpower in order to tell anyone some- 
thing you think they don't want to hear. 

Cynic 

Anything that can go wrong, will, at the worst possible 
time, in die worst possible way, with the most possible witnesses. 
Then, it will start to rain. Sure, good things do happen, But red- 
ing on them is just plain Foolishness. Isift it better to expect the 
worst and either be (I) prepared for it or (2) pleasantly sur- 
prised when it doesn't happen? 

Virtue; Gain Willpower when you have a backup plan 
m place when things go sour. 

Vice: 5pend Willpower when you take advantage 
of a lucky break (as opposed to something you or some- 
one else planned and worked to get). 

Expert 

You have passionately devoted your life to excellence in a 
sinoje ReW Other people can be "well rounded " but you think 
that the hunter who chases two rabbits loses both, Onlythrrxjoji 
concentration can you hope to reach your full potential, (Indi- 
cate what talent the expertise is associated with - — Expert 
Pilot, Expert Financier, Expert Academic, etc.) 


Virtue: Gain Willpower when you teach your dfr 
sen skill to someone or whenever you make a partioJjrtf 
impressive showing with that ability 

Vice: Spend Willpower to resist any oppamrtj 
to show off your prowess. 

Exptorer 

Yetis in the Himalayas? Dinosaurs in Scottish lads 
Uncharted islands peopled by unknown cultures! Mysti- 
rious "spokes of light 1 ' sighted in the Gulf of Oman! Al 
these incredible. Fascinating, unimaginable marvels n 
out there, just watting for someone bold erfeoujhtofni 
them. What are you waiting for?!? 

Virtue: Gain Willpower whenever you matea^ 
nif icant discovery. 

Vice: Spend Willpower to resist rushing forw? 
blindly in pursuit oF a juicy lead, however intangible, rtr 
no regard For the consequences. 

Fanatic 

Faith is the underlying sustenance For all hunwti 
The unenlightened and the selfish make futile attend 
to live a saFe life that ultimately blinds them to the pre 
possibilities in the universe. Belief in something graer 
than the mundane individual — whether an orgairobfl 
or a higher power — will sustain even the raodMtf 
people under the harshest oF circumstances 

Virtue: Gain Willpower when belief in therigta 
oF your cause is confirmed as events unfold. 

Vice: Spend Willpower to resist making a satnfa 
— any sacrifice — to your cause. 

Follower 

You recognize your limitations. You ve got skills, at 
they're valuable, but leadership ain't one of em Tkiti 
okay. Leaders, no matter how impressive, don't qdh 
without followers. In fact, a good Follower can be Mrt 
his weight in leaders. Don't believe me ? Then stacki 
group oF 10 leaders and one follower against the oppo- 
site and see which side does better. 

Virtue: Gain Willpower when carrying out yw 
signed duty is a vital aspect of the mission's sutcesi 

Vice: Spend Willpower to take the leadership rn 
in a situation or whenever you disobey an onk 
someone in charge. 

Hedonist 

Life exists to be enjoyed. IF that wasn't so, wty 
we enjoy enjoyment so much? If weVe alt built to esf»v 
ence pleasure, isnt seeking pleasure justoomnrai 
Sure, it's possible to go overboard — ■ but as long as w em 
gets hurt, bring on the Garden of Earthly Delights! 

Virtue: Gain Willpower when you have a truly goafi 
time (and bring others along For the ride), 

Vice: Spend Willpower to resist physical plenum 
(This expenditure may not be necessary if the fen^pa- 
tion has recognizably certain and severe tortsetjwflttii 


Hot Shot 

Hew do you know what you can do until you try 
Mthng you think you cant id 7 Testing limits ts the 
aolr my to dtscover your own — and the only way to 
pn^ bryond them You're never going to accept being 
W ywrbest, and if that means you have to crash some- 
ta— mIL that's the price oF being alive. 

Virtif . Gam Willpower when you survive a danger- 
is siiwtian that you deliberately entered. 

V«#: Spend Willpower to resist indulging in an ob- 
w>& foolhardy venture, especially if it has no direct 
wng on your goals. 

Jester 

Is there any social occasion that can't be improved 
jyia^ul job or good-natured jest? Surely not. People 
*tt wgh — in fact, they need to laugh. If we couldn't 
ftp bid sewnetrmes and regain a sense of proportion, 
*d ill po insane Serious situations — danger, want or 
pn — are when people need more humor, not less, 
*te««th* times we're at the greatest risk of losing 
vh/ianity. and laughter is the golden road back to it. 

Virtue Gam Willpower whenever you lighten a 
*xrt create a tense situation, 

Yk#: Spend Willpower to refrain From shooting 
rttfflftKhoff in inappropriate circumstances. 

Leader 

1m excel at perceiving people's real worth and 
sptonq them dier e they can be most efFective. Qrga- 
m&cfl conies naturally to you and so does mediation 
iMng your followers. People look to you for leadership 
^ecMse they trust your vision — and you'll be damned 
i you're going to let them down, The chain is only as 
Cgngasits weakest link, though, and youll do whatever 
tbfctomake sure everyone under your command is 
4 to the challenge. 

Viftoe: 6am Willpower when others succeed be- 
OHseof your plans. 

Vtt. Spend Willpower to resist punishing an under- 
tajtfKi tailed to carry out an order to your satisfaction, 

Paagon 

fouknow what's nght and what s wrong, and com- 
poinsing with wrong when youVe nght is more wrong 
An just being wrong in the first place. Right? You have 
I Aty to yourself b do good — but more than that, a 
4fy toiwmaiuty. OF course, adhering to a strict and in- 
U)e standard qF nght and wrong can be difficult and 
urttngeven m the best oF times. 

Vrtit Gam Willpower when you accomplish a task 
byskkir^toyour enlightened ideals. 

Vict: Spend Willpower to Forgo your self-righ- 
Inmess and accept a compromise 

Perfectionist 

Yot] have no patience For the sloppy, slipshod 
bcWk that passes for tolerable when whitewashed 


with the odious phrase "good enough. 11 To you, some- 
thing is never good enough until it's as good as it can 
possibly be. If that upsets the people who are too fazy to 
do a decent job, well, they can all go straight to hell. 

Virtue: Gain Willpower when your painstaking planning 
covers even un Foreseen corrplicabons in the execution. 

Vice: Spend Willpower whenever you have to trust 
a plan or device that is cobbled together or jury -rigged. 

Skeptic 

Science of the day is tearing down many long- held 
beliefs regarding mankind, the world in which he lives 
and the cosmos as a whole. Rules of creation are being 
thrown by the wayside in favor of new "discoveries 1 ' as 
far-fetched as any old wives' tale You don't see the point 
oF abandoning beliefs that have stood the test of time in 
favor of crazy new ideas slapped together by some over- 
eager scientist. 

Virtue: Gain Willpower when adherence to tried - 
and-true methods proves effective. 

Vice: Spend Willpower or completely disregard any inci- 
dence of intuition, non-traditional deduction or mysticism. 

Survivor 

They can't keep you down. No matter what it takes, 
no matter what life throws at you, you can take it, Others 
may crumble at the first sign of adversity, but not you! 
You'll pulf through whatever the odds,., even if it means 
sacrificing others. 

Virtue: Gain Willpower whenever you survive a difficult 
Situation through your own cunning and perseverance 

Vice: Spend Willpower to resist taking an action 
that will protect you in a crisis — no matter what the 
other consequences oF that action are. 


Allegiance 


Each adventurer is an individual and, ultimately, 
succeeds (or fails) on his own merits. Only the foolhardy 
go it completely alone, though Other pfayers 1 charac- 
ters form the core of your character "s support group. 
Similarly, your character likely has connections through 
his Backgrounds to which he maintains some loyalty, Al- 
legiance refers more to your characters philosophical or 
cultural ties; its an indication of a larger entity or orga- 
nization to which he feels a strong commitment. This com- 
mitment can be based on anything from patriotism to 
religious faith to philosophical sympathy. 

This allegiance (supplemented by Backgrounds 
such as Allies, Backing and Mentor) defines the or- 
ganization or philosophy to which the Inspired ad- 
heres, il any The Storyteller has a hand in this:, she 
is perfectly within bounds to say, "This series is about 
an /Eon Society branch team, so all characters have 
allegiance to Aon," or, "The characters are all mem- 
bers of the criminal underworld^ so allegiance to a 
law enforcement agency isn't appropriate." 
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This doesn't mean every series must have all of the 
players' characters sharing a common allegiance Perhaps 
a Branch ? operative and an IDA detective are both fer- 
reting out potential criminal contacts within the 
Ponatowski Foundation. They join forces with a founda- 
tion member who suspects that her explorations are ben- 
efiting illegal ends, and eventually, the cabal requires the 
expertise of the ^on Society. Viola! A trufy mixed group 
of allegiances, sharing common pursuits. 

Along similar lines* there's always the possibility of 
a mole. In a series tentatively about the >Con Society, 
perhaps one of the characters is actually monitoring the 
group for Branch 9. Does he remain true to his mission 
or become sympathetic to his >ton colleagues 9 Even iF 
your character is on the up and up, he need not broad- 
cast his true allegiance publicly. Its common For adven- 
turers (especially those involved in clandestine activities) 
to keep their allegiance under wraps. Likewise, a player 
need not tell other players 

The organizations described below are intention- 
ally only a sampling of the possible allegiances available 
in Adventure. Although the ones most likely For Inspired 
to associate with, they aren't the only ones in existence 
In the wake ot the Hammersmith disaster, everything is 
new — characters may wish to establish their own 
"gentlemen clubs" or international intelligence organi- 
zations to Face the challenges oF tomorrow. Additionally, 
you might want your character linked to an existing na- 
tional government such as Australia or a private institu- 
tion such as the Smithsonian. With the Storyteller s as- 
sistance, use the allegiances described below as a guide 
to creating your own. 

When picking an organization, keep in mind the po- 
tential and freshness inherent in Adventure. None of the 
groups here are particularly historic or monolithic. IF your 
character isn't a founding member, he is at least among the 
First individuals to join the organization And while most 
world governments have been around for a long time in 
comparison, there are so many changes in the offing across 
the globe that an enthusiastic individual has every chance 
of standing out From his more hidebound peers. 

Allegiance and Backgrounds 

Allegiance allows for tremendous variety in every- 
thing from individual character interaction to the direc- 
tion oF the series as a whole There is a game beneFit to 
having an allegiance, aside from the roleplaying oppor- 
tunities it presents. Each allegiance gives the character a 
free point in Backing for the group to which it's related. 
Many allegiances suggest more Background expenditures 
and may influence other aspects of your character. It is 
not mandatory that a character must have an allegiance, 
however IF your character is a loner, lacking an ideologi- 
cal connection to any group, write "Independent" on your 
character sheet — being independent means your char- 


acter doesn't get that Free Background point, thguj 

The /Eon Society for Gentlemen 

The >ton Society pursues perhaps the mtdwk 
tious project ever undertaken: Discover thetruepg®. 
tial of humanity, and remove whatever obstacles ttm; 
that destiny's fulfillment. To achieve thts end, the^s 
Society recruits people who have realized their own* 
tentiaL Aside from a basic confidence in humanity's pra- 
ise, any sort of genius or intrepid soul might game* 
invitation to this "gentleman's club "Explorers who bt 
braved the darkest places, inventors whose ingenurtyb 
redefined entire helds of study, pilots who have m 
from the first generation of dog fighters tobecemfw 
among the best in the world — the possibilities irenq 
indeed. Occasionally, >ton recruits members iwhowai. 
ents are less exciting — the chapter in London, foo 
stance, boasts a member who is fluent hi iZlarauga 
and is one of Europe's most celebrated concert pursi 

The >£on Society is more a club than an ortpra* 
tion. Although Maxwell Mercer and a Few of the tali 
ing members are the de facto leaders, they don't eudty 
hand down marching orders. In the Aon Society, toe 
decisions are made socially or in response to sonie ad- 
den development Over cigars, two physicists may &» 
cover that they have a common interest and deede Is 
share their research. Upon discovering an ancient Vikm 
burial site, an explorer might call an expert onNonk 
culture, an associate conducting similar research «di 
known stalwart to keep the expedition saFe 

Despite this relaxed arrangement, /tonobwryei 
Few formalities. It currently has three chapters ati^t«d 
in Chicago, New York and London, with at least anotk 
dozen to establish themselves within the year Eachdu^ 
ter conducts monthly meetings, mostly fund-raising 
chanty events with a separate, usually bnef. meetfljrf 
the j£on associates during the evening. Aside from np- 
lar meetings, most associates visit their chapter 
regularly, Those who don't are often tracked down bj 
their fellows to see if some grave harm has befallen then 
Still, few members of the /Eon Society need erKOurage- 
ment to stay active in the organization They are, mi 4)1 
whole, a passionate and eager bunch, 

Suggested Backgrounds: The greatest benefit 
belonging to the *4on Society is its network o\ excep* 
tionaf members who often have extensive networks ijf 
their own Most have ratings in Allies and Contacts. Sinn 
-ton members are the most accomplished in their bel& 
many have Influence and Resources. Thanks tetki- 
Forts of associated scientists and inventors, ntemben 
often have access to gadgets. Newer members sontetinw 
have mentors, established >ton associates who sponsors! 
their entry to the society. Ranking >Eon personnddori 
lord it over new members, so Backing is emphasized lea 
than it might be with other allegiances. 




The Air Circus 

The pilots of the Air Grtus are a raucous and un- 
wr.pl bunch Whatever the city in which they live, they 
ar often be bund at the local speakeasy (where some 
n known to drink to excess). They recount stones of 
ahpins and dogfights, nosedives and near- misses, with 
tjflfey and volume that could be overheard over the roar 
rfiKjira engine. They are known to scuffle with friend 
ristranger alike only to buy a round for the house ruin- 

biter, all transgressions forgotten. What can you 
apttt from a group that supports itself by defying death? 

While many of the members travel the country with 
leC*Twal of the Air, America's most successful trav- 
togsir show, the Arr Circus itself is little more than a 
anldubbr barnstormers, smugglers and wings- for - 
In Many oF its members perform with the Carnival only 
■hen it sets up in a nearby town, if at all. But air shows 
n known to draw danger — with huge crowds and 
nr-death on display, trouble rarely keeps its distance. 
Ogtsoe (lie Carnival, members of the Air Circus hire 
iemseives out for sundry jobs. No destination is too 
Gotforsaken, no cargo too hot to handle. For the mem- 
bi of the Atr Circus, the challenge is the thing. 

Hits loose brotherhood serves as a support, com- 
inflations and safety network, and the Carnival of the 
kt> its heart and soul. Though the most famous associ- 
<Kof the Air Circus are ace pilots, many of the group s 
ambers are drawn from the legions of workers who 
Mi« the Carnival of the Air the spectacle that it is. Mem- 
im. also include trusty mechanics, sawy barkers, Vaude- 


ville performers and the legions oF promoters who make 
the show such a success. 

Suggested Backgrounds; Other than the basic back- 
ing, members of the Air Circus often go For contacts. 
They're an eclectic, sketchy bunch, though, so its not 
uncommon For one flyer to have high resources, another 
a gadget (perhaps a souped-up racing plane), someone 
else a sanctum and so on, 

Branch 9 

With a few exceptions, only three types of people 
know about Branch 9: Heads of state, the "Operators" 
who work for it and the enemies who cross paths with it. 
Many of those who belong to this last group can never 
divulge their knowledge — every Branch 7 Operator 
has a license to kill 

Secrecy is watchword of Branch ?. Though it has 
of \ rces all over the world, they aren't in contact with each 
other. Each office is run by a head oF the branch who 
answers to the host country's head of state, Each branch 
head has a personal assistant and no more than Five Op- 
erators under his command. Though Branch ? deals with 
some mundane matters that have escaped the notice oF 
lesser intelligence organizations, its Operators can ex- 
pect most oF their assignments to be For high stakes, 
against everyone From master criminals to regional war- 
lords and despots. Operators do investigate crime as part 
of their duties, but they usually leave that kind of thing to 
the IDA. Branch ? is more interested in the world's po- 
litical climate and the secrets hoarded by those in power 
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As such, Branch ? Operators are selected From the elite 
of the intelligence community, or, less oFten, From the 
growing pool oF individuals who possess a bizarre but un- 
deniable knack for the spy game. 

Suggested Backgrounds: Compared to members of other 
Organizations, Branch ? Operators have the least Eiackqround 
diversity. Each has Mentor to reflect his ongoing training in the 
sciences and martial arts, Backing is boosted from the starting 
one dot This not onry reFleds tt^ Operators stancSrig in Branch 
?, but also the organizations ties with world governments. Fi- 
nely, each has some Flesources to denote the discretionary Fund 
available for everything From bribes to requisitioning necessary 
equipment in the Field. Its not uncommon For an operative to 
have one or more one-dot gadgets representing special gear 
— Fireproof suits, unbeatable lockpicks, belt radios, advanced 
automatic ptstots and the like. Most also have some levd oF Al- 
lies, Cipher and Contacts to aid their ongoing investigations. 

International Detective Agency 

The Pinkertons might have been the first national 
private detective organization, but the IDA is the first 
global organization oF gumshoes Its primary goal is to 
address the increasingly international nature oF crime — 
there's evidence that organized crime in Sicily has immi- 
grated to the United States and that the King of the World 
is more than a criminal myth. 

The IDA has oFFices in major cities all over the 
world. An Old Man (a nod to the organization's anony- 
mous beneFactor in London) heads each oFFice and em- 
ploys two to ten "Irregulars " Such personnel are oFten 
recruited From local law enForcement and intelligence 
organizations, though some began their careers as unat- 
tached private eyes. While solitary agents handle much 
of the IDAs work, many oF the oFfices maintain standing 
units oF two to Four Irregulars who delegate detective 
work among themselves. Most oF the units spend their 
time investigating "extraordinary cases" or crimes that 
seem to involve an Inspired culprit. 

Detective work can be a dirty business — though 
the agency's claim that its Irregufars are " incorruptible" 
is hyperbole, its exhaustive background checks are de- 
signed to weed out the unsavory elements. Most Irregu- 
lars are dedicated crime- fighters rather than cynical 
blackmailers with cameras and guns. 

Suggested Backgrounds: All Irregulars have some 
level of Sacking and Mentor, representing their aFFilia- 
tion with the IDA and their Old Man. Any detectfve worth 
his salt also has a network of contacts and a modest level 
of Reputation From his previous experience with law en- 
forcement or private investigation. InFluence is not un- 
common also. A few possess gadgets. Forensic technol- 
ogy that s way ahead of the curve. 

The Ponatowski Foundation 

Every decent library in the West subscribes to the 
Ponatowski Journal of Exploration. Once a scholarly publi- 
cation, the journal now takes its cue from the stones writ- 


ten about Safari Jack TaMon — melodramatic, cverwrowjfr 
accounts of its explorers uncovering ancient mysteries, 
published in a form that can be concealed within a rati 
textbook, This new public Face is perhaps closer to Ik 
organization s nature. Many Ponatowski members are** 
demies, but that becomes, well, academic, when one leant 
of aJ/ the avalanches, cave-ins, plane crashes, ancient tnqt 
and curses they endure to make their singular discovene 
To be invited to join the Foundation, a potential assoctati 
must not only be a topflight archaeologist, but a cacubf 
mercenary when the occasion invariably demand? gtftj*r P 
or seat- oF- the- pants escapes. 

This puts the Foundation in something of a bind - 
not only must it find daring academics, but ones thatan 
discreet and controllable. This is made more difficult d» 
recent changes within the organization. ThePorutanb 
Foundation began as a reputable and honest organization 
but has since been subtly corrupted to cnminal ends. 
Though most oF its associates are unaware of ft. for 
discoveries — supposedly routed through the Founda- 
tion to museums or laboratories — are actually sold b 
the black market to Finance the activities of the Czar ail 
a dozen of his silent partners, most of them exiled ft** 
sian aristocrats. There have been a Few occasions wfwi 
the Foundation has seen its explorers are more "dannj* 
than "controllable," when an overly curious assocjatelv 
discovered who his work really benefits... 

Suggested Backgrounds: Aside From the backing 
to represent a member in good standing, most associate 
have a mentor who sponsors their explorations Inac- 
tion, many have a decent Resources rating to indieatii 
healthy stipend and other Financial support the Founda- 
tion provides. Some also have allies and/or Followers 
accompany them on their expeditions. Note: Only me 
bers with Backing 5 have any idea that the Ponatotffc' 
Foundation is actually Funded by unwholesome elements 

Attributes 

Attributes measure a character s natural, inbonr 
capabilities. Other Traits represent narrower categona 
of achievement — skills you can use or knowledge you 
possess — but Attributes are broader and more woty 
applied You use your Dexterity Attribute (for eaampkj 
to Fire a gun or to pick a pocket. It underlies both of to 
skills because it measures your character's general W 
eye coordination 

A particularly high Attribute (four dots or mure"; 
receives a quality. This quality describes a narrow sutat 
of tasks within which you're even more impressive Wl» 
your quality comes into play with a given task, you at 
reroll any "10"; any additional successes you roll n 
added on top of the "10." So if a high Intelligence dw* 
acter has a "Linguistic Genius' 1 quality, she is morehtyf 
to achieve spectacular results when translating a forogi 
tongue or trying to recognize an ancient language Sort* 



Wfi qualities are listed with each Attribute descrip- 
tor Only we quality may be chosen per Attribute. 

Physical Attributes 

length 

Vtam Kawakki had to duck her head and turn 
WSiMiWcf to get through the office doorway. "You 
fmatpen that safe soon?" A gunshot two floors below 
ibdurystKy to her question. 

StanPolanskt, the safecracker, was frantic. "fcan*f 
w^itki noise! 1 * he cried, his stethoscope clattering 
mnfitte metal. 

tygmia C&nny the Giant" to her associates) rolled 
tarcps "fine, "she muttered. "We 11 just take it with us. " 
Ik ml she jerked the heavy iron safe out of the waft 
aimt back toward the door, carrying tt like a baby. 

Tlw Strength Trait measures physical power, pure 
wittqk A high score equals mighty muscles. Not only 
I e good for toting, lifting and jumping, it also deter - 
ma debase damage of most hand-to-hand attacks. 

Qualities. AtHletk, Rugged, Massive, Explosive 

Poor: Weak as a kitten (dead lift 
15 kg). 

Average: You're nothing special 
(dead lift 45 kg). 
Good: Burly (dead lift 100 kg). 
M*» Exceptional: Strong as an ox 

(dead lift 165 kg). 
Superb: All envy your mighty 
thews (dead lift 240 kg). 


it * 


Dexterity 

Mississippi Slim had the audience just where he 
wanted them. His left hand danced across the frets and 
his right hand strummed and picked [ lightning quick. He 
got faster with both hands T never missing a note w his hands 
just a blur The crowd went wild 

Then he doubled his speed again, and they fell quiet 
with awe. 

Where Strength is raw power, this is grace, speed 
and finesse — your ability to make your body parts go 
and do what you want. Dexterity determines accuracy, 
whether you Ye shooting pool or shooting your wife s new 
boyfriend. lt T s also combined with Wits to figure Initia- 
tive. 

Qualities: Quick, Graceful, Balanced, Accurate 

■ Poor: You spill your milk. Often. 

■ * Average ; You can sink the 

etghtball without scratching, usually. 

* * • Good: Your putts are like butter. 

* * * • Exceptional: You started juggling 

with knives because you heard it 
was Quicker — and you still have 
aH your Fingers. 

* • * • • Superb: You never miss. 

Stamina 

All Fasads eyes narro wed. " You fa/ " he exclaimed 
"No man walks out of the Maddening Desert alive!" 

u l didn *t say f walked out, ** Ian replied. "Not on a 
shattered leg, my friend. No t I was carried. w 

"Ah. Then you must have ridden an excellent camel. * 
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"No camel " fed jerked his thumb at a huge t silent 
man warming himself by the Fire. "My friend Hassan car- 
ried me, " 

Stamina determines how long you can exert your- 
self in a sustained fashion: Its what separates the sprint- 
ers from the milers. It also measures resistance to ill- 
ness, drugs and sucker punches. Stamina determines your 
base soak pool 

Qualities-. Hardy. Tough, Unyielding, Healthy 

• Poor: You really should quit smok 

ing and drinking and eating those 
Fried butter biscuits, 

• * Average: You can run to catch a 

cab without panting, 

• • • Good ; You can dance al f ni ght a nd 

work the next day — but not ev 
ery week, 

• * • * Exceptional: The ladies call you 

"EvertastinV* 

• * • • • Superb: You could run a marathon 

while smoking a cigar 

Mental Attributes 

Perception 

Daphne simpered as Dr. Konrad Schiltz leaned in 
to kiss her. She reached in her purse to grab.„ 
^.nothing! 

"Looking For this?" Konrad asked, holding up her 
icepick 

"But... how did you... ? n 

"Oh, please. You claim to be from Alsace, but your 
accent is pure Provencal. That made me suspicious 
enough to notice the bulge in your handbag, '* His eyes 
narrowed as he put the needle tip to her delicate throat 
"Now,., who sent you? Not Serrantmo, I think. Lord 
Sheffield^ perhaps?" 

This Trait determines the acuteness oF your five 
senses. 

Qualities: Keen Eyed, Sharp Ears, Alert, Oetail- 
Oriented 

• Poor: Wha - ? 

• * Average: You notice when a co- 

worker gets a haircut. 

• • * Good: You spot typos in the news 

paper 

• * * • Exceptional: You notice when a 

co-worker gets a manicure. 
« • • • • Superb: You can identify differ 

ent types of bats. In flight. On a 
moonless night. 

Intelligence 

Or. Schiltz frowned but did not speak as he left the 
Gruber estate. His assistant cautiously said. "HerrDoktor, 
you 're taking Gruber s acquisition well. B 

"Hrm. That '$ because it's a Fraud. Tibetan ceram- 


ics were not that advanced at the time of the Cobra ( 
— / don + r care what pack oFlies Sheffield sold Im J 
thermore, firing glazed white porcelain — even if j 
materials were native to Tibet, and I don't fan 
were — requires intense heat In those icy mot 
no one had enough fuel to develop high fire gtea 

"Fuel up the zeppelm. We're going to 
Himalayas, " 

Intelligence measures your abiirty to apply 
calculate, remember and learn. Its not necessanlyi 
Fast you react — that's Wits. Rather, it s a measirai 
how thoroughly you think. 

Qualities: Logical. Abstract, Mathematical W 
Informed 

• Poor ^Shut yer yap. //ni 

• • Average: You probably have s 

irrational beliefs, but by and I 
you're open to reason 

• • * Good: You read Shakesptft 

without the Footnotes 

• • • • Exceptional: That slide rule in 

your pocket aint just for shw 
■ ••»• Superb: Youareabonafidipraft 

Wits 

"Ever been in a song, sweet thing?" 
Nothing, 

*Tm a blues musician — Mississippi Shw r 

She gave him a sidelong glance. "Sure pi in) 
Mississippi Ugly?" 

"Naw, thafs my cousin. "He started rappm^M 
against the barstool and sang. "O/i. Mississippi l^J 
had a gal to hug she/lef'him at the altar/and no one ifi 
could Fault her,., " He broke off to call after her \ 
come back and mistreat me some more! It s inspim"* 

Anyone can come up with a good response,^ 
enough time. But Wits are what you use when you (fail 
have any time at all. Everything from producing a basty, 
snappy comeback to diving for cover when you see b 
bomb Falling — it's all Wits. Wits combines with Dew- 
ity to produce Initiative. 

Qualities: Clever, Alert, CraFty, Calm 

• Poor: "Yeah? Well... irh .. idip 

old man!" 

• • Average: You can get out ef to 

way oF a bad driver. 

• • • Good: You can often corner id 

a plausible story in the bine A 
takes to say "Wait, let meecphnJ 

• • • • Exceptional: "One more Ail, 

and TH be under the host!" 

• ■ • * • Superb: Their action andyw 

reaction are almost simultaneciR 


Snappy Comeback 

Sharp retorts and clever wordplay are a 
standby of the adventure genre, but it s diffi- 
cult to do on the fly. To get around this, people 
wrth high Wits scores can conspire with the 
Storyteller to create artificial situations, For 
each Wits dot a character has in excess of 
three, his player can give the Storyteller one 
note per session with a straight hne on iL along 
with an indication ot the sort of person wWd 
say iL The Storyteller should then do her best 
to use the line appropriately in that game ses- 
non Presumably, the player has the snappy 
comeback ready to go. 

for example . a p la ye r whose character is a 
politician with Wits 4 gives his Storyteller a card 
with "Snotty woman says, "If 1 was your wife* I'd 
give you poison 1 "' on it. In the following session, 
the Storyteller weaves in a situation where some 
stuck-up matron says just that, allowing the poli- 
tical to ^mediately reply "If 1 was your hus- 
band, rd take it? " IF he had Wits 5, he could of- 
fer a second note with "Offended man says 'You, 
sir, are drunk 1 "" allowing hirn to put down the 
snotty woman as above and tell her oti ended 
companion "And you Ye a fool — but m the 
morning, 11 1 be sober 1 * 
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Social Attributes 

Appearance 

m lm sorry. Sister, " Craig said, peeking out the 
<hwi shades of the hut. "Normally, I V never ask you to 
Ascard your habit, but it does stand out — even tn 
Shanghai — and the 8/acfc Mandarin Tong isn't about 

hVd turned just m time to see her shake long blonde 
ark out of her wimple. Coupled with a pair of his trou- 
sen md one of his shirts — big enough on her that he 
coti/d see a lovely expanse o f white neck, even with the 
top button done up — she certainly didn f t look like mod- 
est Sister Chloe anymore, Not at all 

Appearance is a measure of how memorable you 
boh. This rating doesn't always reflect exceptional beauty 
— a httfh Appearance could also represent someone of 
staking ugliness! Since people often stick by a first im- 
pression, Appearance can be very important when it 
comes to social interaction. 

Qualities- Seductive, Stunning, Hideous, Fascinating 
• Poor: Your alias is " wh atsizna me ? 

Average: No one s going to put 
you on Vogue. Sony. 
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Good: IF you Ye pretty, you can 
turn heads. If you Ye ugly, you can 
turn stomachs, 

■ * • • Exceptional: One way or another, 

your looks can cause car accidents. 

• • • * « Superb: The only word for 1 1 is 

"unforgettable" 

Manipulation 

"This sure is fonny cigarette, " the police chief 
giggled in his heavily accented English. 

"Well I rctll my own, "Slim smiled, waiting. 

"You a fonny man. Sleem You still go to jail unless you 
pay Fine, but you fonny. t! The chief looked around aimlessly and 
giggled again. ^rmhmgjy.Areyouhc^igry.Sfeem?" 

"No. but don r t let me stop you, M 

As the chief stumbled out of his office looking for a 
snack. Slim waited, watted, then ransacked the man's desk 
By the time the chief returned with a gigantic beetroot 
sandwich, Slim had found enough money for the bribe. 

The ability to convince people that what they re- 
ally want to do is what you want them to do is called Ma- 
nipulation. It doesn't have to involve a callous willingness 
to treat people like expendable pawns — but it often 
does. 

Qualities: Reasonable, Persuasive, Dishonest, 
Charming 

■ Poor: What you see is what you get. 

* • Average: "M an, that bass 1 caught 

was this birf* 
» * * Good: Your lawyer has (adminngry) 

called you a "devious, treacherous 
snake" 

* • * • Exceptional: People line up to take 

your falls. 

• • ■ • • Superb: What you get is every 

thing you see. 

Charisma 

Dr. Konrad Schiltz cut a dashing Figure in bis ("light 
gear as he paced in front of his crew. "On this expedi- 
tion, there will be little comfort but much danger Little 
chance of profit but much chance for loss. You will not 
be rested, but tested, and for what? Money? Fame? IF 
that's what you think this mission's about, leave now. VII 
even pay half your promised wages: Just walk away. 

IBut if you do. know that you are missing a chance not 
only to see a legend, but to become part of it If that interests 
you, then I want you on my crew. Whos with me?" 

Charisma is leadership, magnetism, inspiration,., all 
the things that can take a number of people and fuse thern 
into a team with a unified purpose Charisma is the inde- 
finable essence that makes crowds hang on a speakers 
every word, 

Qualities: Incendiary, Soothing, Hilarious, Suave 



Poor: When someone tells you to 
shut up, you're glad that they at 
least noticed you. 
Average: You can make an OK 
speech with preparation and practice. 
Good: People gather around to 
hear your anecdotes, 

* * * * Exceptional: You 're a spellb ind ing 

speaker, 

• • * ■ * Superb: Your words could start a 

riot — or prevent one. 

Abilities 

Where Attributes represent a characters innate 
abilities. Abilities reflect his learned skills As such, they 
are narrower than Attributes — Strength is used lor both 
Archery and Brawl, but Brawl is rarely rolled with an At- 
tribute other than Strength. 

A specialty, bought with bonus or experience points, rep- 
resents an even narrower skil area, You may take up to three 
specialties per skill : when volt character s specialty comes into 
pJay.yoijaddariouWdietoyoir pool.So, if a character has two 
dots in Brawl but has a ^Oieap ShoT sp^^ 
has threeddts in Brawl whenever he tries to pummel a join or 
gouge an eye 

Usually, Five dots are the most skill a character can 
attain in a given Ability If your character already has five 
dots in an Ability, you can use transformation points buy 
an additional sixth dot. This peerless degree of exper- 
tise is called Ability mastery, the character is consid- 
ered an innovator head and shoulders above his peers. 
Further, Ability mastery is required for a character to 
make super-science inventions; see Chapter Five for more 
details (A character with Ability mastery and a related 
specialty commands an impressive seven dice before add- 
ing his Attribute score!) You may purchase Ability mas- 
tery only once For a specific Ability and for a total of no 
more than three separate Abilities, 

Strength Abilities 

Archery 

Officer Monroe glared at the corpse, as if it was his 
fault someone had put an arrow right between his eyes, 

*7 guess that explains why no one heard a thing, " 
Monroe s rookie partner March said, 

'*Yeah. Silent, doesn't leave powder burns, no 
muzzle flashy about the only problem is you can t stick it 
in your coat pocket when you leave, " 

"Actually sir, the Japanese historically used some 
bows that were as small as a Forearm, though they 
woisldn f f ha ve the penetration to pierce a skull — " 

"Murch? Shut up, " 

Archery is the skill of firing longbows, shortbows, 
crossbows... pretty much any tension-strung weapon, You 
can also repair them or, with enough time, make your own. 


Specialties: Longbow, Crossbow, Rapid Fir* 
Recurve 

Brawl 

Rudy had never heard of Gnny the Giant, » itr 
just saw a fat woman he could bully. "Move /^jrturti^ 
bitch, " he said 

For her size, Gtnny was surprisingly quick Wmk 
fist hit his face and he saw colored stars and {frcflfwtfl? 
the ground, Rudy realized that he d made a mtakt tih 
she stomped on bis knee with all her weight — fflm 

— Rudy realized he d made a very, very bad mtstd& 

Brawl covers all Forms o[ strength- based \vpn 

— that means everything from boxing with theMarp 
of Queensberry rules to wrestling to just plain pounfa) 
the tar out of someone. It inflicts bashing damage. 

Specialties. Groups, Grapplmq. Kicking 


Slim had done his share of making big rocks itittiti 
rocks, but since his release from prison* he hddf} 
larfy lifted anything heavier than a guitar, a harmonics ti 
glass of gin. Thus, as he hung out the window of hit spar* 
ment waiting for the men inside to stop searching, bekd 
his mind drifting steadily away from the question of*ti 
these men — white men! — were interested mbm t 
stead, he wondered how long he could Hold on. 

Might is the skill used to perform feats of strendfi fci 
not raw power as such — that's the Strength Trait— rite 
it s a measure of a character s abil rty to apply his or ha* stnn^ 
useful For tasks such as npping phone books in haJF orberahc 
bars. Each dot of Might adds to a charades dead lifl <.mtf. 
see page 188 for a reference chart You cannot have rare J* 
of Might than you have of Strength. 

Specialties. Arm Wrestling, Smashing. Toting bfc 

Dexterity Abilities 

Athletics 

"Run, children!" Sister Chloe wanted to scrmi 
but she dtdn 't dare call more attention from thetrbbA* 
clad pursuers. She Feared that Craig was dead, but & 
was determined to make his sacrifice count by $am 
the Governor s daughters. 

Looking behind her ; she almost went over tkt§ 
before she realized she'd reached it. "Whet demit 
now. Sister?** sniFFed Joan, the youngest. Chloe lockA 
down, then back as two of the marauders emerged hm 
the underbrush, swords in hand, 

"We pray, then we jump, then we swim. fieah r 

Running, jumping, swimming, climbing, thrc*^ 
catching — pretty much every form of general aHfc 
ability is covered by this skill, 

Specialties: Running, Climbing, Throwing 

Firearms 

Serrantino had to shout over the sound of Komff 
gunshots. "Is that the newLuger? Hah! A pistcljtdlk 
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p — flashy, costly and ineffective. " He returned fire 
wife ntts own massive Webiey revolver. 

Konrad had been counting, knowing that the Webiey 
UStmkwer shots than the Luger. When Serrantino was 
mdng, he leaped over the bar, lunged around the cor- 
mtniput ht$ stilt-hot gun to his rival's head. 

"fad yours is just like you — old fashioned, loud 
jnd of limited capacity. " 

Whether you're shooting an ancient dueling pistol 
sr i modem belt-Fed machmegun. Firearms is the skill 
puyse for mechanic af death -at-a- distance This Abil- 
tyibo ewers general Firearm knowledge — how to 
dsn. J jwd and handle a gun. 

Specialties Multiple Shots, Cover Fire, Sniper, Ex- 
ate Weapons 

Legerdemain 

5km took a moment to compose himself then walked 
runii corner And ran straight into a woman ma fur coat 
Wrft he stammered his apologies, her companion seized 
Snrfy both lapefs and shouted German curses as he shook 
tfr Aghter man like a bartender mtxmg a martini Finally, 
k 5hm aside, and the pair stalked off 

When they were gone. Slim grinned. He V expected 
mtthtnj from the woman s purse, but the man s 
jKfarwafc/r fad been an unexpected windfall 

This Ability \s z catch-all for any Form of tncky, 
fceptiw handwork Anything From card tricks to pick- 
qpockets is covered by Legerdemain It is also the skill 
«ptoy*d by escape artists: Someone good at Legerde- 
wi can pick locks and slip handcuffs as well. 

Specialties. Shoplifting, Switching Objects, Palrn- 
ng/Pbrtmg Objects 

Martial Arts 

Ik girls clung close to Sister Chtoe as the black- 
tUtiugs approached, confident grins creastng their 
mud cheeks As one, their swords came out. Chtoe 
faced desperately at the windows, the door... but she 
mbadud into a corner, no way out.,. 

Then, a blurred shape sprang through the window 
wdlefedweofthemen with its heavy impact The other 
limed aw/ Chtoe had time to realize that their rescuer 
■re a (nan, a blonds man. before his hands and feet shot 
aif. sinfrwj their attacker in the face and belly. 

% eyes r The thug dropped his sword to clutch 
Mr fee He tried to run for the door, but a contemptu- 
wsleqsweeptook him to his knees. 

Tftvr'L "Chloe whispered, but their grim rescuer 
mded Yiaously, straddled the man from behind and piti- 
kriybrde Ins neck. 

fighting arts that rely more on speed than power 
reconsidered Martial Arts The masters of mysterious 
rsfuchttkung fu, kara-te and jujitsu can disable, 
cnpple and even kill with no weapons but hands, feet and 
body Martial Arts attacks inflict bashing damage 


Specialties: Multiple Opponents, Throws, Strangling 

Melee 

Slim stepped back from Rico s shove and straight- 
ened his jacket. *7t s bad luck to hit a musician, " he 
warned. Rko just laughed, 

"Half the crimeys on two continents are looking, 
but Ym the one who found you. Sorry Slim, but I Vn feel- 
ing lucky. " His grin faded, and his fists clenched as he 
swung at Sltm f s belly — full strength this time. 

Slim slipped to the side and then Rico shrieked. Two 
deep cuts were dripping blood down his arm, which now 
dangled uselessly, the bicep and forearm muscle sliced 
to the bone. 

""Its also bad luck to crowd a straight razor. " 

Hand-to-hand weapons — anything From a spear 
or axe to a kniFe or truncheon — are applied with the 
Melee skill Many melee weapons inflict lethal damage, 
so watch out. 

Specialties: Club, Chain, Bottle, Epee 

Stealth 

4t There is no honor tn sneaking, ** Golden Tiger said 
stubbornly, Sister Chloe sighed in exasperation. 

"Perhaps you arid your *kung f 00* can defeat them 
all, but the girls and I have no such protection. Besides, 
what does it gain you to kill so many men?** 

u They serve the Black Mandarin. " he replied, the 
loathing thick in his voice. "They are insects. " 

"No! They are still men t even if their cause is mis- 
guided. Let them live, and one day, they may might 
change. Butchering weaker opponents just makes you.,. * 
she searched for the Mandarin word for "bully. but 
didn 't know it *\..as wrong and evsl as they are. " 

He glared ' Very well, " he said. " We will era wl past 
them in the mud. * 

"Don 't think of it as crawlmg. Think of it as * travel 
with humility *" 

Sneaking out oF a bad situation is often the better 
part of valor, just as sneaking into a bad situation is of- 
ten the better part of curiosity. Stealth is the skill used 
For ail such attempts to move or hide unseen and unheard. 
Stealth is usually a resisted roll against Awareness. 

Specialties: Quiet, Ambush, Trailing 

Stamina Abilities 

Endurance 

"We will make it back to camp, " Konrad insisted 
Looking across the icy expanse, Laura vacillated between 
hope and despair, 

"Upon what exactly, are you basing that statement?" 

*7Ve always made it back before, ** 

Endurance is your ability to survive severe conditions 
— icy cold, punishing heat, thin air, hunger, exhaustion, 
etc. It differs from Resistance because it is long term. 

Specialties: Holding Yoiir Breath, Resisting Cold, 
Lean Rations 
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Resistance 

Lenny the Lush squinted at Gmny the Giant. "Am *t 
never met no woman who could keep up with me 
dnnkm \ " he declared. 

*You have now. Set em up. " 

"You seem mighty confident Care to make a little bet?" 

Resistance is a character s ability to withstand the 
effects of pain, drugs or other incapacitating physical 
states It's used on relatively brief, single* episode events: 
Endurance deals with long term conditions. 

Specialties Dnnkmg Contest, Resist Mickey Finn, 
Endure Torture 

Perception Abilities 

Awareness 

"Can you see anything at all?" 

"Slurs... ! shadowy forms today, " Chbe replied 

"That s good, " Golden Tiger said r "That means the 
Blinding Equinox Strike is wearing off. ** 

"Was it the same strike Fve seen you u$e ? * 

"You noticed?" Her other senses compensating For 
the loss of vision, she could hear the surprise in his voice 
and felt his weight shift back from her. "No r mine is the 
Blinding Sohbce Strike — it acts instantly, but does not 
last long. The Equinox Strike is gradual, but lasts far days. 
Mfne is a warriors technique: His /s fit only for assasstns. 

"That is why Black Mandarin wants me alive. Both 
strikes combined become the Endless Night Strike — 
instant blindness, forever, " 

The thought of it gave Chloe chills 

Awareness gauges how much attention you pay to 
your senses and how well you interpret their data to stay 
in touch with your surroundings Someone who's very 
aware might understand the importance of something 
missed by another person with better eyesight (that is, a 
higher Perception score). 

Specialties: Tracking, Recognition, Sorting Sounds 

investigation 

Ginny and Al tossed the apartment, searching. 

"Welt, tliesafeam'thereandStanain there What now?" 

"Shit If this was a dime novel w we'd find a 
matchbook with an address on it. + ' 

Someone with the Investigation Ability knows how 
to Find facts, put information together and, generally, 
solve mysteries. It has its mental aspects (noticing spe- 
cific details and recognizing then importance) and social 
aspects (knowing who to ask and what questions.) 

Specialties: Bounty Hunting, Public Records, Deduction 

Navigation 

David smoothed the map with his hands. *7 think 
well have to go... here, refuel, double back to here, re- 
fuel again and then go on " 

"No, *' Konrad said "That will take far too long. 
Sheffield and his dogsleds will easily beat us to the temple. 
We have to go through.,, here." 


"There's a pass?** 

"Vve used it on two previous expedition " 
"Wont the weather be a concernr 
"The natives assure me its always qtrrt fto to 

of year. ** 

Navigation is used to chart the best toursebitai 
two points, using map, compass, the stars or otiwm 
People with Navigation rarely get lost People *cm 
Navigation rarely recover from getting lost, 

Specialties: Astrocartograpby Air Travel, Oosmhi 

Intelligence Abilities 

Academics 

"/ imagine you learned a great deal at Wflf 
Clarence gushed. 

"Quite, ** Konrad replied. "Professor f escort* 
absolutely brilliant — the leading archeology fond 
of his generation. Other than his lessons, I fearnttk 
depths to which cuisine can sink when guided hy&& 
British hand. And badminton. I learned to ply 
ton rather well " 

Academics gauges how much forma! schooing 
character has acquired. If he has specialized in a parte* 
field, a specialty may be chosen to reflect that apeot 

Specialties: Law, Literature, Mathematics. Bwfc$ 

Bureaucracy 

"Your desire to take your airship above rt) * 
most... unorthodox. ** 

"Vm sure a region as prosperous and mefwi 
yours can adapt readily. * 

"I'm concerned that my citizens will be atenrrt' 

"Oh, Tm sure they're sophisticated enoufi to & 
jOy the spectacle. ' 

"Then there s the matter of paperwork... vtksti 
of supplies are you carrying?" 

"Well, food for the expedition, a biplane forjcfltf- 
ing. gold bullion. r . " 

"Gold? Why are you carrying gold?* 

"Some of the provincial authorities denmdifte 
It's a terrible thing, but I have to be prepared to Mr 
the corrupt. You should be grateful that yovnkttim 
unencumbered by such parasites. ? 
i am, I am. 

While policy is set at the highest levels, tteu 
always a buffer of bureaucracy between the king, prs* 
dent or commissar and the common man. A man Mi 
with bureaucratic procedure can get through life *ci 
uncommon ease, 

Specialties: Bribes, Stalling, Administration. fks« 

Engineering 

Essenwilder stared down into the engine far ibf 
time, a terrible blankness on his face 

"You know, " he said at last ''Theory mmtstot 
this device is physically impossible " 


*Oft, Mel!, that, "Pretorious said with a shrug. "/ m 
Mjnwr I always got poor marks m theory. " 

tflqmeers on operate and repair mechanical and 
nGnd devices With sufficient skill, they can even 
fcqnffdbdd their own 

jjpecafbes: Repair Jury Rigging. Vehicular Engi- 
«m},Dndi Rays, Weaponsmtthing 



ICS 

"Esmiiy bieru senor." 

*Uto did he say 7 " Konrad muttered to Daniel. 
bfitFtyes widened. 

"fyu don't speak Spanish?" 

Konrad glared. '7 can speaA 5umerian r I can read 
fcm^pfacs. and I am one of tf/e world's foremost au- 
trttsw ancient trans-Himalayan linguistic syncre- 
m % would f bother learning Spanish 7 Millions of 
pqk can speak Spanish. " 

A character starts out fluent in his natrve language, 
jffibes provides Fluency in additional language groups, 
ir art taken must be assigned to a particular linguistic 
mt. instead of purchasing specialties normally, each dot 
mqsi free specialty. Between the specialties listed, most 
■ademrnajor language Families are covered. Rolls are only 
niffd For particularly tricky writings or speech 

Instead of modem languages, it is also possible to 
finance ones such as Classical Greek, Latin or the 
RKsJtnts aF a modern language 

jpsjatoes Arabic, Bengali, Cambodian, Chinese, 
tydi French, German, Hebrew. Hindi, Italian, Japa- 
■t Karen* Norwegian, Portuguese. Russian, Spanish. 
Mi Turkish 

Medicine 

m TJm* rs gang to hurt quite a lot, miss, " the 
mktossaul 

"Ytakyeah, n Ginny replied. "Just can the chat and 
^Liwtcfmyarn}. QK?" 

Medicine is the science (or art) of curing illness 
dbeakq injury The state of the art in the 1920s isn't 
t» point that healing can be greatly sped: The main 
ami doctor can do is make it as easy as possible for 
ikbfy to heal itself 

Speoate Oncology, Trauma Surgery. Tropical Fevers 

Science 

"Wre mad, Pretorius, " Eisen wilder said, but his 
tat ms one of admiration. 

%, I f m serious. One day we will talk Firsthand with 
imwhocarvedthe Martian canals. We will sail through 
rtW of space as easily as we now sail through the 
«rar of ihe seas. " 

Ixm barriers are impassible, Pretortous, and the 
K*f*kh encircling Earth s skies are one of them, Tt 

The Science Ability represents a grasp oF general 
mentifx pnnctples and current- day scientific belief. It's 
fiittartant skill For understanding the conversations 


and publications oF other science- minded Folks (not to 
mention For being taken seriously by them). It can even, 
sometimes, be practically applied — used to concen- 
trate acid + For example 

Specialties: Chemistry, Biology, FTiysics, Wild Theories 

Survival 

Chloe squinted at the pde of twigs and leaves^ mut- 
tering a soft prayer Was it... yes! Smoke! Gently, she 
ble w on the sparks and was re warded by a puff of Flame. 

"Here you go, "she said, handing Minerva her glasses. 
"Now, we just need to keep that going through the night, 
and we should be Fine. IF Mr. Tigers hands are Fast enough 
to catch Fish, we can even have a nice supper " 

Survival is the skill of eating, sleeping and remain- 
ing alive in unsettled wilderness areas. Food and shelter 
can be acquired with this skill, though living solely on 
hunted and gathered rations is very difficult and time 
consuming, even for an expert. In more inclement condi- 
tions (desert, jungfe, ice Field), this Ability can soften 
conditions and make Endurance rolls much easier 

Specialties: Scavenging, Arctic Survival, Trapping 

Wits Abilities 

Arts 

Golden Tiger stared into the Fire and quietly asked, 
"Why did you come to China, Qulo-ee?" 

Sister Chloe tilted her head and said "I read a tract 
that Craig — you remember me telling you about him 
— had written. He described the conditions here t the 
suFFering, the need.... It was so vivid, I couldn 'f get it out 
oF my mind. I knew I had to come here and do something. 
I knew it was Cod s will " 

"Was it Gods will that this Ku-raig hide the 
Governor^ involvement m that misery?" 

Chloe was silent For a moment "Perhaps iF Vd 
known, I wouldn\have been brave enough to come. n 

Arts is used to make lasting art objects — sculp- 
tures, novels, paintings, etc, (More transitory arts such 
as dance or acting are covered by Performance), 

Specialties' Science^Fiction Writing, Landscape 
Painting, Play writing 

Drive 

Slim was in the passenger seat and Otis was clinging 
to the sideboard when the driver s head got blown oFF r 

"Otis! The wheel! " Slim dove across the dead man s 
lap to push at the brakes. 

"No Slim, the gas! They're still on us!" Otis was 
clinging with one hand and steering with the other. "Not 
that much gas!" 

Cars aren't everywhere in the 1920s, but they Ye 
fairly common in Europe and the US- Drive is the Ability 
used to control them, along with motorcycles and trucks 

Specialties: Pursuit, Trailing, Icy Conditions, Trucks 
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Pilot 

Konrad Schiftz* zeppelin shuddered and shook as it 
Fought its way through the Tibetan peaks, 

"We have to turn back!'* David shouted, battling 
the controls. 

"Not Onwardr Konrad replied, 

"Well be torn to pieces! She wasn't built for this 
kind of punishment!** 

u We don r t have the fuel to make it hack! Unless we 
make it through to Phakdmg, we II be stranded!" 

Pilot i$ used to steer and control aircraft and sea 
vessels. Note that it doesn't include the ability to know 
where you re headed (that's Navigation), Rather, Pilot 
covers the knowledge required to keep a ship from cap- 
sizing and a plane out of a tailspin 

Specialties: Sailboats, Barnstorming, Zeppelins 

Appearance Abilities 

Disguise 

Ginny sat in the restaurant frowning, munching on 
roasted chestnuts and waiting. That front door was the 
only way Joey the Barber could get mto his apartment, 
but she hadn 'J seen him all day. Unless... 

Suddenly, she surged to her feet and out into the 
crowds knocking people out of her way to grab a portly 
woman by the shoulder and spin her around. 

im joey r she cried "Oris it Josephine, now?" 

"Ginny! Didn '£ expect to see you here in Chicago!" 

"Really?" Ginny knocked the hat off his head, and 
the cheap wig fell too. * ( That why you re borrowing your 
mama's wardrobe?" 

Disguise is the Ability to use when you want to look 
[ike someone else. It's comparatively easy to just appear 
to be some generic person who doesn't resemble one- 
self. Resembling a specific other person (Adolph Hitler, 
Clara Bow or Max Mercer, for example) is much trickier. 

Specialties. Quick Change, Opposite Sex, Everyman 

Intimidation 

"I don' know nothin \ " Elroy said nervously, turn* 
ing away from her eyes. 

"Elroy, don't lie to me. 1 know you're lying. I got a 
woman s intuition. " 

"Cmon Ginny, I wouldn't lie... " 

Ginny sighed. "You know what s sad, Elroy? How 
much your rep is gonna suffer when people find out a 
woman beat you up r It am 't fair, but there it is. " 

"Aint no woman beat me up*,., " Then Elroy saw 
Ginny rolling up her sleeves, He bit his lip wait a 
second, maybe I do remember something.. ** 

Whether it be social sanction, economic ruin, in- 
carceration or simply a savage whuppin\ you can terrify 
people with some threat and tan either make it stick or 
(nearly as good) make them thinkyou can. Scared people 
are often distracted and prone to make foolish mistakes. 

Specialties, Pre- Fight Psych- Out, Insinuation, Coercion 


Style 

Chloe wanted to put the gorgeous red WM*dt 
away, but she couldn *t quite bring herself to stoptMb- 
ing them. **0b t I can f t wear,., this,,. n 

"Why not? Youd look beautiful m a guntysadCju 
said, her young eyes ivide as she stared at their new garret! 

"Well, Vm not sure looking beautiful rs appryb 
ate forme. "Still, it wouldn't hurt to just hold Aerobe up 
and look in the mirror,.. 

Some people are born looking good, and someptcpf 
have to put in the hours and the eFFort But it iwsrt ma- 
ter how hard you try to look stunning — if you uk got 
Style, youVe just going to look stunningly silly. 

Specialties. Couture, Seductive. Homespun 

Manipulation Abilities 

Animal Handling 

Slim looked at the horses dubiously. "Of is, aur'fym 
listened to the song? The only thing I want sithy be- 
tween my legs is someone sweet and petite on a m 
sheet, remember? That horse am f t none of ffat" 

M S//m, we cant be choosy. That funny-lwhqipf 
with the goggles just came out of the bar'"' 

"Shit! If that s the case, call me Cowboy Shnvkn, 
how you get on one of these?" 

Horses and other domesticated riding animais arc- 
still popular transport in the 1?20s (after all, you tail 
take a car oFf road for long or Fud it with hay). M 
Handling includes the skill of staying on such a cratir? 
and guiding it where you want it to go. 

More than that. Animal Handling is the skill of ton- 
ing, understanding and dealing with the animals of 4j 
earth. IF you want to breed dogs or keep rare pets n 
captivity, you need a dot or two in this Ability. 

Specialties: Racing, Training, Quick Rapport 

Interrogation 

Gerald plugged Slim s bonds mto the bitten, 
"Scream away, " Gerald said, pulling the plug, % cm 
can hear, " 

"Why are you doing this?'* 

"To get the plans to the Tesk Refiner, ofcomt ' 

"Never heard of it " 

"For your sake, I hope that you are tying arrJ ate 
to stop. M We reached for the battery again, 

Getting information out of an unwilling subject car; 
require guile, cunning and a circuitous string t& ques- 
tions. Or it can require truth serums and severe pain £■ 
ther way, data extraction requires skill — otherwise th 
results can range From meaningless prattle fcodelibenta 
deception to death 

Specialties: Trick Questions, Drugs, Pain 

Savvy 

4 *Got a match? 1 * Slim asked. The Sicilian Werfl 
htm suspiciously. 
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"for roll your own. I see. " 

"UfiWr a /if tie fair o/i the leaf, though if you 

"JmiphfArxwa,. tobacconist., who could help you, * 
When cne wants to deal with a criminal — be he a 
de mobster a common hoodlum or just the crooked 
apply sergeant at the army base — it s essential to have 
Sftvy in order to recognize htm (or her) and deal with- 
out getting pegged as either a mark or a stool pigeon. 
Speaafes; Racketeering, Smuggling, Information 

Subterfuge 

One -of Konrad s bodyguards tried to keep David 
kfc, hoi the pilot was so angry he drew his pistol Schiltz 
fstured for the yuard to step aside. 

M ls there a problem, David?** 

Tfflr fotf me we didn 't have enough Fuel to turn 
W Today, / find out we had plenty. " 

'four point?** 

"fox/ lied to me! You lied and risked all our lives!" 

Totr knew tt was dangerous when you signed on, " 
foiafy. Konrad pulled a paper from his breast pocket 
aiptiitiriqhtin front of David's gun, "Before you shoot 
ffls, ywr should know that the powder burns will destroy 
ar expeditionary vjsa, 

"SoweHget kicked out of the country? Even better. " 

% '^wradsaidpatientiy. 'The ieppefin wuff he deemed 
jW? (norson into foreign airspace. Not only wiH you be 
xpmd &xiprobabfy executed, along with the rest of the 
m, t wrf cause a major international incident n 

Qwd grimaced and lowered his pistol Konrad 
Mwdpui his supply hst back sn his pocket. 

Sometimes the truth hurts. Sometimes its neces - 
aytashidd others from the harsh effects of the truth 
fitftoirantion oneself). Subterfuge is the art of gently 
adding the truth from those who can't or shouldn't 

WH 

Spcaakses: Playing Dumb, Lies of Omission, Lawyer 

Charisma Abilities 

Command 

H Gef hebw and dive!" Preterms commanded. 
Xtptam! The interior hatch mechanism is broken?** 
"D\&i Hi stay out and close it manually!*' 
%t captain.,, if we dive, you 11 be left out here!" 
"i'nawzreofthat. But if we don't dive, they'll hole 
the deck on their next pass. ** 
Hit you'll die r 

H 5ef beh w and dive! Thai s an o rd e r! " 

Command gauges one s ability to lead followers. It 
mates organf7ation, personal carriage and communi- 
flbng the mportaice of individual actions. 

Specfairies: Military, Social Leadership, Secret 
Society, Tactics 


Etiquette 

Konrad belched loudly and pushed his plate away f 
a wide smile on hts face. "Don r finish it he muttered to 
Laura and David, "if you don z leave some food, tt means 
your host was stingy. H 

Both of them smiled and pushed their plates away as weS. 

"Now burp, * he prompted. 

i( l can r do that!" Laura whispered, shocked. 

"If you don\ they wi/l be mortally insulted, and we 
won 't get any supplies, w 

Cultures all over the world have different concepts of 
politeness. Etiquette doesn't automatically provide knowledge- 
of every subcultures mores, but does furnish the sensitivity to 
prevent most major gaffes, Specific cultures (or geographical 
areas) can be taken as specialties, providing automatic under- 
standing of their particular customs. 

Specialties: High Society, Respect, Gangland 

Perform 

Chloe was halfway through "Amazing Grace " when 
she heard an eerie, piping accompaniment from outside 
the church. Golden Tiger s eyes got wide, "Keep sing- 
ingr he hissed. "No matter what!" It was the first time 
Chfoe had seen him afraid. 

When the first great serpent crawled across the 
threshold, thick as her leg and white as snow, she saw why 

"Don't get nervous, "he muttered, as more of them 
slithered through the doors and windows, "But if you hit 
a wrong note, they'll attack. * 

Unlike Arts T which is used for lasting creations, 
Perform is used for transient artistic actions, such as a 
dance, song or instrumental recital. In other words, Arts 
is for the playwright, Perform is for the actor. 

Specialties: Dancing, Singing, Tuba 

Rapport 

"Why do you hate us... gwailo... so much?" 

The Black Mandarin laughed, mirthlessly r "You ask 
why? When your people have poisoned my land with your 
opium ? Slaughtered its people with your gunboats ami 
cannon? Made whores of our daughters and slaves of 
our sons ? I thought you would unders tand: You came here 
to 'educate' us* did you not? But what have you taught 
us? That to you, we are all the same — a race ofslanty- 
eyed savages fit only to berobbed f raped and addicted!" 

"If you judge us all by the actions of a greedy few, 
aren 't you guilty of the same crime?" 

For a moment Chloe saw a flicker of doubt m the 
Black Mandarm '$ eyes. Then he narrowed them and mut- 
tered "Take her away. " 

Rapport is the skill of making intimate emotional contact 
with others — even if the contact is brief. Without Rapport, 
real understanding is very difficult, if not impossible 

Specialties: Sympathy, Encouragement, Discerning 
Weakness 
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Backgrounds 


There's more to a character than his capabilities and 
skills. Other factors exist that, while not a direct result of 
his actrons, still have a huge impact on your character s 
lifestyle. Maybe he inherited a big gob of money. Maybe he 
owns ai private airstrip hidden in the middle oF the New 
Mexico desert Except in special circumstances, Back- 
grounds usually aren't rolled. You Ye also expected to ex- 
plain the scope of your characters Backgrounds to the Sto- 
ryteller, For instance, if you take Contacts, you have to say 
what kind of contacts your character has Mississippi Slims 
connections might be the yahoos who frequent St. Louis 
honkytonks. Sister Chloes contacts are more likely to be 
missionary clergy, while Dr. Schiltz probably has pals on 
University archeology departments. 

Allies 

"We've been friends smce we were both in short 
pants. Whatever you need, just ask/ 

This Background represents the people who are 
closest to your character — not just pool hall pals to 
help him spend a paycheck, but the bosom companions 
your character would go to for advice if he found out he 
had cancer. Thick or thin, wrong or right, an ally is there 
for your character. Is it possible for an ally to betray your 
character 7 Sure it is, ask Othello or Julius Caesar. But 
that's unlikely to happen unless your character treats his 
ally badly. (If he only goes to see the guy when he needs 
a body hidden, shell realize the real basts oF the rela- 
tionship) Friendship is a two-way street, and the chum 
who bailed your character out last week may be the chump 
who needs his help right now. 

It's important to define the relationship between the 
character and each ally. Are they all members of the same 
Masonic group? Childhood playmates? Did some time on 
the same cell block? Defining the connection gives the Sto- 
ryteller a much better chance to put your character's allies 
in the story the way you envisioned them. 

An ally is most often a normal person; if the situa- 
tion calls For a wnte-up. the Storyteller Follows only Phase 
One oF character creation (see Chapter Two) . An Inspired 
character may be an ally, but one who's less powerful than 
the players character (For starting characters, give the 
ally only seven transformation points). The higher the 
rating in this Background, the more capable the ally. So 
as to not to overshadow the player s character, the Sto- 
ryteller should Focus more on the Ally's own Backgrounds 
— connections and assets — rather than creating a 
powerhouse. 

x You may have friends but no one 

truly close* 

• One non- Inspired ally oF moder- 
ate ability. 

• • Two allies, or one Inspired ally 

• ■ * Three Friends, or Fewer of greater 

power or influence. 


x 


• *•• Four buddies, or a lesser n^r 

who are well connected 

• *••» Five close companions, or a tar 

number of truly mipressMaoii 

Backing 

"You know who } represent. Doyourerfymt 

cross us r 

Backing represents your character's standngm 
official (or unofficial) organization. This orgsniofca 
could be a business, a government office. them \\rnn 
a shadowy secret society. If your Storyteller aqrws.a 
may take Backing multiple times to represent flats t 
different organizations, (Perfect for double agents jib 
with the Allies Background, your character isait sa* 
on the receiving end of the gravy train here Tl*int 
looks out for your character, trusts her with itsfrra 
and equipment, gives her leadership over its persm 
and so on because it expects the character to further to 
goals (Backing from an organization your durxfe 
doesn't believe in is npe with dramatic potential but fa\ 
be surprised iFthe group stops trusting her pretty qud j 
As with Allies, a character who abuses the benefca 
her Backing must face the con sequences, sooner or m 

None; you're a (jrunt wilfi no ji 
You're a minor Functionary, 
forming for little retoyirtmht 
you have a bit of formal authonti 
to throw around Example Aji 
army sergeant. 
You've got a stable post Mifu 
secretary, acolyte, staff seroeit 
or other gofer to help youkeec 
your underlings in line Eittflt 
A section editor at a majors- 
ropolitan newspaper. 
You enjoy a poorly defined 
m rctd I e- management post and tf 
do whatever you want « songe 
you don't make waves. But f« 
do make waves, you can citek 
from both directions Eiwpk 
Vice-President in Charge d 
Long- Range Planning 
You have a position of soittft- 
thonty and privilege, with con- 
siderable trust from yourarai- 
zation. You would have to raaei 
major mistake to get in troi& 
Example: Catholic Archbishop 
You Ye a mover and a shaker, aril 
first-name basis with anywtu 
the organization who could tat 
your power away Example iJri 
Degree Freemason. 
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Cipher 

"'Skeletons in the closet?* What a charming turn 

Adventure is set in a world of international danger, 
rtngueand excitement. That's all well and good, but there 
nines when your character doesn't want international 
daiger followrng her home and kidnaping her fiance. Go- 
pher represents factors that impair those who would delve 
Btojfour character's secrets. She might have simply led an 
rewntfj life (at least as far as written records are con- 
rarwd). Maybe your character doesn't have a birth cer- 
"iicate or passport — or maybe she has several of each 
Regardless of how you deFine her aura of secrecy, 
ndi Cipher dot adds an additional level of difficulty to 
ly investigation of your character. If she does some- 
tfimg stupid such as leave her business card at the scene 
d 8 cnme or get photographed holding a gun to the Ger- 
ma Ambassador's head, her Cipher rating may suFfer, 

Anybody can dig into your past 
with a minimum of effort. 
You've got a couple of well- hid- 
den secrets. 

There is a certain amount ot un- 
certainty about your past. 
A mystery wrapped in an enigma, 
four own mother has b look twice. 
"Who was that masked man?" 
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Contacts 

7eaA, f think Iknow a guy who knows a guy who 
on help wl" 


Your character has associates who know things, can 
supply things or can get things done. The exact nature oF 
their capabilities depends on what you can talk the Sto- 
ryteller into, but these people are not allies. An ally sticks 
with your character out of a close sense oF personal re- 
sponsibility. Contacts are people who associate with your 
character out of a sense of self-interest. The guy your 
character pulled out oF a trench in the Great War is an 
ally. The crooked cop your character slips a double- saw- 
buck in exchange for the latest precinct gossip is a con- 
tact. This Background doesn't ensure that your 
character's "friend* will help him: You'll have to negoti- 
ate and roleplay through that. But it does get your char- 
acter in the door 

There are major contacts and minor ones, A con- 
tact is major if your character sees her often and she has 
a lot of information and resources at her fingertips. A 
minor contact has a narrower focus and may know your 
character only casually (perhaps through a major con- 
tact or by reputation). Major contacts can be reached 
easily, but getting in touch with a minor contact often 
requires a roll (Bureaucracy, Etiquette or Savvy), 

x No useful contacts; you have to 

do your own leg work. 

■ 0 ne major contact t and a cou pi e 

minor ones. 

• • Two major contacts, each in a du" - 

Ferent field, and three to \ ive mi- 
nor ones. 
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Followers 


Three major contacts spanning 
several social milieus, and quite a 
Few minor ones as well. 
Four major contacts — possibly 
more than one in a given area — 
and a large number of minor ones. 
Five major contacts, and scads of 
minor ones all over the world. 


14 We ha ve them on the run no w s my loyal comrades. 
After them!" 

Followers are people who obey your character s 
orders, for whatever reason. If your characters a busi- 
nessman, they might be his loyal employees, IF your char- 
acter is in the Navy, they're the sailors under his com- 
mand. Or they might simply be a group of people who 
admire, respect and wish to aid your character in his en- 
deavors. Thats not to say they're blindly obedient (un- 
less you specify that your character's Followers are brain- 
washed zombies or something). They 1 re ordinary people; 
if treated callously, they'll likely become disillusioned. 
Take care to work out your characters Followers with 
the Storyteller, since the Storyteller portrays them. 

Followers generally aren't the most skilled people 
in the world — if they were, they'd have Followers of 
their own. Each follower generally has one particular as- 
set or talent but not the widespread access or abilities oF 
an ally or contact A follower is considered an extra (see 
p, 244); sample templates, starting on page 244, have 
ready-made Follower types. A Follower cannot be In- 
spired; such a character must be purchased as an ally. 
Followers killed in the line oF duty are not automatically 
pep laced New mm ions are acquired through roleplaying. 

None; you haven't inspired any 
one to rally under your banner. 
Two Followers of average ability 
(equivalent to typical extras), or 
one who is exceptionally skilled, 
h ive average followers, or a smaller 
number of more capable lackeys 
10 ordinary followers, or fewer 
who are better. 

18 Followers, or a lesser number 
of improved minions, 

normal Followers, or a smaller 
number and more elite retinue. 
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Gadget 

"This was my father s sword, md bis father's be- 
fore him..." 

This Background represents a special device unique 
to your character or something that is simply not avail- 
able on the mass market. It could be anything From an 
antique samurai sword of legendary properties (''Its 
called "Oil Merchant 1 because oneoF the Emperor's body- 
guards once cut an oil merchant clean in half with it") to 


an invention decades ahead of the current techncbp 
curve. A gadget may also be an existing mac/iine on* 
cealed or altered in some way — a machine^ W< 
case, a boat capable of short flights. These items *mw 
as lien's teeth , and you need a good explanation wtypr 
character has something so esoteric, experimeqli and 
or advanced. 

A gadget is likely to be the target of thieves a 
con men. In the proper circles, the item (wdpr 
character's mastery oF it) is nigh -legendary, wLf* 
characters enemies will go to considerable lengths li 
separate him from it. Yet, it will always return 'J In 
somehow, and it will never Fail him when he needs 1 1! 
your character's gadget is ever separated from ho,* 
incidence returns it by the end of the story (recownqf 
may even be the story's Focus) A gadget cannot be & 
stroyed except in the most extreme circumstance* or t* 
killing its owner 

IF your character is of a mystical bent — ami nan, 
who have gadgets are t even if their superstitions taoft 
forms — he should take "proper care * of his gadget f# 
i ng to "appease the spirit oF the sword" ortoperfcrtnr#jr 
lar maintenance on the pistol may result in atetnporryioi 
oF the gadget's benefits until he makes amends. 

To assist in creating gadgets, the diFFerentbd 
refer to equivalent capabilities described in ChapterFi* 
Super-Science. (An Advanced gadget cannot haw nn 
options than are allowed under the relevant supers 
ence category. Assume an Innovative gadget has a (kf 
pool equal to the characters appropriate TraiLrwitw 
charges equal to the character's starting Inspiration scarr 
plus one, is usable only by the character, adds we toe 
soak and/or structural levels for durability tests and hi 
an "unlimited" warranty. See p. 183 for more detak) 

The Storyteller has the final say on the Batman! 
cost of the gadget you want. This Background nu^ 
taken more than once For multiple gadgets 


None; your gear is standard frtsi 
The item might have a repLSrtm 
recognized within a certain «&■ 
culture or may assist you nper> 
Forming a given task In sups- 
science terms t it js an 
ment with up to three options 
The item is Fairly unique or nub- 
bly modified, perhaps with 
noteworthy reputation, b up* 
science terms, it is an Advarct- 
ment with up to Five options. 
An impressive item with capaci- 
ties beyond the norm, liHy 
a widespread reputation b acer- 
science terms, it is an AoWeiw 
with up to seven options or inno- 
vation that duplicates the efe h 
level one Knack- 





An extremely rare and powerf ul 
item probably recognized by a 
majority of the world's popula- 
tion. In super- science terms, it is 
an Advancement with up to nine 
options or an Innovation that du- 
plicates one level two Knack or 
two level one Knacks- 
The item is rare and powerful be- 
yond comparison, with a reputa- 
tion that overshadows that oF its 
owner In tnper- science terms, it 

is an Advancement with up to 15 
options or an Innovation that du- 
plicates one level three Knack, 
two level two Knacks or three 
level one Knacks Alternatively, it 
has some other unique and very 
significant capabilities. 

Influence 

*A few wards m the right ears and ! m sure we can 
*cA fas out to everyone *s satisfaction. " 

Instead of concrete authority — with its limits, its 
dar definitions and its threats of enforcement — your 
ckxter can apply a certain amount of discretionary 
Vpd pressure. He's not the general who can send in the 
traps, he's the ambassador who explains things to the 
mnrftor. if the general is disinclined to act, then to 
the admiral or the head of Foreign Intelligence or...) ln- 
ibence tets your character mold how people think and 
taiibcRit certain issues. This need not be a high -profile 
Air: that's Reputation, below Many influential people 
n not terribly well known in public circles — but their 
power is Felt where it counts The source of this influ- 
ence could be political or social or even religious. In any 
mi, when your character talks, people pay attention 
i None; you Ye nobody special as 

far as anyone knows. 
• "Oh, there's no need for you to 

wait in line, Madame," Your ce- 
lebrity is mainly local. 
You Ye a regional or state influ- 
ence, such as a mayor or news- 
paper editor. 

"Can 1 have your autograph?" In 
your area oF expertise, you're in- 
ternationally renowned. Alter- 
nately, you have a broader influ- 
ence in a smaller area. 
Everyone in. the country knows 
your rrafrre, /f your face. 
Your opinions have broad inter- 
national power 
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Menagerie 


u AkW Urtel! Tome!" 


Your character is the proud owner of one or more 
unusually able and totally loyal animal companions. In- 
cluded with this Background are the Facilities needed to 
tend to the characters furry (or feathered or scaly) 
friends. For instance, if your character has a flock of car- 
rier pigeons, he also has rooftop cages for them Dogs 
have kennels, horses have stables, and so Forth. 

When your characters dealing with animals from his 
menagerie, you never have to make Animal Handling rolls 
to convince them to do what your character wants Rolls 
for riding in dangerous or tricky situations may still be re- 
quired: The animal wants to obey, but your character s skill 
may not be up to snuff. At the Storyteller's discretion, this 
Background may be used to call wild animals to perform 
the characters bidding for the scene. 

x None: you may have a pet but all 

it does is eat, sleep and crap 
(tl louc/i not necessaniy p that order). 

• One special animal (such as a 

highly trained attack falcon), or 
a small number of regular animals 
(such as a pack of a half-dozen 
hunting dogs) 

• * Two exceptional animals (say, a 

horse like Trigger and a dog like 
Lassie), or a herd or flock of a 
dozen lesser pets. 
Three impressive beasts, or a 
huge number (30 or so) of ordi- 
nary animals. 

Four magniFicent, intelligent and 
highly trained creatures (possibly 
a rare beast such as a gorilla or 
dolphin), or a ranch of up to 100 
normal ones. 

• • * • • pjy^ antmal companions, a veritable 

zoo of regular beasts, orarare, pow- 
erf J and totally unique ammal Inspired 
in some \ ashion, (*Ladies and gentle- 
men.,, the eighth wonder of the 
world... King KongT) 

Mentor 

"Thank you, Master. Your insight ss as idummatmg 
as the rays of the morning sun. " 

Your character has someone looking out for her, guid- 
ing her along her path and providing protection, training 
and the benefits of experience The mentor's reasons for 
offering these benefits may be obvious and noble ("Hes 
my daddy f") or less of both ( L *He's just this mysterious man 
who shows up with advice when 1 dial this code — way too 
many numbers — into the phone and trill like a bind'*). 
Whatever motivates fWrp> your mentor & apowetfd Jvpure 
who can do a lot for your character. 

Although you determine the mentor s basic concept and 
relationship with your character, the Storyteller handles all 
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aspects of the mentor s capabilities. Unlike a contact or al(y T 
there's no question of this being a meeting of equals: The men- 
tor considers h irtisdf your superior and probably has some good 
justification. Even if you start out Following the same philoso- 
phy, there may eventually be 3 test oF your character s loyalty 
— possibly even leading to a schism. The relationship between 
a mentor and student is a complex one and can provide a yeat 
deal oF intensive roleplaying. 

x None; you haven't caught anyone's 

attenticfl,oryauhav , enTt Found a 
patron worthy of your attention. 
■ Your benefactor is probably a 

great deal like you, only more ex- 
perienced and better connected. 

• ■ Your mentor has impress ive back- 

ing and ability. 
»•* Thepereonsuppcrtrigyouhas 

exceed ngly broad and deep c orn 
nections and a great deal oF ex- 
perience when it comes bo using them. 

• * ■ ■ It seems like your patron is ev- 

erywhere and knows everybody- 

• * • * • Whoever your mentor is, shes a 

major player on the international scene. 

Nemesis 

"You?? I should have known you were behind this!** 

Your character s got an enemy, and his history with 
her goes v/ay, way back. He'd like to put one between her 
eyes. She'd like to craft a goblet From his skull Each has a 
burning, driving urge to stymie, confound and destroy the 
other, They may not want to actually kill one another (though 
its likely), but nothing short of the others* total destruc- 
tion will do. A nemesis must be an individual person (though 
she may employ any number of lackeys to cause your char- 
acter grief). This is not like hating the Kv Klux Klan or some 
other abstract organ! ration. It s personal. 

Having an enemy who hates your character's guts 
doesrf t seem like an advantage at First blush, but there are 
several ancillary benefits, not the least of which is the sense 
of purpose she gives to your character s life. IF she has other 
enemies, they 1 re your characters friends {at least nomi- 
nally J. And if your characters nemesis is a known villain, 
being known as her enemy is probably good For his reputa- 
tion. For these purposes, your characters rating in Nem- 
esis acts as a Reputation, specific to the rivalry itself. 

Such aspects certainly make For a more exciting story, 
but this Background also offers a rules benefit, When your 
character knows For certain (assuming doesn't count} that 
his nemesis is behind the plot in which he finds himself t roll 
his rating in this Background. Each success provides your 
character with a point oF temporary Inspiration, up to his 
total capacity. Discovering the nemesis" inFluence should 
beachaflenge, perhaps theresuft of multiple games' worth 
oF adventuring. Uncovering the knowledge should be as 
dramatic as encountering the nemesis face to face. Of 


course, your character s enemy can do the exact sartsthq 
in response to any plans he makes against her... 

x You don't know anyone wfo re- 

ally burns your oiL yet 

• Rivals : Few know of your tate 

squabbles. 

■ • Antagonists: Yoir strng^rntekr 

entertaining stones (toodvenj 

• • * Enemies: Yctr battfe&^ramarA 

• ■ • ■ HatedFoesrl^oryarepcsfrj 

are known far and wide 

• • * • ■ Archenemies: Your conflict rstht 

stuff oF legend. 

Reputation 

"Jumpin 'Jiminy! D/ow know who thattsT 
Charismatic (and terrifying) figures have begun bast 
the spotlight on the world stage h the early 20th eentuy. )k 
rrotoriety is reflected in die F^^tationbadgwri A ra- 
tion can be positive or negative. Ruis the Yellow may be to* 

thinoughout Braiil as the most cowwdy tWire , whfcoriln 

few souls inTTieHagiiekrKwof tberr^ 

Dread Alabaster. Further, the reputation could be acaratar 

spurious. Ruis the Yellow may indeed be willing bo drfcch hs-as- 

horts at the First time of trouble, while; in truth. "Bread Atifr 

ter" is an urban f iction concocted by a trio tfborBdim§S)f 

stLsdents. 

A reputation's truth matters little compared in fb 
impact on those who know of it. You add the Repttoi 
rating to Intimidation attempts and may evert spjfyitb 
other appropriate social situations. Unlike Influerct 
Reputation conveys no actual authority Further, ic ohr 
acts as a magnet — reporters appear to snap fit 
character s photo when hes trying to follow mm, 
martial artists keep jumping your character t& see if to 
really the master he claims to be; most women yourthr* 
aeter meets are instantly repulsed, having heard of is 
bizarre sexual conquests. Reputation may be tinmen 
than once For different forms of renown 

x You have yet to make 3 nm 

yourselF 

• YouVe wel I known in a snri n 

(small town, big-city neighbor- 
hood, narrow subclone} 

• • Your name is bandied about p 

larger circles (sizable metrcpok 
notable subculture). 

• • • Everyone in the region knows d 

your legend (statesman iota, 
cultural group). 
Tales of your exploits have spue 
across the land (a corttuwiti* 
jot cultural group). 
Your legend has preceded vw 
even to the far comers of ita 
Earth (everywhere but the met 
Godforsaken hinterlands) 


* * ■ * 
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ces 

"Mm r5 jig object!" 

ha die most versatile Backgrounds, Resources rep- 
iddi_pLre and simple (or. it you prefer, wealth, dirty 
Joqtad) A character with no Resources isn't com- 
fcatjfcbrt even one Resource dot provides a signifi- 
MMbn'sUstyle Those with high Resources may 
teiMflxra, uncut diamonds or good old cashola — in 
tauaoutai it takes to get around. See page 24? for 
Mai isng teaurtes to buy things. 

You get three hots and a cot From 
somewhere and can scrape to- 
gether some change to hit the 
town maybe once a month. 
You ve got the money for a de- 
cent dwelling and can afford rea- 
sonable transportation — iF 
you Ye in the US or a major Euro- 
pean city + you may even own a car. 
» You probably have a decent car 

to go with your house and snappy 
wardrobe, 

You lack little in the way of com- 
fort and can afford a Few luxury 
items such as a large sailboat or a 
big diamond necklace. 
In addition to your primary resi 
dence, you probably have a 
lakefront chateau, hunting cabin 
or ski lodge. To get between 
them, you have your choice of 
cars and possibly a private plane. 
You are a bona- fide millionaire, 
capable of buying just about any 
thing that catches your eye. En- 
joy your jewels, minks, cham- 
pagne and fine art. 

Ifttam* to my humble abode. " 
lust is a Gadget represents a unique machine or 
pswv Sanctum represents a unique beat ion This 
u&inuld be an Antarctic "Meditation Mansion/ 1 a 
p» aland, an underground headquarters, a secret 
rift - whatever In any event, it belongs to your char- 
ttr. be and dear. Your characters rating in this Back- 
end frtenrnnes how exotic her sanctum is, how use- 
Bit b to her and how difficult it is for her enemies or 
««iy the curious to discover and infiltrate it. The Sanc- 
Wi Kor? provides your character's lair with a Cipher 
unequal level against any attempts to discover its 
and location This Background may be taken 
ten wee for multiple sanctums. 

No secret lair, but at least your 
place is clean, right? 
' A place that's either particularly 


• * 


• # * * 


pleasant or unusually secure. A 
series of three secret rooms un- 
der your basement, for instance. 
Something nice and secure but 
not really lavish, A remote 
mountain top dacha, for exarnple. 
A more secure site or one with 
particular advantages, such as a 
cave whose mist provides visions 
of the past, 

A secure, advantageous site, such 
as a secret silver mine in the 
middle of a desert oasis that can 
only be reached safely by air 
« * + • # Very secure, and very advanta- 

geous: An uncharted island inhab- 
ited by amazons who revere you 
as their goddess -queen. 

Background Enhancements 

Inspired characters have access to a unique set of 
advantages called Background enhancements. You can 
purchase an enhancement iF your character has hve points 
in Hie appropriate Background, effectively raising the 
Background to six points — and pushing the Background 
into realms of which others can only dream. Not all Back- 
grounds can be enhanced, though the Storyteller may 
allow new ones as appropriate, Not as strictly regulated 
as normal Backgrounds, you must engage your Storyteller 
when defining the nature of your character "s enhanced 
Background. One Storyteller may be comfortable letting 
your character Legions enhancement give him thousands 
or soldiers, while another might limit him to only 100: It 
depends on what sort of game she wants to run and what 
sorts of challenges your character is going to encounter- 
After all, if your character can simply use his In Charge 
status to solve every problem, the story will be a dull one. 
The enhancements are listed below, with the requisite 
Background for each noted in brackets. 

Artifact (Gadget) 

ISerfoM The ultimate achievement ofscientifk genius! " 

This enhancement reflects ownership of a sigml i- 
cantly powerful super -science apparatus The Inspired 
machine is something of truly stupendous proportions. 
The possibilities are great indeed, with the restrictions 
mainly being common sense and the scope of the series 
the Storyteller wants to run. As a general rule, an inven- 
tion of this scale may duplicate the effects of any Knacks 
that total the Background s level of six — so it could 
have six level one Knacks, three level two Knacks, two 
level three Knacks or any combination thereof. Instead, 
the invention might provide up to five Advancement op- 
tions per dot in the Background You can combine Knack 
effects and Advancement options any way you like as long 
as the respective points don't exceed the total Back- 
ground rating — so the invention might have one level 
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three Knack effect and 1 5 Advancement options. You tart 
create capabilities not explicitly described in thts book, 
but the Storyteller has final approval on everything 

Such an amazing item is sure to be sought after by 
any number of agencies, and its construction* deploy- 
ment, maintenance and defense could well be the focus 
of an entire series. You may buy this more than once for 
separate Five- dot Gadgets. 

Enigma (Cipher) 

" Who I am is not Important " 
Your character covers his tracks so well that even his 
friends can't be certain who he is. Any attempt to learn a 
secret about your character that he wants hidden fails. Pe- 
riod Don't even bother rolling. The only exception is if the 
Storyteller judges that your character was very careless 
with that secret. Suppose your characters secret is that 
"Millionaire Kip Kerby and the mysterious vigilante Jet Jus- 
tice are actually the same person!" No one will make the 
connection unless your character does something stupid 
like run around with his face uncovered as Jet Justice. Even 
then, a ruse as simple as wearing glasses m his Kip Kerby 
persona can baffle the most astute of observers. 

Furthermore, since your character no longer really 
needs his five Cipher dots, you can distribute them among 
his inends, allies, contacts, favored cousins and so forth, 
simply by taking steps to tonteaf or confuse the evidence 
trail between them and whatever secret your character is 
concealing. This must be roleplayed out, but you can allo- 
cate some Cipher dots to help disguise your character s side^ 
kick Ffying Fairness, some to his fiancee to keep her un- 
kidnaped and so forth. These dots cannot be redistributed 
once allocated and remain in place until someone pierces 
the mystery; only then do they return to your character. 

In Charge [Backing) 

T am the taw here. " 

Your character doesn't just have authority in an 
organization — she is the authority for the organiza- 
tion. Having a character who's Pope or a Four- star gen- 
eral in the US Army is probably beyond the scope of most 
Adventure series (though you never know). With this 
enhancement, it is quite plausible to be the ruler oF a small 
nation, the ultimate mastermind behind a global con- 
spiracy or the leader of a fledgling religious cult. 

Being In Charge is similar, though not quite the same, 
as having Followers or Influence. Your character wields sig- 
nificant influence if she's in direct contact with underlings, 
but more often, she is an impersonal Figure who rules from 
a distance. Her orders are carried through proper chan- 
nels and trickle down to the individual priests/soldiers/em- 
ployees, who may choose to ignore or alter them. (Also, it 
would be extremely irregular If a character In Charge of a 
business did not have at feast four dots m Resources.) 

Kingpin (Contacts) 

*Yes t / believe I know someone who can help you. In 
return, I ask a small Favor. An inconsequential task, truly, " 


Your character doesn't just curry favor witfi pm- 
lul individuals; he is the ultimate arbiter of Favor.Yftrdi- 
acter has many capable folks convinced (perhaps 'nfc 
lently) that it is desperately in their best interests tea* 
vide him with any Favor, information or advantage a 
He has dozens oF major contacts all around the glabra 
may, wjth the blessing oi the Storyteller, makeup 
on the spot). You never have to roll for your daradi i 
meet a minor contact, and he can consequently »db 
self of their expertise in just about any Field 

Yet, cooperation does not mean abject words ti 
one thing to have a contact fawn over your cbmfc 
take him to an expensive dinner and let hnn stay riv 
luxurious guest house. It's quite another to hit her upk 
a million dollar loan or ask her to commit munieratjv 
character s convenience. A Kingpin gets to his 
sition by knowing his limits, so rein rn your etthaw 
when your Storyteller sets them. 

Legions (Followers) 

' 'Send the first battalion around the vafley, andbtib 
third in reserve; J shall lead the second battalion cfcwnjnrf 
In addition to the followers provided by thf So- 
g round of the same name, your character also Kas i ^ 
number of other people who are willing to do whik 
says. This vague enhancement should be tailored to^ar 
character's circumstances. The most pertinent qasic 
is: Why are they Following your character' 7 Is hfpwflj 
them? {Better have some powerful Resources, or Irt* 
yet, the Wealth Beyond Avarice enhancement) Artfy 
loyal to his cause' 7 (You might want to buy sew Bid- 
ing.) Are they impressed by your character? paid 
phflosophy? (Then he better weff meet you're fes 
dards; nobody likes a hypocrite } 

Once you and your Storyteller understand ntyrfu 
character s legions are obedient, its important togrf* 
idea oF how many there are, how loyal they are and ik 
they 1 re capable of doing. There 15 a rougWy tnan^f 
relationship between these factors. If your charadtf i 
legions are fanatically loyal expert kil fens, bet id) tr 
have only 50. ]( they 1 re a bunch of normal peopk ,tr 
perhaps, a little more gullible than the norm] 4c n 
willing to do what your dia rac ter says & long as it teft 
get them in any trouble or require much effort «4 
then there coufd be thousandso\ them. As witfidlfaoV 
ground enhancements, talk it out with your Storylalf 
until you get something youVe both happy with 

Renown (Influence) 

'7 II be sure to pass your opinion dkng to 
den t at our luncheon nex t week. Wha t s that fa 
hoping you would see things my way.** 

Someone with Five dots of Influence is aineadyn- 
spected on a global scale in her area oF expertise fvw 
is higher than that When your character speaAsafcaf* 
specfalty. it's almost impossible to gainsay her worft k 
influential person can debate with the top r^inds n thv 


Sit For someone with renown, there is no debate. Any- 
» wHo disagrees is probably going to wind up scratching 
ktadand prrvatefy reconsidering his beliefs 

While the effects of renown are less potent outside a 
fecAed area, they still provide immense clout. Even it" your 
jfcacter 5 reri own is in the area oF art history, her reputa- 
tnvi a great mind of the l?20s is so hnm that people will 
Aou^tfJy consider her opinions about military strategy, 
■peering, global politics, economics — or anything else 
d*on speak on kncwledoeabry. 

Sanctum Sanctorum [Sanctum) 

*I?ie greatest sultan 's palace is but a hovel com- 
pnito the glorious majesty of my Citadel of Atlantis!" 

I your character has Five dots in Sanctum, she already 
wis a location that's secure and useful. A sanctum sanctorum 
tijke that's fngfitfully secure and remarkably useful. Its in- 
tktrik to nFdtration by any but the most immensely ca- 
pdebu^a-, and its defenses are sufficient to hold off the en- 
mfesarsArniy fora w^ek, if necessary. 

A sanctum sanctorum can be your chance to put 
anriiiing really over the top into the game. An aban- 
iawd fortress on top of the invisible ice cap that floats 
mmpaJ the Earth's atmosphere, complete with a thun- 
fatornt gun that tan be Focused on the lands beneath? 
W, why not 7 Feel like stealing a page From Mr. X and 
Wflgthat the architects oF Washington, D C built a 
«creL interconnecting labyrinth beneath the great build- 
up, streets and monuments? Sounds like a sanctum 
wdwum. A mysterious outpost on Mars that can be 
rated through one of six "Aethenal Transponders" hid- 
k along the Earth s equator? Go for it. 

IrMh Beyond Avarice (Resources) 

losetheaMxie, YourMajesty. I could l huy your whole 
arty 3 flbarf times over with my pocke t change. " 

W characters wealth is so staggering that she can 
jn^heep track of it. Its simplicity itself for her to ac- 
fijnyraffi-produced or common object. In game terms, 
itougfiyour character has an actual rating of Resources 
huA lliis enhancement , the score Functions as if it were 
ttacu"ce$ 8 when making purchases. So, your charac- 
•iMtyiutomatically buy any available gear you wish that 
to j cost of 7 or less. More expensive items may require 
tnp (months or possibly even years) — not because 
jar chracter can't afford them, but because they have to 
bsud« t£ order After all. not many zeppelins get built. 
Tfcptesxfeis that when your character s buying extremely 
apensw things such as custom yachts and buildings, she 
tMite^gn them to her own eccentric specifications. 

Td acquire or construct a unique device, vehicle or 
Wag — something that essentially counts as a gadget 
f iflndum — you lose dots off your Resources, perma- 
wbi bdi dot lost gives you eight experience points with 
Mi to buy only the Sanctum or Gadgets Background, 
Taste mean that the first point spent drops your char- 
tsrmsni an effective six Resources, Hs also possible to 


use Wealth Beyond Avarice to thwart the designs of some- 
one equally wealthy. Say your character and her millionaire 
rival get into a bidding war For the land containing the Val- 
ley oF Lost Ideas. The players of both characters take turns 
naming how many dots they're willing to spend; whoever s 
player is willing to spend more loses that number oF Re- 
sources dots — but gains the nights to the land and has 
enough wherewithal to fortify it significantly. The loser 
keeps his Resource dots — and thus is in a Fine position to 
scheme Further For the lost prize. 

Personality Traits 

Youreharacters Nature paints a picture oFhis per- 
sonality and general identity, but Willpower and Inspira- 
tion indicate how vivid that portrait is. Each Trait is rated 
on a scale of 1 to 10, instead of the standard I to 5, and 
has two tracks: the permanent score and the temporary 
pool lt*s like a gas tank: There's a difference between 
how much it can hold and how much its holding now 

When a Willpower or an Inspiration roll is called for, you 
roll dice equal to your character's permanent Trait rating. You 
do nor have bo spend Wiilpower or Inspiration to make the roll 
unless otherwise designated by the Storyteller Put another way: 
You roll permanent and spend temporary. 

Willpower 

Willpower measures the strength oFyour characters 
convictions. When his convictions (as defined by his Vir- 
tue) are confirmed, you add a point to the Willpower pool, 
up to the maximum number defined by your character's 
Willpower rating. In contrast, certain actions during the 
course oF play (including resisting the character's Vice) call 
for an expenditure of Willpower; thereby lowering the tem- 
porary pod. lis not uncommon for the Willpower pool to 
fluctuate a fair amount in a game, 

* Timid 

■ • Hesitant 

• ■ • Diffident 

• • * * Confident 

• •*** Assured 
** * • * * Certain 
******* Secure 

* * * * * * * • Determined 

* * * * • * * * • Iron-willed 

• « * « • ***** Unshakeable 

Using Willpower 

You can spend a Willpower point to achieve any oF 
the Following effects. Unless otherwise noted, you can 
only spend one Willpower point a turn, 

* Free success: Spending a Willpower point gives 
your character a free success on any action This is sepa- 
rate From any successes you roll, but you must state that 
you're spending Willpower before the roll 


w * 


I- 
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* Resist Instinct: If a snake surprises your charac- 
ter* his instinct is to jump away and yell. However, if its 
imperative that he remain stflf and quiet, his brain goes 
to war with his reflexes. Your Storyteller may require you 
to spend Willpower For your character to win that war. 

* Resist Temptation: IF presented with a situation 
that fits your characters Vice, you may have to spend 
Willpower for the character to resist her base urge. 

* Resist Mind Control; Mesmerists, mystics and 
people with mind- warping Z-wave technology may try 
to take over your character s mind Resisting such pow- 
ers may require spending a Willpower point. 

Compulsion 

A character who runs out oF Wifjpower can no 
longer resist the lures and snares oF his Nature s Vice, 
When you Ye tired, uncertain or Frustrated, your bad side 
Is more likely to reveal itselF. 

Regaining Willpower 

There are several ways to replenish a depleted 
Willpower pool. Temporary Willpower can never exceed 
your characters Willpower score. Further, the Storyteller 
is the Final arbiter of when and how your character re- 
gains Willpower. 

• Acting m accordance with your character s Virtue, 
(A character with the Leader Virtue nught order his troops 
to seize a machinegun nest so they can turn it on their en- 
emies. IF they succeed, the character gains Willpower be- 
cause his plan worked. Seizing it on his own wouldn't pro- 
vide Willpower because he didn't use leadership to get it.) 

» Gam one WrHpower point each day aFtera good niojits 
rest (this does not apply during downtime, see beJow), 

■ Gain one Willpower point during downtime (time 
that s fast- forwarded between meamngFul events). 

• Your character may receive a point (or more) 
For accomplishing some particular success. (Perhaps 
single-handedly capturing a machinegun nest is worth 
some Willpower after all.) 

• Your character get all her points back at the end of a 
story. Ibfe may be modif ied downward if the series ended on a 
sour note or if significant plot threads were left unresolved, 


Inspiration 


This Trait sets Inspired characters apart from ^or- 
dinary 7 people. A character's Inspiration measures his 
ability to channel Z- waves, perform super- science or 
create his own luck Like Willpower, Inspiration has both 
a permanent and a temporary value. A character s per- 
manent Inspiration is the number of dice he uses for all 
Inspiration rolis. His temporary Inspiration pool measures 
how in tune he currently is with the world around him 
and how much '"weird luck" — or "telluric energy," de- 
pending on how your character views his particular tal- 
ents — he has left. A character s temporary Inspiration 
pool may exceed his permanent score. 


Inspiration has several different i unctions. «n 
oF which may not be accessible to all Inspired chap- 
ters. Non- Inspired characters have no Inspiration Tut 
and get none oF these advantages. 

Inspiration Facets 

Inspired characters exhibit three distinct i 
which they soar above the human norm: spontaneity, cot- 
temp I atjon and destruction These are reflected in the In- 
spiration Trait's three Facets 1 . Intuitive, Reftecbweatd 
structive. Each facet is rated on a stale of one to \m\ 
and gives the character a particular set of bonuses n car* 
tain situations. The manner in which a characters lnspn- 
tion is distributed among the Facets also reflects the way n 
which he is most likely to operate in a crisis. Facets « 
secondary functions oF the primary Inspiration Trait Thfy 
do not have temporary pools, only permanent ratings 

During the Final stage of character creation, jou 
allocate a number of points equal to the character's per- 
manent Inspiration among the three Facets. Bydffm- 
tion t a characters total Inspiration facets are always eqd 
to his permanent Inspiration Trait. Every time thedv- 
acter gains a point of permanent Inspiration, you add* 
point to a facet of your choice If through somemischm 
the character loses a point of Inspiration, he abo loses i 
point in his highest facet. 

Intuitive Inspiration 

The Intuitive facet measures a character's capac- 
ity to subconsciously manipulate fate or consciously mt 
surprising mental leaps. Characters with a high IntufiM 
facet tend to leap before they took; they're doers, not 
planners Such individuals are spontaneous, dynamic wi 
eFFervescent. A character with one or more dot* m 
Intuitive facet gains the Following advantages: 

• Enhanced Initiative: Intuitive characters assess stfr 
tions and react to them stgnmcantly faster than other inckfldb- 
ab can. An Inspired character gains a permanent bonus tab 
Initiative score equal to his Inturtrve Facet rating. 

* Fast Thinker: An Intuitive character isn't just fast 
on his Feet, he s Fast on his wits. You may spend an Inspira- 
tion point to add a number of dice equal to the character* 
Intuitive Facet score to the dice pool For arty fine rnflita 
involves an instant mental reaction. Examples mdude re- 
covering f rom surprise in combat, faking the right arrsw 
on a radio quiz show, guessing whtch wire to cut when d» 
bombs timer has five seconds left T improvising your rert 
line when you've just Forgotten your entire script or fa- 
talking a guard Inappropriate situations in which you art- 
not use this advantage include attack rolls in combat, M» 
ing the right answer on a two- hour *ssay test, pe&inj 
which wire to cut when the bombs timer has five heui 
left, improvising an entire script the night before the she* 
or brainwashing a prisoner. 

Reflective Inspiration 

The Reflective Facet is a rough measurcmciit of i 


characters capacity for superhuman introspection, pa- 
tience or extended focused ef Fort Characters with a high 
({effective facet are calm, contemplative and reliable, the 
steady and rational backbones of a group, Reflective Inspi- 
ration deal? with extended projects and the attainment o\ 
long- term goals. A character with one or more dots in his 
Reflective facet gatns the following advantages: 

* I Can Wait A highly Reflective character has a 
tuperhuman degree of patience. You may add the 
characters Reflective Facet score to the dice pool For 
any Endurance, Resistance, Willpower or other appro- 
priate roll that involves waiting For something to happen 
ot to end. This includes resisting torture or pain, lying 
unnwvmg in ambush for hours on end, riding out the ef- 
forts of a hallucinogen or maintaining a cool head when 
everyone else is fleeing in a blind panic. 

* Good Things Come . A character who concen- 
trates on his Inspiration s Reflective facet is best suited 
to extended endeavors. You may spend an Inspiration 
point to add the characters Reflective facet rating in dice 
to the dice pool for any one roll that deals with an ex- 
tended ef Fort This need not be an extended roll; it may 
also be a single roll that resolves the success oF several 
hours of intellectual or social work. Examples include 
negotiating with union organizers, performing an autopsy 
or developing new super -science. 

Destructive Inspiration 

While the Intuitive and Reflective facets relate to 
doing things, the Destructive Facet Focuses on undoing 
(flings. Destructive characters aren't necessarily malicious 
or evrl, but they are more inclined to break things down 
than to build them up. Characters with strong Destruc- 
tive facets are direct and unsubtle, though they can be 
remarkably cunning when pursuing their destructive ends. 
A character with one or more dots in his Destructive Facet 
gams the Following advantages: 

* Things Fall Apart: When the character hits things, 
they tend to break exceptionally thoroughly. Once per 
game, you may add the character s Destructive facet 
score as automatic damage successes on any one attack 

* The Center Does Nol Hoi J: Destructive ch arac- 
tersane exceptionally adept at destabilizing people and 
concepts as well as objects. If the character is attempting 
to destroy a non-physical thing, you may spend an Inspira- 
tion point to add the character's Destructive facet rating to 
any one dice pod related to that task. Examples include 
mdung a marriage, destroying a political opponents pro- 
fessional reputation, overthrowing a small third- world gov- 
ernment or disproving a theory of electromagnet ism. 

Using Inspiration 

You can spend temporary Inspiration on any oF the 
following eFFects Unless otherwise noted, you can only 
spend one Inspiration point a turn. (Mote that Inspired 
t\km abide by the very same rules, except that they 
benefit from performing villainous deeds Go figure.) 


* Activate Knack: Many psychic and dynamic 
Knacks require you to spend an Inspiration point to acti- 
vate them. This doesn't count toward the one- point- per- 
turn restriction noted above, although only one Knack 
may be triggered with Inspiration each turn See specific 
Knack descriptions in Chapter four. 

* Dramatic Editing: You can spend multiple Inspi- 
ration points to assert significant changes to the existing 
scene. This system is covered in detail in Chapter Six, 
starting on page Yti. 

* Cuf (hanger: Characters in Adventure must use 
their ingenuity to escape certain death every so often, 
just like the heroes of old adventure serials did in days 
gone by. A cliFfhanger is a specially arranged, climactic 
use of dramatic editing (see p. r?5). 

* Recharge Invention: Innovative inventions draw 
upon stored telluric energy to function A character can 
be hooked up to a siphoning device that converts the 
characters raw Inspiration to energy charges the inven- 
tion can use. See Chapter Five For details, 

* Sheer Heroism: Once each scene, you can spend 
an Inspiration point to double your character's dice pool 
For a single action! This applies only to one task, even if 
your character performs multiple maneuvers in a turn. 
This can obviously come in quite handy, but its a sure- 
fire way to use up Inspiration points if you're not careful. 

* Intuition: Luck is always on the hero s side in pulp 
stones. By spending an inspiration, you can ask the Sto- 
ryteller for a useful hint or to point you in the best direc- 
tion for the story. This isn't character precognition, nor 
is it just * maybe you don't want your character to open 
that door." The Storyteller gives you essential informa- 
tion that helps motivate your character to move the story 
along. She might provide the essential cjue needed to dis- 
cover a murderers identity, suggest a line oF reasoning 
that reveals the enemy's plan or srniply point out that 
you've been chasing a red herring and that the heart of 
the story is back at the lab. 

Regaining Inspiration 

Inspiration is an extremely useful, yet ra re co-mmod - 
ity. Each player should be careful about spending it too 
Freely, or he'll Find his character out of Inspiration when he 
needs it most? Conversely, one of the best ways to gain more 
Inspiration is by wisely spending the points you already have. 
"Wisely'' is the key.' Spending an Inspiration point on an 
exciting maneuver that adds to the game and furthers the 
story is a good way to get a return on your investment; 
blowing an Inspiration point every time your character at- 
tacks two-bit thugs is a good way to waste Inspiration. 

A character begins every story (but not every game 
session) with his temporary Inspiration pool topped ofF 
(equal to his permanent Inspiration). A character may end 
a story with a temporary pool higher than his permanent 
score. Although there's nothing wrong with that, per se, 
the Storyteller may not be making the story dramatic 
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enough. Adventure is a game of high excitement and amaz- 
ing action, aFter all! 

The ways a character may regain Inspiration are 
described below. As stated previously, a characters In- 
spiration pool may exceed his permanent Inspiration rat- 
ing, (As with spending Inspiration, Inspired villains Fol- 
low the same essential rules described here, regaining 
Inspiration For performing villainous acts instead of he- 
roic efforts. It's only fair, right?) 

* Work Hard, Play Hard: An Inspired character 
regains one point of temporary Inspiration by spending 
two consecutive days on rest and leisure activities. If the 
character is under enforced rest, such as a hospital stay 
or an ocean voyage, but can t indulge in his preFerred 
recreation, regaining each Inspiration point takes Five 
days. The character s relaxation must be appropriate to 
his established personality, preferences and habits. A mil- 
lionaire playboy regains Inspiration by partying with all 
his energy, but an ascetic priest regains Inspiration 
through meditation and reading scriptures. This method 
may be used only to recover Inspiration points up to the 
character's permanent score. 

* Wild Success: If you roll at least Five extra suc- 
cesses beyond an action's difficulty but cpin no benefit 
from such an amazing result — say getting an incredible 
result when picking a lock, seducing someone, corning up 
with a lie — the character receives a point of Inspira- 
tion This does not apply to combat situations, super- 
science R&D. Knack use or Sheer Heroism (see above). 

* Inner Peace: Inspiration isn't necessarily tied to 
Willpower, but the two are related in the sense that both 
of them reflect parts of the character's Fundamental na- 


ture. IF the character would regain a Willpower pome hi 
already has his maximum amount of temporary Willpower, 
he acquires an Inspiration point instead. 

* Heroic Entertainment When it comes down tot, 
Adventure is a game. As such, its meant to be entertains 
Accordingly, if the player spends Inspiration for an action 
that is appropriately heroic For the character andboidti 
someone besides the character himself — anything Frora 
dramatic editing to activating a Knack — the tharadjr 
does not lose any of the Inspiration spent and even gains a 
single additional point! This may not happen more than :rce 
per game session for any given character The Stwytehr 
should maintain a reasonably stringent definition of "ap- 
propriately heroic 71 and may deny the benefit if a player 
has clearly calculated his character's efforts solely to 
scrounge up more Inspiration. 

* Inspiring Acts: This is similar to Heroic Enter- 
tainment, but specifically does not involve spending In* 
spiration. Instead, the Storyteller may reward the dw* 
acter with one point of Inspiration if she feels the char* 
acter did something that was especially appropriate to 
the characters primary Inspiration Facet — a highly en- 
tertaining bit of social interaction with a rival, an aw 
ing piece of un- Inspired athletics or something sirdar A 
character should get this prize no more than once pr 
game session and should not be rewarded for the same 
kind of action from one game to the next (This prevents 
the player from trying the same routine over and to 
scrounge points rather than to make the story ncherj 
As with Heroic Entertainment, the Storyteller feitis 
what deserves this benefit and should be fair and cms- 
tent in handing it out. 
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Mmy adventurers have preternatural advantages 
■rhrimmdafie counterparts. These are often minor 
annriifeal talents, impossible to quantify or even to 
dwrr » inydiing but luck. Yet, some adventurers dis- 
pjfira knowledge or physical mutations so powerful 
arbms as to make them objects oF study in their own 
i^Arftenforers commonly refer to such amazing cap a- 
siwe "Xnacks 

Ufe a diameter's other Traits — from her skills to 
tcner Inspiration — Knacks are simply an- 
ttnponent of who she is. They are not meant to re- 
and ingenu ity, but to accentuate them when 
i. So. while Knacks can come in handy, a char- 
not rely overmuch on them to get her out of 
iptfe Its worth noting that 5ome Inspired have no 
id (see Chapter Eight for examples). 
rV^ame purposes, Knacks are divided into three 
herotc, psychic And dynamic Knacks are only 
b inspired characters — mere mortals cannot 
such gifts. An Inspired characters access 
h based on the path to heroism (or villainy...} 
she his chosen: Daredevils may purchase heroic 
■dtmesfriensts can develop psychic Knacks, and stal- 
dynamic Knacks. 
A! Knacks run on Inspiration. Heroic Knacks simply 
that trie character be Inspired, while many psychic 
dwntc Knacks cost Inspiration to use, Use of most 
a roll; if this is the case, the Knacks inch- 
describe the mechanics For that roll, 
page 1Z2 For Knack costs at character creation 
P)tl25ff>r costs during gam ep I ay 

nifesting Knacks 

Hie same Knack can manifest i n many d i Ff erent ways, 
on how an individual character sees herself. As 
ftfcnies are concerned, a sorcerer who calls on the 
JD'wdre and flings bolts of screaming green flame 
telwds is doing the same thing as a highly disci- 
pciysKGt who ignites flammable materials by excit- 
rckules via the exertion oF his own will. They're 
the psychic Knack caffed Flame Conjuration, In 
« far as the scjence of telluric energy is concerned, 
tarfftcts register virtually identically — both give 
readings on a Z-wave image resonator. Still, to 
observers, each individual creates a wildly differ- 
■<ned When describing a characters Knacks, remem- 


ber that there are many paths to the same result. Pick one 
that Fib the character s unique style 

Heroic Knacks 

These talents are the subtlest of the three types of 
Inspired powers, for their effects are neither obvious nor 
quantifiable. Instead, they take the form oF incredible dis- 
plays ol skill or uncanny coincidences. Heroic Knacks don't 
even require an Inspiration expenditure to use. They are 
narrowly focused, usually applicable only in one given situ- 
ation — but in that situation, the character is a wodd- 
class specialist who even mesmerists and stalwarts may not 
rival They might more appropriately be considered brief 
instances of dramatic editing (as described on p. 173). 

A/most aff heroic Knacks require certain Trait mini- 
rnums to purchase They Ye specialized effects, after all, 
that center on one particular feat or situation. It doesn't 
make much sense for a TO -pound weakling to have Fists 
of Stone, nor should a stammering nincompoop be a Mas- 
ter of Dissimulation. If the character s score in a prereq- 
uisite ever falls below the minimum (whether a$ a result 
oF age, injury, disease or the effects of other Knacks), 
the character loses that Knack s benefits until she can 
rafse the afFected Trait back to its minimum level 

Daredevils are the only Inspired who may use he- 
roic Knacks, Each heroic Knack costs two transforma- 
tion points if bought during character creation or 10 ex- 
perience points if purchased during the course of play. 

Narrating Heroic Knacks 

The single most important point to remember when he- 
roic Knacks come into play is that they ore ^superpowers 
They aren't powers at all, actually - - daredevils, by def inition, 
don't manipulate Z-waves, They're ordinary men and women 
who haw special edges that make thOTherc^ Herok Knacks 
are (Jiose edges, expressions of sheer courage and dauntless- 
ness that set heroes apart from the masses. 

Accordingly, heroic Knacks require a bit of deli- 
cate handling during the course of play Unlike the Flashier 
psychic and dynamic Knacks, heroic Knacks rarely have 
any outwardly visible signs. Their manifestations are co- 
incidental — the average individual, upon observing the 
effects oF a heroic Knack, will always write it off as "that's 
just the way he is." "that s just his luck" or "he's just that 
good." For instance, no one s ever attributed James 
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Bond's superhuman calm to psychic powers — it's an 
accepted part of who and what the character is. Heroic 
Knacks should receive similar treatment. Remember, the 
characters are heroes (or, at a bare mini mum, a nti he- 
roes), and heroes always stand out. 

Complete Privacy 

"The deal's set Well meet at — w Vrooom! Honk! 
Honk! 4 * — night See you then." 

No one s ever caught you talking about something you 
shouldn't be discussing. No matter how hard someone tries to 
listen, there's always a convenient string quartet or a loud ddry- 
ery truck nearby. Your hair or hat always seems to block die line 
oF sight over your shoulder, or your hand conveniently shields 
your notepad. You've never been caught in a bedroom you 
shouldn't be in, and the coppers have the devil s own time Fol- 
lowing you in traffic This Knack ts particularly subtle, as it doesn't 
do anything to affect your own actions FUther, it interferes 
with other people s attempts to listen in on your conversations 
or pry into your writing. Its nearly impossible to monitor you 
without being blatantly obvious 

System: Al] attempts to eavesdrop on the character, 
read her lips, tap her phone line, read over her shoulder or 
otherwise subtly monitor her personal actions automati- 
cally fail without the use of an Inspired power. Attempts to 
shadow or tail her are at +2 diFf iculty, This Knack provides 
no deFense against obvious, direct scrutiny, such as a news 
camera, nor does it keep people From breaking into her 
hotel room and searching her luggage Its only good against 
covert attempts at invading her privacy — listeners who 
don t want to be seen listening and the like. 

P re re quisite: The character must have at least two 
dots in each of the Stealth and Subterfuge Abilities or 
have Cipher 3 to gain this degree of secretiveness. 

Death Defiance 

"But., but... I saw you die!" 

Your cohorts have seen your plane explode in midair. 
They've heard your screams as you've toppled off a 20-story 
building They Ve watched you Fall in the spray of a score of 
Tomrny guns. Yet, no matter how many times you've Faced cer- 
tain death, you've resurfaced — rent bent, but very much alive. 

System: When using dramatic editing, the character's 
player may spend Willpower points in addition to or in- 
stead of Inspiration in any situation that will likely result in 
the characters death. The only limitation is that the char- 
acter is apparently dead For at least one scene — perhaps 
his Friends see his car shoot off a cliff, only to find him 
hours later, sooty but alive- Perhaps they watch him drown, 
only to learn that he washed ashore on the Phantom Isle 
and is still breathing (for the moment, anyway). 

Prerequisite: The character must have a minimum 
Willpower of 8, Defying death takes grit. 

Dramatic Entrance 

"Whoa; get a load of her!" 

You've just got it You may not know quite what if 



& but everyone else sure does! Whether its your stun- 
f features, your gleaming smile, your distinctive mode 
& dress or your aura oF palpable menace, something 
mate people stop and take notice of you when they First 
«you This reaction isn't a sustained one — the nov- 
of your presence soon wears oJF — but if you're 
you can milk it For quite a bit while you've got 
your new acquaintances sandbagged. 

System: The player gains three bonus dice on all 
il rolls against any given individual during the entire 
jcate of their First meeting (in person only — radio ap- 
pearances and photographs don't count). This Knack has 
ik effect during subsequent encounters — only during 
the initial acquaintanceship (one hour maximum). Any 
[hesoria roll dealing with a first impression or a dra- 
stic entrance count as ordinary Failures. 

On the downside, the character is at +f difficulty 
it my attempt to remain inconspicuous in any situat ion 
where more than half the observers haven't seen her 
before Tins includes most crowd scenes. 

Prerequisite: No daredevil with lower than Appear- 
ance 3 can have a Dramatic Entrance, You Ve got to have 
irnie raw material to work with. 

Eagle Eyes 

Too see that, about three kilometers past that rock 
mth the nick out of the top 7 Oh, never mind. " 

Whenever you Ve traveling, you constantly irritate 
^companions pointing out things they can't see. Your 
eyesight <s second to none. This uncanny visual acuity 
even allows you some degree of perception in weather 
conditions that leave most people blind to anything more 
to frve feet in front of them 

System The character gains two addftiortal dice on 
rolls related to long-range or precise visual percep- 
All difficulty penalties imposed on any vision-re- 
rdl by poor visibility (darkness, fog t smoke) are 
ed by two All difficulty penalties For loncj- range 
xb with ranged weapons are halved, rounding down. 
Prerequisite: Hie blind cannot lead the blind; a char- 
acter must have Percept ton 3 or better to have Eagle Eyes. 

Enhanced Impact 

Wha-pow! CRASH! 

Jtfit like in the pulps.your attacks drive voir victims stag- 
gmg beck several meters in pain and shock This can: be a 
laid advantage by opening the rar^ between)^ and a clos- 
wjopponent or a fatal attack in its own right rf you can strike at 
(it proper angle to dive your enemy into something harmful 
ffawver you use it, it sure looks impressive. 

System: A character may purchase this Knack sepa- 
rably for each of the FoJ lowing Abilities: Archery, Brawl, 
Freanns, Martial Arts and Melee. When the daredevil 
makes a successful attack against another character while 
using an Ability for which she has Enhanced Impact, the 
victim is hurled one meter in the direction of the attack 


for every health level oF damage the daredevil inflicts. 
This impact does no additional damage, though it can 
propel the target into a hazardous or fatal situation 
(through a campfire, off a cliff, into a vat of acid). An 
Inspired target may spend a point of Inspiration to ne- 
gate the effects of this feat on him for the scene. 

Prerequisite: In each Ability for which a character has 
Enhanced Impact, she must have a min imum score of three dots. 

Fists of Stone 

"Brass knuckles? Who needs em?" 

Your gnarled, knobby hams have probably seen 
more than their f ai r sh are of oth er Folks" j awbones You've 
got a grip like a vise, and you tend to leave dents when 
you knock on doors. Why bother with tricks such as a 
roll of quarters or brass knuckles? Your collection of scars 
and calluses works just fine for you. 

System: The characters bare- handed attacks in- 
flict a base (Strength + 3) dice of bashing damage. His 
Might dice pool rs considered two points higher For any 
roll dealing solely with the power of his grip. His hands 
never suffer minor mishaps (scraped knuckles, sprained 
wrists), though they're not all that pretty, and he prob- 
ably doesn*t play piano. Finally, he receives no damage 
from punching anything less sturdy than solid metal 

Prerequisite: A daredevil must have Strength 3 or 
better to have Fists of Stone. 

Forgettable 

"Who was that guy?" 

Its not that you don't make a good impression, just 
that no one ever seems to remember it once you're gone. 
They may be able to recall everything you did or said with 
perfect clarity, but your name, your Face and the sound of 
your vOFce consistently escape memory, Even photographs 
oFyou tend to be blurry or faded. This Knack is invaluable 
iFyou don t want your actions to come back to haunt you, 
but it also makes it hard to get a second date, 

System: The character is just what this Knack s 
name implies: Forgettable, The Knack has Few mechani- 
cal benefits, but the Storyteller should strive to ensure 
that only the character s most extreme impressions have 
any lasting effect on witnesses' memories. Note that this 
does not apply to the current scene the character is in. 
The character suffers no penalty to Social rolls involving 
direct interaction. Only after he leaves the immediate area 
do people begin to forget her. 

While the daredevil s closest associates and family 
members aren't likely to forget him, pretty much every- 
one else will. Any casual acquaintance or witness attempt- 
ing to recall the character's name or face after he's left 
the immediate scene must succeed in a cross-matched 
(Intelligence + Awareness) roll with a difficulty penalty 
determined by the character's Intuitive Inspiration facet 
(see chart). Photographers suffer equal penalties when 
trying to capture clear images of the subject. 
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Intuitive facet Penalty 

CM +1 
2-3 +2 

4 +3 

5 +4 

Prerequisite; A character may have no dots in the 
Reputation Background and be Forgettable. This restric- 
tion is permanent. If the character somehow finds her- 
self in a situation where he might otherwise gain a repu- 
tation, the Storyteller should allow the player to trade 
the unusable dots for Allies, Contacts or Resources on a 
one- for -one basis. This represents specific people, 
rather than the general public, remembering him. 

Gaclgeteer 

"ffey. hand me that whatchamacaffit and get ready 
to push the button on the doohickey when / give you the 
go-aheadf n 

You have no problem using even the most complex 
devices. Intuition and a good deal of mechanical sense 
give you the uncanny ability to operate any piece of ma- 
chinery you encounter You may not always know exactly 
what you're messing with, but you know how to make it 
do.,, well, whatever its supposed to do. 

Plus, you Ye no slouch when it comes to making im- 
provements to standard technology. Coming up with tech- 
nological breakthroughs is as easy as Falling off a log — 
and given a couple minutes you could Figure out a way to 
improve on that too. 


System: The character can operate anynito^ 
simple device (five or Fewer controls) within Seconal 
seeing it. Complex machinery requires a Fewmifuai 
inspection. Gadgeteer does not grant (amiliantyrtfrfc 
principles behind the device, just an operator 1 ? htm- 
ity with the controls and settings Any addition* Aft 
requirements required to operate the devKeriJflfc 
but otherwise the character Faces no difficulties ii* 
unskilled operation. An ordinary biplane phimMk 
lost on the flight deck oF Doctor Zorbo s BehemAxm 
air- dreadnought, but a Gadgeteer can use her Pis io 
pool {or default to Wits) normally. 

If the character has Ability mastery mEngti* 
ing, Medicine or Science, as approprrate, theJ(n*c*.*i 
adds her Intuitive facet in bonus dicetordatednwnk 
and development rolls For designing inventions y$ i 
177). The bonus appl ies even if the character a Mr i 
research assistant. You must purchase the Knack wt 
ratefy For each relevant Ability mastery. 

Prerequisites: The character must have iirwornw 
dots in Intelligence and Wits and a minimum Inspirftr : 

Indomitable Will 

"Mesmerism ? Hypnosis ? Telepathic m\d<m 
powers From the Hollow Earth? Ha!* 

You laugh at feeble attempts to invade yor Art i 
if they were but the wheedling of children Indeed, ytt*} 
even be completely unaware of the effects of sudipomn 
should they be used upon you. Whether you re ncftift 
disciplined or sjmply thick-skulled, most parancn^i- 
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cenpts to influence your mrnd fail — and even those of 
ansideraJj/e strength meet significant resistance. 

Sphm: All mundane attempts to hypnotize or brain- 
wash the character require three times as long and three 
tnw5 3srnany successes as normal. Any Knacks that di- 
■Ktly invade, the mind, whether for the purposes of prob- 
ng, communication, alteration or outright attack, operate 
t +1 diff rculty. Indomitable Will does not affect Knacks 
dat create illusions affecting the character's perceptions, 
onfy d*ose which actually touch her thought processes. 

Unfortunately, the daredevil cannot turn off this 
(duck Telepathic contact from tnendly minds meets with 
tiiB resistance just like an unwelcome invasion does. Also, 
i character with Indomitable Will provides no benefit to a 
TCsmenstwith the Scientific Prodigy Knack (see p. 164). 

Prerequisite' The Faint of heart are easily swayed. 
Only a daredevil of the sturdiest mental constitution 
(WJpower 8+) may have Indomitable Will. 

Instant Expert 

w f saw a guy do this once in Brisbane,.. . " 

You have the uncanny ability to recall any single 
fat/of Ye seen performed — once. This Knack doesn't 
do* you to repeat the deed with any degree oF consis- 
tency, but it may allow you to reach for an Inspired level 
d performance in a field you normally know nothing 
jbout at a moment when nothing less than the world's 
best effort wrfl suffice. 

System: The player spends a Willpower point. For 
w physical task (though it may be a lengthy physical 
itfwn, such as surgery), the character gams a number of 
dots equal to her Intuitive facet in a single Ability in which 
she possesses zero dots. This Knack may only produce 
this effect for any given Ability once per game session 

Prerequisite: The character must have at least three 
dots m Wits in order to be an Instant Expert. 

Jack of All Tongues 

"if /usf so happens that I teamed this obscure dia- 
kct ofFarst during my last year in university — right 
frrcwplet.ng an dependent study in Ctntonese. " 

You re 3 refugee from the Tower of Babd, or so it would 
seem to anyone who speaks to you. While other students were 
draggling wih one Foreigi tongue, you were struggling with 
jar sd»ofs limited selection of language courses. Some pro- 
tescrsconsideryou a freak of nature, while others just want to 
tet- 'fou along on their next Congo expedition 

System: The character knows double the normal num- 
ber qF languages i or her Linguistics score and pays half the 
normal expenence cost to learn new languages. When 
ipeaking. she displays no Foreign accent — her pronun- 
ciation and idioms are perfect for the local culture. IF the 
character has no dots in Linguistics, she knows two extra 
languages At the Storytellers discretion, the character may 
decipher a completely new language or scnpt with a Lin- 
ics roll fli +2 difficulty no translator needed 


iisite: The character must have at least three 
dots in Intelligence to be a jack oF All Tongues, 

Lie Detector 

"You ihtnk /m going to fall For that line? Try again, pal, 
and this time don't bother trying to put one over on me. " 

People simply can't lie to you. You may have a way oF 
looking at them that makes untruths freeze in their mouths, 
or your ears might bum whenever you hear a lie. However 
this Knack works for you., its nigh-im possible to pull a fast 
one on you — unless the liar's another Inspired individual.. . 

System: Non-Inspired characters suffer +2 diffi- 
culty to Subterfuge attempts when trying to lie to the 
daredevil. IF the liar has two or fewer dots in his Subter- 
fuge Ability, he simply cannot fool the character. While 
the daredevil may sense that a lie was just told, this Knack 
does not automatically reveal the truth to her. 

Inspired characters with dots in Subterfuge who try lying 
to the oaredevil may igiore this difficulty. Inspired characters 
with no dots in Subterfuge are treated like normal characters. 

Prerequisite; In order to detect lies to this degree, 
a daredevil must have a certain sensory acuity (Percep- 
tion 3 or better) 

Lightning Reflexes 

"Faster than a sinking snake? Yeah, maybe I heard 
that a ttme or two before " 

Your reaction times are Far (aster than the human norm, 
and you rarely, if ever, falter. While you're not capable of the 
bursts of blinding swiftness that some stalwarts display, your 
reflexes nonetheless operate at a steadily higher level than do 
those of most people. You habitually snatch insects out of the 
air. and ambushes never catch you Rat-footed 

Sy stern: Whenever the die For the character's ini- 
tiative roll comes up a I, 2, or 3, it counts as a 4. 

Prerequisite: Lightning Reflexes require a certain 
degree oF physical acuity (Dexterity 4 or better) or a 
corresponding degree of mental fleetness (Wits 4 or 
better). The character gams no additional beneFit for 
Fulfilling both prerequisites. 

Master of Dissimulation 

"'Snake-oil salesman '^How crude. I prefer 'confi- 
dence man. tn 

No one is more confident than you are. buddy Your 
binding webs of double-talk and immense vocabulary 
bamboozle even the most astute listener As long as there's 
no one present who can call you on your bluFFs, you can 
Fake nearly any sort of professional credentials, Just don't 
try to act on your professed knowledge — you may talk 
the talk, but you most likely can't walk the walk 

System: With a successful Subterfuge roll at stan- 
dard difficulty, the character becomes an instant author- 
ity on anything — as far as observers are concerned. 
She could claim to be a detective and gain admission to a 
crime scene by mumbling under her breath about the 
preservation of evidence or could infiltrate a hospital by 


masquerading as a doctor called in to consult on the 
dreaded Bennett- Mull ins Syndrome. As long as her de- 
ception remains within the realm of verbal misdirection, 
onty those observers whose Perception Attribute ratings 
exceed the daredevil's successes on the Subterfuge roll 
and who are experts in the field that she is discussing 
can tell that she's not what she appears. 

The character s duplicity & revealed iF she attempts to 
act on her purported knowiectge. She could infiltrate a hospitd 
by spouting pseudo- medical gibberish, and even most of the 
doctors there would accept her; but she would quickly be re- 
vealed as a fraud jI she tried to perform surgery Of course, if 
the character actually does have the Abilities required for her 
roll, there s no feasor i she can't back up her bluff! 

The thing that separates a Master of Dissimulation from 
an ordinary scam artist is her complete independence from 
physical guises ("I left my badge on my dresser, Johnnie,.."). 
This Knack functions regardless oF the characters appearance. 
E ven 1 1 she's just crawled out of the sewers, a straight posture 
and an irrooant tilt ol tlie chin will convince just about anyone 
that she's a h^gh-dass lawyer who was simply performing some 
"Field investigation " 

Prerequisite: Its not easy being this smooth, A 
daredevil must possess an ample measure oF both impro- 
visational skill (Wits 3+) and personal magnetism (Ma- 
nipulation 3+) to be a Master oF Dissimulation 

Navigation Hazard 

"Try and cut me off, will ya? Whoops! Who'da 
thought a Sentley would flip just From hittm* a pothole?" 

You're not prone to accidents yourself, but it seems 
that every driver around you is. These accidents are con- 
Fined to mi nor fender- benders (which never seem to im- 
pede your travels) in normal trafFic, but true catastro- 
phes result whenever you Ye involved in high-speed ma- 
neuvers. Pursuing vehicles are Hung end -over-end by 
minor brushes with lampposts, and subjects you Ye try- 
ing to catch are hard-pressed to dodge the myriad pe- 
destrians, wagons and cattle in their paths. 

System; This Knack mjtk±hxis any tome 
a race, chase or combat in which she is not on her own two feet. 
The form of transportation doesn^t matter — the daredevil 
could be driving a car. flying a biplane, piloting a motorboat, 
pushing a scooter, riding a camel or clinging to the bad* oF a 
pterosaur The character must be steenng the transportation 
herself tor the Knack to runtboa 

Ir an opposing vehicle (or mount) receives collision 
damage or suffers a mishap (the driver fails a control roll) 
during the conflict, it loses an additional number of struc- 
tural levels equal to the daredevils Destructive facet (For 
mounts, the damage applies as automatic bashing health 
levels) This bonus also applies as a bashing damage effect 
to any people in the target vehicle (or on the target mount). 
This damage effect adds to any other bashing damage pas- 
sengers might already suFfer from the collision and may be 
resisted with soak normally 


A vehicle destroyed by this extra damage eupbdes 
in flames iF even the slightest quantity oF Flammable ira* 
terial is on board Passengers may roll Athletics at t2if* 
Ficulty or spend an Inspiration point to leap clear before 
the fire consumes them. This Knack does not applywhw 
a vehicle or mount takes damage From a weapon, unless 
it physically collided with the weapon in question Cm* 
non shells are not collision hazards in the usual sense 

Prerequisite: The character must have at leasts das 
in one transportatKHvrebted Ability (Animal Handing. Dnw 
or Pilot) and at least one dot in Destructive Inspiration 

One-Man Army 

"Three against one ? That am *t Fair. Why don 1 joo 
Find some more Friends First?" 

You're never outnumbered — you just have iarqer 
and larger target selections The more enemies you're fac- 
ing, the happier you are. In (act, you prefer situations*^ 
you re being assaulted by more than just a couple of oppo- 
nents. IF there's one of you and Five of them, chances re 
good that they II wind up doing some of the work for yd 

System: The character receives none oF the usual 
penalties for facing multiple opponents in dose combat 
Instead, she receives one bonus die on all dose combac 
maneuver rolls For every opponent past the first that sta 
Faces, to a maximum of +4 dice. In addition to this bonui 
each turn the daredevil faces four or more opponents 
directly in close combat she gains one additional dtim 
(see p. 201). This extra action can only be used for close- 
combat maneuvers and occurs at half the character's cur- 
rent Initiative score. Remember to adjust the total bo* 
nuses as the number of opponents change. 

Example: Kat Lee Faces Four of Boss VWegnrf s 
goons; three are intent on pounding him into a pulp wft 
brass knuckles, while the Fourth pulls a knife. KaUe de- 
cides to make an all-out attack on the kniFe- weWinc, pxn 
with his normal action and spltt his additional action topwb 
each oF the other three goons. The first action earns i/irif 
bonus dice from his three extra opponents. The pentif 
For splitting an action three ways normally reduces todce 
pool For his First punch by three dice, the second by far, 
and the third by Five, Kat Lee has three bonus dice far ite 
also, so his net penalties are only 0, - / and -2 

Kai Lee drops the kniFe- wielding mobster, feanij 
only three the next turn. He's down to two extra oppo- 
nents so he has only one action and two bonus diet Hf 
decides that the best deFense is still a good offense and 
elects to punch each oF them once. His multiple attack* 
split three ways For standard penalties of -3, -4W*5, 
which the bonus dice reduce to -2 and*}. 

Prerequisite: The character must have at least threedbb 
in one dose combat Ability (Brawl, Martial Arts or Melee). 

Perfect Poise 

"/ don 't mean to be rude, old boy, but f haw a 
appointment at three. Is your maniacal ranting about fa 
lovely death trap oF yours leading somewhere 7 " 


They never see you sweat. You Ye capable of remain- 
ngimitiled even in the tightest of situations If you gamble, 
mti the most savvy of opponents remarks on your poker 
ke You never panic at the threat of violence, nor in the 
bee of the most excruciating insults. You are the very 
epitome of "suave and debonair" never less than completely 
composed and in control of yourself Note that you aren't 
necessarily immune to surprise — you can be ambushed 
just as easily as the next person. YouVe simply better able 
to control your reactions than most ordinary Folks, 

System: The character is completely immune to panic 
dess its induced by other Inspired powers. She is com- 
pletfty incapable of displaying any sign of discomfort, shock 
orsurprise unless she chooses to. The daredevil gains two 
tausdicein staredowns (see p. \9?) and all Social rolls 
involving poise, grace or composure (Story teller s discre- 
tion) .She also receives one additional die in any gambling 
situation where a "poker face" is a factor- 
As a side effect of this Knack, the character is im- 
enune to mmcr embarrassing mishaps such as tripping, 
lulling her drink or getting splashed by a passing car. 
Also, her clothes almost never suffer damage or get sig- 
nificantly dirty outside of combat. If they do become 
rumpled or soiled, a brief brushing-off usually restores 
rjffifntonear-pnstine condition. 

Prerequisite: This Knack requires a high degree of 
setf-control or an exceptionally agile mind. The daredevil 
jwst have a minimum Willpower 7 or a minimum Wits 3. 

Resilient 

"Who needs hospitals? Just give me a couple of raw 
steaks and a btq glass of orange joke, and I II be fine. n 

You're up and around wh He the doctors are stl trying to 
decide how to break the news of your crippling injuries bo your 
nottof kin. You're not any less likely to be cnbcally injured, but 
yoii bounce back from even me gravest wounds or illnesses in a 
matter of days — as long as you survive them. 

System: The character heals all wounds as if they were 
m wound level less serious on the recovery chart This 
bonus applies if she is already enjoying imp roved rec overy 
lines due to skilled medical care — effectively healing at 
two levels better on the chart. Additionally, the daredevil 
yrc the minimum healing time for the Bruised health level. 

Prerequisite: Rapid healing requires a certain de- 
gree of physical hardiness. A Resilient character must 
has* a minimum of Stamina 3. 

Steely Gaze 

Tot really want to cross me ? You look dumb, but 
I didn't think you were that dumb. + 

It's said that the eyes are the windows to the soul. 
His may well be true in your case, for one glimpse of 
your blazing orbs convinces even the most hardened ob- 
r of your inner steel. Very few men can stand nose- 
to-rwse with you and not back down. Your cobra -I ike 
stare can even pin particularly weak-willed individuals in 
place as iF they were particularly appetizing field mice. 


System: The character automatically wins all 
stared owns (see p. 1??) against non-Inspired characters 
and gains two bonus dice against Inspired opponents. The 
daredevil may also temporarily stun a non-Inspired tar- 
get with the sheer force oF personality that his gaze con- 
tains. To do this, the character makes eye contact with 
the intended target (who must have a Willpower score 
lower than or equal to the daredevil's Charisma rating). 
The player rolls Intimidation at +1 difficulty. Success 
forces the subject to lose her next combat action (if in 
combat) or automatically fail her next opposed Social roll 
(if out of combat). A character may use this Knack against 
any one individual no more than twice per day. 

Prerequisite A daredevil must have a Chans ma 3 
or higher in order to possess a Steely Gaze. 

Trick Shot 

"William Tell? A piker! I couldWe had that apple 
sliced and peeled before it hit the ground!" 

While your usual marksmanship is nothing to sneer 
at, you truly shine when attempting the impossible. The 
more difficult the conditions under which you Ye shoot- 
ing, the more skilled you become. 

System: The character purchases this Knack sepa- 
rately for firearms, bows or thrown weapons. When per- 
forming a tricky maneuver while using a weapon for which 
she has Trick Shot, the character's difficulty penalties 
are halved (round down) for called shots, target size, high 
winds, target movement, character movement, unsure 
footing or virtually anything except wound penalties 
or poor visibility In addition, the character gatns a num- 
ber of bonus dice equal to the origins! difficulty penal- 
ties that were imposed? She may not gain more bonus 
dice through this Knack than she has dots in the Ability 
she is using to make the attack. 

Any extra successes that result From the Trick Shot 
are halved (round down) before applying them to the 
attack s damage effect. This reduction reflects the fact 
that the Knack's locus is on performing amazing shots 

Example: Annate fie Lee Newfiefd stands on the 
pttching deck of a ship in high seas as the SPAD comes in 
on a strafing run. She s been shot once and suffers a -I 
die wound penalty. She can't see the pilot, so Annabelle 
aims For the propeller. The pitching deck applies +2 dif- 
ficulty, a called shot to the propeller adds another +2 
difficulty, and the Storyteller feels the plane s moving 
fast enough that it f s worth another +2 difficulty to hit. 
Trick Shot halves this to a mere +3 difficulty and adds 
stx dice (equal to the initial difficulty) to her attack roll! 
Her final attack dice pool loses one die thanks to her 
wound penalty, however. Her player gets seven suc- 
cesses; after subtracting for the four successes needed 
to hit, she rounds the three remaining extra successes 
down to one and adds that to her pistols damage effect. 

Prerequisite: The character must have a minimum 
Firearms 3 to purchase this Knack for Firearms, Archery 



□lliJ;44J 


- 1 


3 For bows, and Athletics 3 For thrown weapons. At the 
Storyteller \ discretion, this Knack may also apply to 
close-combat attacks (requiring Melee 3 or higher). 

Universally Deadly 

u No f Vve never used a Chinese throwing star be- 
fore... "swwwTHUNK! 'Voesn^tseem to difficult, though * 

In your hands, any weapon is extremely deadly. You 
may never have seen a given weapon before, but you in- 
tuitively understand how to use it as soon as its in your 
hand. YouVe more a prodigy than a savant — your tal- 
ents are the product oF precise aim and an intuitive un- 
derstanding of range, weight and speed. 

System: The character gains one die to attack rolls 
with all weapons and reduces by one all wound penalties 
involving weapon use. The character is never penalized 
For using unfamiliar or erotic weapons. 

Prerequisite: The character must have at least Four 
dots of Firearms and Melee to take this Knack. 

Untouchable 

"That the best you can do? r * 

Through a combination ol indomitable courage, 
swift reflexes and uncanny luck, you can Face down gun- 
wielding maniacs with only your bare hands and have a 
better chance of surviving — and even winning — the 
Fight than your gun-toting companions. 

System: Whenever the character is in combat and is 
not armed with a firearm, all attacks made on him with 
ranged weapons suffer a difficulty penalty dependent on 
his Destructive Facet, as determined by the Following table 
This only applies if he began the combat without a Firearm 
on his person — no fair throwing down that Tommy gun 
once the Fight starts in order to gain these benefits! 

Destructive facet Penalty 

o-i *1 

2-3 +2 

4 +3 

5 +4 

Prerequisite: The character must be capable of a 
certain degree of rapid evasion in order to be 'Untouch- 
able 1 *; An Athletics or Martial Arts Ability score of 3 or 
better, as well as Dexterity 3 or better, is required. 

Wheelman (et al) 

"Whew! That was dose! Don't worry, we don't 
need all Four wheels to get away From these amateurs. H 

You were driving to the corner store before you 
could walk, or you were born with a stick in one hand and 
a throttle in the other, or you can guide a mount like its a 
part oF you. Whether you Ye a speed demon, a knight of 
the skies, a renowned skipper or a master horseman, you 
are virtually unassailable in any vehicle or on any mount 
that navigates your chosen medium. You can overcome 
any damage to the era Ft or mount short oF its total de- 
struction, assuming anyone can hit you at all. Even in the 
direst of circumstances, you can keep moving as iong as 


your conveyance is capable of motion — stonftfaf 
regarding latally injured daredevils who defied 
sell lo finish bfte last journey 

System: This Knack may be purchaser four de- 
ferent areas, though all use the same rules . AWhfci 
is a natural at controlling all land- based vehicles, a 
stormer is her airborne counterpart; a SeaDogst* 
tically inclined daredevil; a Trick Rider shares i mir 
relationship with living mounts. 

Whenever the character is c on trailing a Am 
which the Knack applies, us top speed increases}! 
percent For each dot oF Intuitive Inspiratwibatai 
living mount increases by 20 percent). The charxtari 
Intuitive facet also adds to the vehicle or mart's a* 
Maneuver score, giving the daredevil a potential^ brqr 
dree pool to perform amazing stunts. 

While the vehicle or mount is moving, all tin 
against it that the daredevil is aware of have thar ift 
culty raised by halF oF the daredevils Wits rating imrt 
down). Once the vehicle or mount is hit, the daredevtSata 
no dice pool penalties For damage to it. short of tem 
destruction. IF she herselF is in control and recewsrjiflB 
that drop her below the Crippled health lever f/ncW^ta 
that would otherwise kill her instantly), lhechsrxtff » 
tinues to Function as iF she were only CnppWuittfiti* 
hide or mount is destroyed or stops moving 

Prerequisite: This Knack must be purchased «t 
rately for each relevant Ability, in which thecharxttrni 
have three or more dots (Animal Handling for TnoiSik 
Drive For Wheelman. Pilot with an aircraft speedy* 
Barnstormer. Pilot with a wafcercratt specialty to-Salty 

Psychic Knacks 

Psychic Knacks are the domain of tfottfapi 
individuals commonly known as mesmensis ftwjafc 
normal powers are applications of focused will ml k 
mainly within the realm of the mental However, m 
mesmerists are also capable oF truly spertadar pftr> 
cal manifestations, whether altering their own bote 
capabilities orafFectmg the world around tft«fli.Ma» : 
ists register as ethencally active on a Z-wavtimaqei^ 
nator, and some methods of divination can detente 
as well (though there's some debate as to wiwtlvc* 
rate divinatory talents are another psychic irante 
tion or something entirety different) . 

Psychic Knack Descriptions 

Theoreticians generally place psych* powtniiw 
of three categories, determined by the eatertt of thepMi 
measurable effects on the physical world or the vwtt 
equilibrium of test subjects. Level one psyche Knackm 
usually sensory in nature or have no diKemableapKt 
to inflict physical injury or psychological traumacnBy^ 
adult human. Level two Knacks have measurable ffwi 
mai^Festatic^s(temperatm,pre^^ 


iffiect a subject's mental processes enough for a psychia- 
trist to record a measurable behavtoral change Level three 
Knacks generally have the potential to cause lethal injury 
« permanent psychological changes. 

rfiee three classes are general rules of thumb, not 
unclad rules. Some potentially lethal physical powers 
have limiting Factors that place them in level two due to 
raked danger, and exceptionally strong sensory abili- 
ty may be rated as level two or even level three due to 
iter range, scope or invasive nature. In short, the three 
dbses are a mechanic For game balance that also has a 
convenient reflection in the world of Adventure. 

If purchased during character creation, a psychic 
Knack costs a number of transformation points equal to 
class. IF purchased with experience expenditure, a level 
one psychic Knack costs 8 experience points, a level two 
costs 12 points, and a level three is 16 points These pow- 
¥$ are not hierarchical; a character does not have to buy 
5 level one Knack before purchasing a level two power. 

Level One Psychic Knacks 

Brain Skimming 

"Dissembling doesn't become you, madam, I can 
read you tike an open book " 

You have some basic telepathic aptitude — perhaps 
enough to get yourself in trouble. While you can't in- 
sert false images or memories into your subjects' minds, 
you can read their surface thoughts, the al most- verbalized 
truths that bubble up From the depths oF consciousness. 
This isn't always an exact science, as your readings are of- 
ten colored by your own expectations or by the differences 
m the ways you and your subject perceive the world. Still, 
it's accurate enough that you can tell truth From lies or find 
out the answer to a question that your subject is actively 
tyng to avoid. This Knack doesn't usually implant knowl- 
edge directly into your mind unless you see your abilities as 
fat cut and dried. You may see the truth you seek in a 
Ifatrng vision, hear a ghostly whisper in your ear or taste 
your subject s lie on the back oF your tongue. 

System: The mesmerist must engage the subject in 
tonversation H and the discussion must at least tangen- 
tially touch on the subject about which the character 
wants to know. The player specifies the information For 
mdwch she wants to dredge and rolls Rapport. If the sub- 
ject is aware that the character is trying to get some- 
thing specific out of him (Storyteller's discretion or a 
contested Subterfuge roil), he may try to resist the ef- 
fort by thinking of other things (nursery rhymes, snatches 
of popular song, vulgarities directed at the mesmerist). 
The mesmerist "s attempt then becomes a resisted action 
against the subject s player, who rolls Willpower. Any 
accesses the defender gets subtracts From the 
character s ability to penetrate his mind. 

The degree of success required depends on how 
closely held the information is. If it's something that the 


subject has no particular feelings about or actively wants 
to reveal but can't, one success is enough. If its some- 
thing the subject wants to avoid discussing but isn't par- 
ticularly afraid of saying, two successes will retrieve ft. 
Emotionally sensitive topics or oath- bound secrets re- 
quire three successes. Things that the character actively 
Fears revealing require Four successes. IF the secret will 
get the subject killed or ruin his life iF it comes out, the 
player needs five successes, and the mesmerist had best 
be prepared to guard his newfound knowledge carefully. 
Failure reveals nothing useful, while a botch may give the 
mesmerist incorrect or contradictory details 

This Knack requires some degree of successful com- 
munication between the participants. Also, if the target 
knows nothing about what the mesmerist is digging for, no 
amount of successes will offer up useful information. 

Command Voice 

"Since Vm unarmed, perhaps you should all toss 
your firearms over here; even things out, don't you 
know, " 

Many drill sergeants believe tfie perfect soldier is one 
whose brain is not connected in the usual manner. Orders 
should enter his ears and move directly to his body without 
the intervention of his thought processes, When you put 
the full force of your mind behind your voice, you can 
achieve similar results with even the most thick-skulled or 
independent individuals. People leap to obey your orders 
without ever considenng what they Ye doing. 

System: The character issues a short verbal command 
to a maximum number of subjects equal to her Charisma 
dice pool. The command must take no more than three sec- 
onds (one action) to speak at normal speed, and it must be 
something that the average person could do in three sec- 
onds. Finally, any subjects must understand the language 
the mesmerist speaks (unless the character also has Per- 
fect Translation). The player spends an Inspiration point 
and rolls Command. Each subject who does not have more 
dots in Wits than the number of successes the player rolled 
must execute the command as hs next action, unless the 
command would obviously place him in direct danger of 
death or mutilation, Inspired characters may spend a Will- 
power point to avoid performing the action. 

Marked Man 

can run at he wants, FH find him when the time is nghi" 
With this Knack, you can "mark an individual or 
object. This mark gives you an innate sense of your 
subject's location relative to you, allowing you to track it 
anywhere in the world! Neither distance nor intervenn ig 
matter can block this sense. However, you must beware 
overconFidence — this Knack gives you absolutely no 
information on your subject s condition or surroundings. 

System: To "mark*" a character or item, the mesmerist 
must first touch it; the player spends an Inspiration point 
and rdls Navigation The character thereafter gains a com- 
plete sense of the marked individual or object's relative dis- 
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tance and direction From herself, which lasts for one week 
per success rolled, IF a living subject dies or an unliving one 
is destroyed, the link is broken. A character may simulta- 
neously maintain a maximum number of marks equal to her 
Reflective Inspiration Facet 

Perfect Translation 

"Actually. I believe he said Five hundred dollars. ' 

You have minor Facility with telepathy While you 
cannot probe another mind, you can touch the parts of 
consciousness that control communication. With suffi- 
cient concentration, you can understand the meanings 
and concepts behind virtually any Form of spoken or ges- 
ture- based communication. 

System: The character must be able to see or hear 
the subject without mechanical intervention — a radio 
broadcast or the like attenuates the thoughts behind the 
words too much for Perfect Translation to work. The player 
rolls Rapport; no Inspiration point expenditure is neces- 
sary. One success allows translation of basic concepts, three 
Facilitate fluent conversation, and five allow the mesmerist 
to understand even the most complex specialized ideas (as- 
suming she has the necessary background to comprehend 
internal medicine or astrophysics...}, 

Perfect Translation provides only the mesmerist with 
total understanding Still, while others cannot understand 
the characters words, she can convey general concepts 
through body language and snippets of her conversational 
partner s own words. Also, a mesmerist with this Knack 
may use any other powers that influence the mind against 
targets that would otherwise not understand her. 

Psychic Hand 

"With the proper focus. I should be able to pull 
down that ladder and give us a way out of here like... so/" 

You can exert low levels of raw telekinetic force. 
You do not have the control necessary for f ine manipula- 
tion and lack significant strength. Still, you can press, 
grasp or turn small objects with the power of your mind. 
In a similar vein, you can use the Psychic Hand to deflect 
attacksf The Psychic Hand is invisible unless you choose 
for it to become visible, in which case it appears as a 
ghostly shimmer in the air* 

System: Psychic Hand lasts For a number of turns 
equal to the successes gained From an Endurance roll. 
Alternately, the player may spend one Inspiration to ac- 
tivate the Knack For the scene. While in effect, the mes- 
merist can move it anywhere within a radius equal to 20 
meters per point oF the characters Inspiration. The player 
declares which application of Psychic Hand he wants each 
time he uses it; a manipulating "hand" or a protective 
shield. Only one may be active at any time. 

The "hand" can exert a maximum force of twice 
the character s Willpower in kilogram- meters per turn 
So, a character with Willpower 7 can exert 14 kilogram- 
meters per turn: moving a one- kilogram object 14 meters 
or a 7 -kilogram object two meters or so Forth. It grasps 


like a normal human hand encased in a mitten tab t 
capacity for fine manipulation. Likewise., it has nobr- 
age or speed to generate any sort oF attack If i s&z? 
demands resolution by the numbers, assume the rrpi 
Hand has one point each in Strength and Dexterity 

The shield spreads the psychic force into (tab- 
rier roughly one meter wide by two meters (at im 
Focused psychic force, it is not impenetrable, but it or 
slow or deflect attacks. This shield provide bashnjtf 
lethal soak equal to the mesmerist's Rtflectiwfiai 
can be placed between any attacker and defender wsr 
the Knacks effect range. Unlike normal soak(seep 209, 
if the shield reduces an attacks damage effect to si. 
the defender takes no damage! 

Example Doctor Zorbo s men have feoWDri (W 
power 6, Stamina 5, Reflective facet 4) away in a ed i3n 
decides to lift the pistol From the holster of ksntaf 
guard and bargain for his escape with bdkts Ik paa 
wesghs about one and a half kilogram, so Dirk 
up to eight meters in one turn (12 kibgram-tnetmfaU 
by A 5 kilograms). As his cell door is only hvemtimfat 
the guard, he can snatch the weapon m a simjfe turn 

Later in his escape, another guard pops up Ort 
throws the Psychic Hand between them. <pwgfw#fr 
tal 7/4 soak. The guard fires hts pistol, getting tfc& fa 
on the damage effect — and drops h\$ jaw m jvpns 
as his bullet ricochets off the very air- 

Scientific Prodigy 

"Gentlemen, I've just had an epiphan^T 
You plumb the depths of scientific theory, tav 
stantly pushing the boundaries. However, you don'lw* 
alone — indeed, you psychically draw upon the kno* 
edge and creativity of the colleagues and asststrtipi 
work with! Even individuals who have no formal s»- 
tific training may be of great benefit in such aidbt 
for you can draw on any related knowledge they imyhmi 
no matter how little they may be consciously awirt it 
Depending on your personal inclinations, you rnayorip 
not give your research team the credit it deserve* 
System: This Knack enhances the character's 
scientific ability (see p. 176 for complete rules) It does nd 
allow for directed sifting of others' thoughts or knmtedp, 
instead, it acts as a kind oF gestalt from which the mem 
ist draws her conclusions. The character receives one* 
ditional die to her research and development raHiorec 
assistant she has, up to a number equal to her Intelligence' 
Reflective facet. (The character may have more rata 
but this Knack gives her no further benefit from them) lb 
roll or Inspiration expenditure is needed 

Telluric Resonance 

"Hmmm. That fellow over there isn f t quilt wkk 

seems, rt 

Alt mesmerists are, by nature, attuned to Z-*rasto 
a certain extent. However, your affinity for this energy arc 
beyond that of most mesmerists You can sense the fkud 


energy through not only other individuals, but 
the very ether itself. This sensitivity allows you to 
stalwarts and other mesmerists with a fair degree 
rfimncy, as well as sense the use of more powerf u I psy- 
jfc id dy namic Knacks. You can also tell if a super- sci- 
I id it device relies on tellu nc energy manipulation to pro- 
teins effects. 

I Sptem: The player rolls Awareness: each success regis- 
m it* general location of one mesmerist or stalwart (Telluric 
Rtumce does not reveal daredevils) within 20 meters, start- 
ijntiiihe closest This Knack does not provide pinpoint ac- 
snty. but if the subjects aren't hidden, its easy to tell where 
tel-ABves are coning from. To determine if a grven device is 
fkwtive invention, the player rdls Engineering; one sue- 
•M pes a yes or no answer. 

If another character uses a dynamic or psychic 
Wi within a radius of 10 times the mesmerists lnspi- 
ita n meters, the Storyteller secretly makes an Aware- 
tsroll A difficulty may apply, dependent on the class 
to power used: standard For a level three Knack, +1 
fart level two Knack or +3 for a level one Knack, One 
KEKsgivft the direction and distance to the character 
•to used the power, as well as what level it is. Three 
warn allow the character to identify the power in 
Medietas prior experience with it 

refmal Manipulation 

'Wi Ywd think Antarrtkawould be colder^.. What?" 
W grasp of so-called psychokinetic techniques may 
nx be stiFficpenrt to ignite Fires or Freeze the air, but you 
an exert control over ambient temperature and even af- 
kt Fire to some degree. Temperatures are less threaten- 
njtoyou than ncrmal — the Sahara at high noon is merely 
plnsantiy balmy, while the coldest Russian winter regis- 
inisabrt nippy. With practice, you can even extinguish 
sua! fires or melt ice with the power of your mind. 

tyrim: Sirtce each end oF the temperature scale 
rwfiires a different mental Focus, the character can only 
ymrate Thermal Manipulation for one extreme at a time. 
Toirtivale the Knack for the scene, the player declares 
•n«ther she is protecting against heat or cold, then 
jpw&an Inspiration point and rolls Resistance, Each 
um adds one to the character's soak total against 
ttfcwof rnjury inflicted by that temperature extreme 
—including Tire- or ice- based attacks. A single success 
sufficient to immunize the character against casual ex- 
fnrwsaF temperature for up to 12 hours. 

To extinguish a fire, the character concentrates on 
ifatfie turn. The player rolls Willpower. Every two suc- 
ases reduce the fire's damage effect by one level {see 
%,"p 210). A fire whose damage eFFect drops below 
three is snuffed out entirely The fire may have a rnaxi- 
mnwfeisoF the character s Inspiration in meters. Melt- 
fljiceusas the same mechanic, with every two successes 
tamgone cubic meter s worth of ice to water. 


Level Two Psychic Knacks 

Brainstorm 

"You dare defy me? Fall be fore the very power of 
mymind!** 

One of the less common and more Feared telepathic 
Knacks, as a master of Brainstorm you are capable of 
nothing less than a direct mind -to- mind attack. Victims 
oF Brainstorm experience an instant of total violation, then 
an intense, stabbing agony in their heads as you hurt the 
Full Force of your will against them. Depending on the 
subject's ability to resist such effects, he may be slightly 
shaken or reduced to a gibbering wreck. Some victims of 
this power seek retribution upon recovery, as the expe- 
rience can be proFoundly unnerving 

System: The target must be within the mesmerist s 
line oF sight and within 10 times the mesmerist s Inspira- 
tion score in meters. The player spends an Inspiration 
point and makes a cross- matched (Manipulation + De- 
structive Facet) roll; the target resists with a Willpower 
roll. IF the mesmerist has intimate knowledge of the 
target's psychology (Storyteller's discretion, but casual 
acquaintance does not suFFice), the attacker gains three 
additional dice on his roll. For every net success the mes- 
merist has, the target loses one temporary Willpower 
point and cannot take any action save Fleeing for one sub- 
sequent turn, IF she is reduced to zero temporary Will- 
power, she Falls unconscious For (8 - Stamina rating) 
hours. If the mesmerist botches, the target is Forever 
immune to all further Brainstorm attacks from him 

Cloak of Dread 

f Thn't makefile angry. It would go very badly for you" 
There's something preternatu rally threatening 
about you, something you can focus to dramatic efFect 
on others. When you summon up the darkness that lies 
within your soul, you gain an aura oF palpable menace. 
Individuals of lesser prowess shrink from you in Fear as 
their lizard hindbra ins yammer about tigers in long black 
coats. Animals tend to Flee in terror or attack in des- 
peration, depending on their temperaments. 

System: The player spends an Inspiration point to 
activate Cloak of Dread For the scene. The character's 
Intimidation Ability score is doubled An i mats run from 
him in Fear unless they are already cornered or are starv- 
ing predators Due to a subliminal belief that any attack 
will be met with an instant and devastating reprisal, low- 
grade opponents (ordinary nameless thugs) go aFter tar- 
gets other than the character if possible; otherwise, they 
strike with their least damaging attacks (throwing a punch 
instead oF using a knife, say). 

Evil Eye 

"May your ancestors visit a curse upon your* 
This Knack is particularly difficult For psychic theo- 
reticians to document because many of its most powerful 
practitioners do not believe they're using psychic powers. 


You may see this Knack as a means of reducing a subject's 
basic selF- confidence, or you may believe that you have 
the power to place a curse on your victims! Whatever your 
personal beliefs, the effects of this power are the same 
When you use Evil Eye, you implant beliefs and commands 
into your target's subconscious mind that lessen the effi- 
ciency with which his brain and body operate. 

System To place a "hex" on a target, the mesmerist 
must look him in the eye and make some sort of sign — an 
arcane gesture, spitting in the subject s direction, or some 
similar act The player makes a cross-matched (Wits ■* De- 
structive Facet) roll; if the target is Inspired, the attacker 
must ako spend an Inspiration point At the Story tellers 
discretion, the player may gain an additional die if her char- 
acter also declares a suitably dramatic curse to the victim. 

Successes on the roll are split between the duration 
of the "hex" and its severity, as per the Following tables: 
Successes 

1 

2 
3 
4 

Successes 
1 


2 
3 


4 


Duration 

the rest of the scene 
eight hours 
one day 
one week 
one month 

Effects 

+1 difficulty to atl Wrl (power, 
Mental and Social rolls 
+1 difficulty to all rolls 
+2 difficulty to all rolls* the sub- 
ject loses one temporary Will- 
power point 

+2 difficulty to all rolls; the sub- 
ject loses two Willpower points 
+3 difficulty to all rolls; the sub- 
ject loses three Willpower points 


A character who loses temporary Willpower points 
cannot regain those points until the "hex's " duration ends. 
Subsequent attempts to give a character the Evil Eye have 
no effect until the first curse expires 

At the Storytellers discretion, the victim may end 
the curse before its natural expiration. Remember that 
the Evil Bye is actually a set of telepathic suggestions, so 
the problem is not mysticism — it is belief. Even the most 
rigidly scientific personalities are subject to these sug- 
gestions, so lack of behef in psych rc phenomena or magic 
is no defense against the initial "curse .** It may, however, 
be of aid in subsequent psychotherapy ... 

Example: Mister Saturday places a hex upon a 
troublesome adventurer Engaging the interloper in con- 
versation during a party, the houngan informs the poor 
fool that he's angered the spirits. Saturday calls down 
the wrath of the loa upon his subject Mister Saturday's 
player achieves a whopping six successes and decides to 
split these evenly between duration and effects The 
adventurer loses one Willpower and is at +2 difficulty to 
all his actions For the next 24 hours. 


and hand* 


Flame/Frost Conjuration 

"Ignite a fire with the power of your mimF 

This Knack covers two srmifar yet distinct 
derived from the power of the mind. Flame Cory 
lets you create Fire out of nothing, while Frost Conj 
tion enables you to freeze the very air These taler& 
referred to by layman's terms such as "Firestartinf 
"ice throwing" as well as more scientific labels such 
pyrokinesis and cryokinesis. 

Each option sees common use as a psychic 
though more mundane applications are pes* 
Pyrokinetics have been known to cook dinner or bat 
apartment with the power of their minds, wh 
cryokinetics sometimes condense water From the air 
reduce the humidity or create ice cubes. 

System: Hiis Knack must be purchased 
For each type of man testation, Fire or ice; each type 
also be used two different ways. Flame Conjuration can 
a small (hand- sized) area or hurl a fist-sized bal of 
Frost Conjuration can Freeze a small patch of an o 
surface or freeze the atr and project shards of icecrystak 
The mechanics for each work roughly the 
pyrokinetic application uses heat and Flame while the 
cryokinetic version manifests as flash-freezing. 

To torte an immediate extreme temperature 
the character affects a target between fingertip 
size at a range of up to 20 meters times her Perception 
rating. The player spends an Inspiration point and rofc 
Willpower, the eFf ect sustains itself a number of lurrceqd 
to the successes rolled. A fire ignited this way burns ol 
after the time passes, but Flammable materials it Kpitesn^ 
burn longer. An area Flash- Frozen becomes so frigid n 
brittle that it may shatter. Used this way, the Knack ta i 
three dice lethal damage effect plus one die for every two 
successes the player rolled. Materials affected take a little 
while to dissipate the thermal energy; substances sudi as 
metal or stone may be painfully hot or cold to the touch hi 
several minutes afterward. 

When used as a projectile attack, the player spendh 
an Inspiration point and rolls Awareness as a standard 
ranged attack roll, The attack has a range of 10 melerc 
times the character s Perception rating. Ithasa basedra 
dice lethal damage effect plus the mesmerists rattugi 
her Destructive Inspiration facet Victims may dodge thi 
attack as they would dodge any standard ranged attack. 
Whether a fireball or an ice blast, the attack travels m* 
straight line; neither psychic manipulation nor wind ego* 
d it ions can divert rts path. 

At the Storytellers discretion, the character can 
perform minor tncks (lighting a lady's cfgaretteorwamv 
rng dinner For Flame Conjuration; cooling a car's radiator 
or keeping ice cream from melting For Frost Con|uraEHjfi) 
without expending an Inspiration point In general, i 
something looks impressive but doesn't have any rmpact 
on the game beyond looking nifty, don + t require an Inspi- 
ration expenditure or a roll for it. 
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The Storyte I ler may also al low th is Knac k to be used 
the basis for electric a I generation This "psychic light- 
" would generate a spark of electricity (enough to 
start a car battery, perhaps) or emit a crackling 
ing bolt (damage as above). The Storyteller may 
jfeer certain aspects as he sees Fit. 

Hypnotic Presence 

Tou are falling under my spell... " 

With but the slightest effort of your will you can 
place most individuals into a light hypnotic trance. While 
so entranced, they are wholly susceptible to your will. 
toucan extract answers to even the most probing ques- 
tions or implant commands that your victims will never 
rtmnber until they find themselves carrying them out 

System: The character must make eye contact with 
thesAject and concentrate For a turn. The player spends 
au Inspiration point and rolls Rapport. IF she scores more 
successes than the victim has dots in Intelligence, the 
Jiypnosis attempt succeeds. The hypnotic trance lasts For 
10 minutes per point of the mesmerist's Inspiration. Dur- 
mgtfiK time, the subject must answer any questions posed 
bhnn with the literal truth as he knows it. 

To implant a command during the trance, the player 
dk Subterfuge Each successful command requires a 
number oF successes equal to the subject's Intelligence. 
A command may not directly violate the subjects selF- 
preservation instincts or basic moral code, but anything 
else 15 lair game. A mesmerist may implant a maximum 
fonber of commands equal to her own Willpower. These 


commands last For a number ot days equal to the 
mesmerist's Command dice pool, aFter whtch they Fade 

Inspirational Aura 

**Once more unto the breach!" 

You have discovered one oF the keys to maintaining 
the cohesion oF a group in the face oF even the most ex- 
treme crises. With this telepathic talent at your command, 
you can rein Force the psyches oFyour comrades and Fol- 
lowers, instilling them with a renewed sense oF purpose 
and a willingness to Follow your orders. A sense oF Tight- 
ness Fills the recipients, giving them the wherewithal to 
tackle with gusto Feats that might otherwise give them 
pause. Masters oF this Knack can convince their subor- 
dinates and allies to storm the very gates or Hell armed 
with nothing but buckets oF ice water. 

System: The player spends an Inspiration point and 
rolls Command. Any difficulties to actions drop by one 
For every two successes rolfed For the remainder of the 
scene (round down; three successes roiled would reduce 
any diFFiculty modifiers by one) This Knack affects each 
character working on the mesmerist "s side — but not 
the mesmerist himselF — up to a number equaling the 
mesmerist's Inspiration score. The benefit applies first 
to those closest to the mesmerist and can include player 
characters and Storyteller characters. 

The mesmerist doesn't beneFit From the difficulty 
reduction, but still gains from this Knack. For the rest of 
the scene, the character adds his Reflective Facet total to 
his Command dice pool when issuing orders to any charac- 
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ter who benefited from this Knack — as long as the or- 
ders are oF an appropriately heroic nature. The Storyteller 
has the final say in what is appropriately heroic. 

A character with Inspirational Aura may never gam 
the benefit of reduced difficulty through this Knack, ei- 
ther via her own use of it or through the Inspirational 
Aura of another character. 

Teledigitation 

"ft was horrifying! These... these ghostly hands ap- 
peared and plucked the necklace from about my throat! " 

Teledigitation is the Knack that most in Formed 
people think of when they hear the word "telekinesis" 
While you cannot exert a large amount of sheer teleki- 
netic Sorce, you caii peri orm highly intricate tine manipu- 
lations or even wield weapons! Essentially, Teledigitation 
gives you a pair of ^spectral hands" that are every bit as 
capable as your own physical ones. They can pick a lock, 
fire a gun, mix a drink or slap an unwanted suitor. The 
hands are invisible unless you choose to make them vis- 
ible, in which case they manifest as ghostly outlines or 
shimmering idealized images. 


Phantom Hands 

Teledigitation has a separate effect from 
Psychic Hand. As such, activating the two gives 
the character an enhanced eFFect, combining 
telekinetic Force with Finesse? Triggering both 
Knacks simultaneously costs one Inspiration 
point; the eFFect lasts for a number of turns 
equal to the character s Stamina + Wits. With 
both Knacks in effect, the character has a parr 
oF Phantom Hands with a Strength score equaf 
to her Intelligence, a Dexterity rating equal to 
her Reflective Facet and a maximum rate of 
movement equal to the character s Willpower 
in meters per turn, All other limitations apply 
as per the Teledigitation rules. 


System: The player spends an Inspiration point to 
activate Tefedigitatiofi For a number of turns equal to the 
character s Stamina + Wits, This power provides a pair 
oF ^spectral hands " that the character can use [ike a pair 
of normal hands, with a range equal to 10 times the 
character's Inspiration score in meters. The spectral 
hands can do anything that a norma/ parr of human hands 
can do, acting as if they had Strength I and a Dexterity 
score equal to the character's Reflective Facet + I. IF the 
"hands** hold physical objects, they can move at a maxi- 
mum speed equal to haff the character's walking speed 
The character can take actions with both the spectral 
hands and her physical body, but the normal penalties 
For multiple actions apply (see p 201). 


The hands provide the character withiie»j 
touch comparable to her own They have ncaciui^ 
cal substance; attacks pass harmlessly through theatW 
can act independently of one another, to the oienti 
a pair oF normal human hands possessed by a rtcn-i 
dextrous character can, but may move noma*! 
meters from each other 

At the Storyteller *s discretion, the chandvi 
perform minor telekinetic tricks (turret) light wftb 
on and oFF, Fetching drinks) without expending a* h9> 
ration point. In general, if something looks iraprmkt 
doesn't have any impacl on the game beyond tab^H 
don't require an Inspiration expenditure or a ral fori 

Level Three Psychic Knacks 

Cloud the Mind 

+ '/ could have sworn someone was rtafldng foi 
just a moment ago. 

As this power's name implies, you are able toddt 
your very presence From lesser individuals When thv 
minds are clouded, you are but a passrng breereantaWb 
of shadow, barely perceptible to all but the keenest-«i 
observers This Knack is telepathic by its basic nature— 
it only af Fects the perceptions oF living beings wbani 
rectly observe you. Mechanical sensors are unaifedHiaj 
photographs oF a scene will st ill reveal your fxaenci «to 
developed, even if no observer remembers you t*m 

System: The player spends an lmpiraLim port |r< 
activate this Knack, and the characters Stealth Ability nfr 
ing is doubled For the scene No casual observer xtra 
the character s presence or actions unless the roesnwt 
does something blatantly obvious or the observer taj 
higher Perception score than the number of succflsasiSi 
player rolled on Stealth, The Storyteller is always the U 
arbiter oF what is blatantly obvious, but a good gerenj 
guideline is "anything that directly and noisily affects dv 
observer or the surrounding scenery" (initiating todi 
always counts). Picking a lock isn't all that obvious thi 
done out oF direct sight, but kicking the door in 15 

A searcher who is actively seeking thtdtandv 
(or actively seeking "someone who shouUn"t be here,* 
in the case or an alert patrolling guard) may ral /tart- 
ness. IF he scores more successes than the player starri 
when activating this power, he pierces the Knack* «1 
of ignorance. The character may still use mundane iw& 
ods of disguise or camouflage in addition to this Km 
such efforts are resolved normally, 

Mindhammer 

"No phy&caf bamer can withstand fTjypsychamjf 
As a master of the most overtly powerful t£b> 
netic Knack, you command a talent that easily mak«* 
in sheer destructive potential what r I lacks in st&fcfo 
Mindhammer is fittfe more than a direct tetekmdK&k 
an invisible piston of force that can strike hard enough to 
splinter wood or shatter bone. 


System There's little room for improvisation with 
ttoDowen The mesmerist simply smacks her intended 
Hget with a telekinetic wallop The character must be 
itetoseeher target, which must be within a range equal 
to 20 meters times the mesmerist's Perception rating 
"^player spends an Inspiration point and makes a cross- 
Tjkned (Wits + Awareness) attack roll. Attempts to 
Sedge the strike are at +2 difficulty because the target 
mot see it coming. IF the attack hits, it has a base bash* 
eg damage effect equal to the mesmerist's Willpower 
rting; extra attack successes add to the damage effect 
wdly.The area of impact is a perfect circle approxi- 
rtdy the same size as the attacker s clenched fist. 

; :ychlc Control 

T?iese aren Y the refugees you're looking For. w 

This Knack is among the most Feared mesmerist 
powers Having the ability to twist another *s mind makes 
ethers rather nervous, so you're likely to find even close 
hends distancing themselves from you when they dis- 
:wr what you can do. Conversely, governments and pri- 
•tt groups alike may well take an unhealthy interest in 
p — a nation with a pet mind-controller has an im- 
portant new pawn in the game of global politics. 

System, The target must be within a range equal to 
'0 meters times the mesmerist's Perception score, and 
fci character must concentrate for a number of minutes 
tfnl to the successes needed (see below). The 
iwwnsts player spends an Inspiration point and a Will- 
?w pewit and rolls Command in a resisted action against 
to subject s player, who rolls Willpower. Any successes 
tedefender gets subtract from the mesmerists ability 
Salter his mind. The mesmerist may spend additional 
tapration For successes on a one -for- one basis. 

The degree of change to the target's memory de- 
pends on the final successes achieved. One success al- 
lows tad changes (he can't remember his home address, 
hi thinks the character has a diFferent name); three suc- 
cess applies major alterations (he Forgets where he 
■crks.hebeSteves he was married to a woman who never 
Minted): five successes creates extensive — even di- 
KSftms — changes (he forgets to breathe, he remem- 
k*i bang born in Atlantis Five centuries ago). 

T he mesmerist must decide her intended memory 
itantjon prior to the attempt: if she doesn't get enough 
accesses, the change has reduced intensity. The target 
my jfeolwy down** the intensity by spending one Will- 
sw point immediately after the resisted action, modi- 
iynj the alteration appropriately The Storyteller may 

the resisted roll himself to keep the resolution in 
doubt and has final say on suitable modifications to the 
arqnal intent. Psychic Control can also be used to re- 
ta* a subjects memories that were changed by some 
scheryse of this Knack (certain spies have been placed 
b deep caver using this very method). 


Example: Count Nil wants Ace Borgstrom to Forget 
he was ever engaged. The Storyteller says this requires 
three successes, hut after the resisted action the dastardly 
Count has only two successes. The Storyteller decides Ace 
knows he s engaged — hesjust not sure who it's to! 

Psychic Synergy 

"You know what to do f my loyal minions!" 

You can coordinate the actions of your underlings 
so well that they seem to share a single brain. Whether 
through singular leadership, telepathic communication or 
some sort o( hive consciousness, you can direct your Fol- 
lowers' behavior to lead to the most efficient outcome 

System: TTie player spends an Inspiration point and 
rolls Command at standard difficulty. IF successful, those 
loyal to the character may engage in complex tasks with- 
out the need for communication. The subjects need not 
be in the immediate vicinity, but the character must know 
exactly who he wants to communicate with. The number 
oF successes indicates the scale of communication. One 
success allows for coordinating with up to a halF-dozen 
people, three successes is sufficient to direct over a score 
of subjects, and five successes allows for directing at least 
100 individuals — all without the need For radios or a 
chain ol command! In addition, anyone affected by this 
Knack may also add their leaders Reflective facet to their 
dice pools for the rest oF the scene. Finally, everyone af- 
fected by this Knack acts on the initiative turn indicated 
by the highest roll within the group. 

Sleight of Will 

'Tor my next trick, ' shall make that gentleman s 
monocle appear in my hand like. sof" 

This is arguably one of the most powerful Knacks 
in existence, though it is also one of the rarest. With this 
power, you can move small objects with naught but an 
instant of concentration and a bit of creative visualiza- 
tion . Wh 1 1 e te I ek i net ic powers can ach ieve similar effects. 
Sleight oF Will is unique in that the objects it acts upon 
do not move through the intervening space- They simply 
vanish from one point and appear at another with no vis- 
ible motion or expenditure of energy save for a slight 
twinkle To date, no mesmerist skilled in Sleight of Will 
has been able to move a person in this fashion (though 
rumors persist of part icu fa Hy powerful mesmerists who 
can apport themselves.^). 

System: The mesmerist can move an object with a 
maximum weight equal to her Reflective facet in kilo- 
grams between any two points that she can sense within 
a radius of 20 times her Perception tn meters. The two 
points may be anywhere within this radius, as long as she 
can see or feel both of them. Other Knacks that allow 
remote sensing count for these purposes To move an 
object, the player spends an Inspiration point and makes 
a cross- matched (Stamina + Awareness) roll. One suc- 
cess is sufficient to move the object. If the player scores 
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three or more successes, use of Sleight of Will does not 
count as the character s action for this turn — so, with 
enough successes, this Knack could move a weapon into 
the character T s hand in an instantaneous fast-draw! 

IF the mesmerist tries to move an object out oF con- 
tact with another character* the player must defeat the 
target s player in a resisted Willpower roll. ("Out of con- 
tact" means anything the target holds or has upon his 
person ) Objects moved with Sleight of Will retain all of 
their physical and chemical properties, though the mes- 
merist may change their orientation as she sees fit. In 
practice, this means a falling object continues to fall af- 
ter being moved with this Knack, but the mesmerist may 
choose for the object to reappear falling up ward (though 
gravity will soon reverse its course) Objects moving too 
fast to track with the naked eye may not be affected with 
this Knack, which makes it useless for deflecting bullets 

— though it is quite effective at reversing the courses 
of thrown objects (such attempts are subject to the rules 
for hitting moving targets; see p. 201). If the character 
wants to change a moving object s course to target a spe- 
cific individual, the player makes an Awareness roll at + 1 
difficulty that counts as an attack roll. 

Touch of Life 

*Dead? You are mistaken; falling from the wall 
merely knocked the wtnd out of her for a few minutes. " 
Many observers consider you to be touched by God 

— or to be a pawn of the Devil, You can exert your will 
to heal virtually any injury, bringing your comrades back 
From the gates oF death! As long as even the barest spark 
of life remains in your subject, you can knit broken bones 
and seal torn flesh with your very will. 

System: The character touches the subject and 
spends a minute in concentration. The player spends an 
Inspiration point and rolls Medicine; each success heals 
one level of bashing or lethal damage. For each patient, 
the mesmerist can heal up to twice her Reflective facet 
in bashing health levels and equal to her Reflective facet 
in lethal health levels. The player may allocate the suc- 
cesses to the subject as she sees fit. Even if the player 
Fails the roll, the subject is stabilized and suffers no fur- 
ther blood loss or other worsening of condition. A botch, 
however* inflicts one additional level of bashing damage 
on the patient No subject may benefit from this power 
more times in 74 hours than he has points of Stamina. 

Dynamic Knacks 

Dynamic Knacks are the parahuman powers dis- 
played by those Inspired individuals commonly known as 
stalwarts. Generally, dynamic Knacks are incredible ex- 
tensions of norma] human capabilities: Stalwarts tend to 
be faster^ stronger, smarter, better- looking or more per- 
sonable than regular people. Some extreme dynamic 
Knacks, however, give their stalwart possessors quali- 
ties that no "normal" human could possibly attain. As 


might be expected, dynamic Knacks run thegnrtbia 
barely noticeable to freakishly bizarre Current ten 
holds that dynamic Knacks are the result ol thest^r 
channeling Z- wave energy directly into her phy&dbi 
As such, stalwarts register as ethencafly active on i*m 
image resonators, and their empowered status 6 «b» 
ous to various superhuman methods of perception 

Dynamic Knack Descriptions 

As with psychic Knacks, dynamo Knacksaredwid 
into three categories. The category into which acynm 
Knack falls depends on the degree to w+nch rt aflra tb 
stalwart. Level one dynamic Knacks are logical, if odnmt 
extensions of human development. In theory, any || 
ciently gifted person could achieve comparable nsiitsl 
given the right combination of genetics and training Ttatfi 
certainly uncanny, level one Knacks are normally njsfr 
guishable from natures own gifts unless perceived wtdii 
Z- wave image resonator or the like. As such, far Ad 
are often indistinguishable from uSosedared^lsmank 
Level two dynamic Knacks are obviously superhunat 
though they're still direct extrapolations from me )n 
baseline; The stalwart is just faster, smarter or strcnjr 
than any ordinary person could ever hope to be Leva tint 
dynamic Knacks place the stalwart firmly outside theioin 
oF normalcy — they're highly irregular or unnemngc* 
p abilities that surpass the usual qualities, not just capaci- 
ties, of living beings. 

If purchased during character creatm a dynoc 
Knack costs a number of transformation points «qd in 
its class. If purchased with experience expenditure, ib< 
one dynamic Knack costs 8 experience points, a Iwd to 
costs \2 points, and a level three is 16 points Thesepo* 
ers are not hierarchical; a character does not hawtotcj 
a level one Knack before purchasing a level two pons 

Level One Dynamic Knacks 

A Single Bound 

"Onward md upward! " 

Your legs are better than coiled steel spnngs.forrc 
mere mechanical springboard could launch you as Iy^e 
your leaps can! With this Knack, you can hurdle hi^i ufc 
or leap across a city street Your physique probably *■ 
fleets this Knack in some highly noticeable manner 

System: The character s jumping distances jrc 
tnpled for both horizontal and vertical mouemrt If It 
is riding a bicycle, his movement rate is doubted Tha 
Knack has no effect on kick attacks or foot mwsmk 
rates. See "Jumping," page 188, for rules on leaping 

Cool Hand 

"Grat the gem out of that pit of scorptm- ft 

problem, H 

You're inhumanly steady, even in the lighted situ- 
ations No matter how much your brain's screamy t 
you, your body keeps operating smoothly This is iti 
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necessarily mental composure — you may be just as 
prone to panw: as anyone else. Instead, your body func- 
tions efficiently regardless of the stresses under which 
it s operating. You never get "the shakes," nor do you 
get seasick or shiver. 

System: The character sti 1 1 su f fers i n j u ry i r om del n - 
mental effects to her body — wounds, drugs, illness, tem- 
perature extremes, stress - — but is completely immune to 
Dexterity-based dice pool penalties resulting From these 
conditions, She gains one bonus die for all physical tasks 
involving ultra-fine manipulation, such as lockpicking or 
surgery (but never combat} Her rock-steady grip also 
doubles the effective range of all ranged weapons (fire- 
arms, bows. Fire hoses, disintegrator rays . ) she wields. 

As a side eFFect of this Knack, the character never 
suffers ary physical effects from being intoxicated. She 
can still get drunk, but the only outward reflection of this 
condition is slurred speech She's perfectly poised right 
up until the point at which she passes out 

Heightened Senses 

**Shhhh! Someone just unlocked the door downstairs!" 

A living bloodhound, telescope and microphone all 
roiled into one, you enjoy sensory acuity that most people 
can't attain without mechanical assistance. However, this 
blessing can occasEOnally be a curse — bright Flashes, 
loud noises and noxious smells can all incapacitate you 
through sensory overload. You tend to avoid b.q band 
concerts and Italian kitchens. 

System: The player gains two bonus dice on all Per- 
ception rolls that deal with tiny details or things on the 
edge of human perception, When the character makes 
an aimed ranged attack, her weapons range doubles due 
to the stalwart s exceptional visual acuity (approximately 
20/5 vision). Sensory overload eFFects are SeFt to the 
Storyteller's discretion, but should be dramatic and ap- 
propriate to the circumstances. 

Mad Scientist 

"You all laughed. You said it couldn 't be done Ha! 
Behold the product of my genius; behold my creation!" 

You are a man of science for the new era! Your cre- 
ative prowess follows no traditional path, Even the sim- 
plest schematics you design baIHe the learned Armed 
with only a notepad and your own Formidable command 
oF modern science, you relentlessly push back the fron- 
tiers of human achievement! 

System: This Knack subtly transforms the 
character's brain chemistry to enhance her super- scien- 
tific ability (see p. 176 For complete rules). The player 
spends an Inspiration to convert her character s final re- 
search and development time from days to hours (this 
likewise results in a shorter construction time, figured 
From the final R&D duration). Such rapid genius is not 
without its price, however, The character relies so heavily 
on leaps of intuition and sudden bursts of creative mania 
that Few can keep up As a result, when using this Knack, 
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the character gains no dice beneFit from having research 
assistants other than Fellow stalwarts. 

Man for All Seasons 

"Come along, gentlemen. Its only the Sahara. A 
little sun never hurt anyone!" 

Who needs a campf ire or a canteen? You can endure 
the utmost extremes oF climate without batting an eye or 
losing a drop oF sweat. Whether it's a hike in Death Valley 
in a parka or a swimsuit-cfad snowball tight in the Himalayas, 
you're always dressed For the occasion, so to speak. 

System: The character suFFers no damage or pen- 
alties For heat less than f )0° C or cold above —30° C. 

is immune to heatstroke, hypothermia and similar 
ailments. She can survive For triple the usual times with- 
out water or Food* This Knack provides no protection 
against actual fire- or cold- based attacks. 

Powerlifter 

"Looks like the safe is cemented into the wall. M 
Shhhraaaack! "There we go!" 

You can win iron man competitions merely by enter- 
ing — your opponents take one look at the steel cables 

you call muscles and* quietly shrink away, While your casual 
strength may be no greater than that oF anyone else with 
your build, your fotysed might is truly awesome to behold. 

System: Whenever a character attempts a Mighfe- 
reiated task (such as encumbrance, lifting or opening/ 
closing; see p. 186}, the player rolls Might normally. In 
addition to the successes from the roll, your character 
gains a number of automatic successes equal to her De- 
structive facet score {no Inspiration expenditure is 
needed), IF trying to lift a target with more mass than 
the characters Might dice pool, the automatic successes 
apply as Willpower successes needed to advance her I i Ft- 
irig capability up the chart (see p. 183). This Knack pro- 
vides no bonus to close-combat attack and damage rolls. 

Sex Symbol 

"Yowzaf** 

Simply irresistible! You exude raw sexuality f rom every 
pore A mere photograph of you is enough to send teenagers oF 
the appropriate sexual orientation into hormonal Frenzies, while 
yur actual presence inspires even the most staid and reserved 
adults to youthful pursuits. You Ye never lacking for compan- 
ionship iFyou want it In Fact, your biggest problem may beget- 
ting an uninterrupted night's sleeps. 

System: Whenever the stalwart attempts a seduc- 
tion, the player roils the appropriate Trait dice pool nor- 
mally (see p. 1?2 For specifics on seduction) In addition 
to the successes from the roll, your character gains a num- 
ber oF automatic successes equal to her Intuitive Facet 
score (no Inspiration expenditure is needed). 

Superhuman Reflexes 

'I've never seen anyone move so Fast!" 
Your hands are Faster than striking cobras, Flickering 
at the edges of human perception. It may be possible to 


surprise you, but no Old West gunslmger could hattm 
out- drawn you. The proverbial greased Ipojhtningwcddbw! 
trouble striking you if you knew it was on the way 

System: The character gains a permanent ♦) to- 
nus to Initiative. 

Level Two Dynamic Knacks 

Aetheric Vision 

*7 sense a powerful electrical charge enraratoij 
From that panel. Perhaps we should step hack " 

You can transForm the delicate structure tfyw 
eyes to perceive portions of the electromagnetic sp«- 
trurn that are completely inaccessible to normal peopl* 
This power allows you to see heat, infrared and uftnvfr 
let radiation and even magnetic Fields or strong dectrv 
cal charges 1 F you are of a mystic bent, you may consider 
these energies to be auras and ley lines, IFyou davt ad- 
vanced scientiFic training, glowing schematics RiEyw< 
per impose themselves over your normal vision 

System; The player spends an Inspiration pod to 
activate Aetbenc Vision For the scene. While tkKnadit 
active, the character takes no penalties for low light - 
even in complete darkness, she can see as t she had tbe 
benefit of fuEl daylight With a successful Engirwing 
she can visually trace the path of active electrical t 
up to locating live wires inside walls. Other applicative 
this power are leFt to the Storyteller's discretion, but 
include such feats as seeing a concealed assassins 
heat through a curtain or a thin door, tracking an 
by the atmospheric ionization it feaves or detecting* 
of dangerous radiation by its unnatural glow, 

Remember that Ad venture- era scientists rfo 
nearly as much about the electromagnetic spectrgm 
modem physicists do. Accordingly, characters mays* 
they expect to see rather that what science dictates 
should see. They may also witness phenomena for 
modem physics has no rational explanation,,,. 

Blazing Speed 

"How in the world did you fend off those tint 
soldiers while entering the proper code to turn oft tin 
doomsday device?!" 

When seconds count, you have twice as many as ft* 
eryone else — at least from your perspective With an 
instant's expenditure From your reserves of energy, pi 
can supercharge your nerves, moving at blinding speakto 
devastating effect. However, the concentration required to 
keep your body from flailing out of control does matey* 
consider your actions more carefully, which may result m a 
momentary hesitation before you spring into motion 

System: At the beginning of a combat turn, Mcrt 
the Initiative roll, the player spends an Inspiration point 
The stalwart can take one additional action at the endri 
the turn, after every other character has taken his w 
mal action. This additional action can be used just lite a 
regular action — split into multiple actions-, used ba gp 


df?finstve or taken as a single Full action. The stal- 
ictsat *3 to Initiative during this turn. 

titer 

Warn! Wa-pow 1 "Gentlemen, ft doesn't help to 
Mgiikttghte when you Ye all breathing as loudly as 
mwifit water buffalo. ** 

t phrase "blind as a bat" always gives you a bit oF 
vUk After alL bats never run into things, You may 
wdevdoped this Knack to compensate For actual blind- 
M 4 may be the result oF extensive training. Regard - 
liartoess holds few secrets For you — an advantage 
fuon apply to lethal effect in combat situations 
Sjfileii: The character suffers no penalties for 
pwenl or close combat in low light or darkness, 
"inqed combat and perception rolls related to anything 
flflpr spatial awareness suffer the normal penalties. The 
dnrierun perceive shapes out to a radius oF twice 
!r Inspiration in meters. However, she can't sense them 
arrcseiy enough to aim or dodge ranged attacks, nor 
& she tense surface details such as color or texture. 

Optimized Metabolism 

"'ton W* almost 60 ? You can r t he serious; you don V 
m j day over J0. r 

Methuselah was a pretender. You may not be set up 
K Ifve torever. but for all intents and purposes, you just 
Wfpi it of F — so long as none of your enemies get 
pi tour body requires only trace amounts of nutrients 
b function, as you derive the majority of your suste- 
wtf from etheric radiation and other Forms of pure 
«rgy h also refuses to process anything that it can't 
& which makes you immune to many poisons. 

Sptenr: Once the character reaches physical matu- 
rfydie ages approximately one year for every [Stamina x 
10] yen that pass. She can hold her breath For Five times 
ataq as a normal human with the equivalent Endurance, 
v«k onfy one meal a week and takes no damage From 
routed poisons or allergic reactions. She is immune to all 
town diseases. Alcohol and most other drugs have no ef- 
ktroher whatsoever, Chemicals that physically damage 
k such as aods T have their normal eFfects. 

^iledriver 

*7fe guy msnt human, boss — he punched right 
brwgii the brick wall and dragged me outside!" 

Some men break hearts; others break laws. You 
preter to break bones,,, and bricks... and the occasional 
sad girder. Whether it's from a special diet, cosmic ra- 
djboft, years of meditation or an inexplicable telluric 
nergy pattern in your bones, you can strike with inhu- 
man force. Your kicks and punches can shatter stone, and 
wythinq short of an armored car is vulnerable to you, 

System: Add the character s Destructive facet to his 
Strength rating when calculating any damage effect based 
an Strength, whether For punching a mobster or a metal 


door. This Knack has no efFect on any other situation in 
which the character s Strength is a factor, except Feats of 
strength that directly involve destroying something. 

Sun Tzu's Blessing 

*7f f were him t Vd make a diversion over there and 
bring my men in from the south — what's that alarm? 
Well, there you go! 

This Knack goes by various names, depending on 
where you're from. The French refer to it as the Touch 
of Napoleon, while Greeks hearken back to the glory oF 
Belisarius when discussing your tactical prowess. What- 
ever the label, the eFFects are the same: You have an in- 
tuitive Flair For the geometry of battle, With a single 
glance, you can assess a tactical situation involving thou- 
sands oF men* and a moment "s reflection tells you where 
best to exert pressure to break the enemy's Forces Be- 
ware hubris, however — knowing what orders to give is 
not the same as knowing how to give them_ 

System: The character has an innate sense oF strat- 
egy and tactics that surpasses those of many trained gen- 
erals, When analyzing a battle's progress, developing a plan 
For an assault, Finding the best way out oF an ambush or 
performing any other military- or tactics-related analysis, 
the player rolls the relevant Trait dice pool normally (typi- 
cally Command). In addition to the successes From the roll, 
your character gains a number oF automatic successes equal 
to her Reflective Facet rating (no Inspiration expenditure 
fs needed). This Knack gives mo bonus to actually issuing 
orders, only on Figuring out what orders to give. 

Touch of the Muses 

"Another masterpiece? You flatter me. This is just 
something I whipped up before breakfast. n 

The gods smile: upon your artistic eFForts — or 
maybe the Devil inspires you to greatness. Whatever the 
source, you can achieve a level of aesthetic creativity to 
which most people can only aspire in vain, Your original 
vision is nigh- perfect, and your ability to execute it in 
paint, ink or stone is not far behind 

System: This Knack applies to any physical creative 
endeavor, be it sculpting, painting, choreography or the 
like Note that this Knack Focuses on arts with a primarily 
physical aspect; pursuits such as writing or poetry don't 
count. The player rolls the relevant Trait dice pool (typi- 
cally Arts or Perform), fn addition to the successes From 
the roll, your character gains a number oF automatic suc- 
cesses equal to her Intuitive facet rating (no Inspiration 
expenditure is needed). 

At the Storyteller's discretion, the player pays only 
half the normal experience cost when purchasing Back- 
grounds that are directly related to the character s ar- 
tistic endeavors. The Backgrounds most likely to be af- 
fected by this are Resources (from the sale of works oF 
art) and Allies. Contact, Mentor and Followers (individu- 
als who seek out the character because oF her genius). 
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Level Three Dynamic Knacks 

Body of Bronze 

"I have to stop getting into gunfights. My 
wardrobes taking a beating!" 

When the shooting starts, most people dive for cover, 
Your friends, however, know that the safest ptace to be is di- 
rectly behind you! This isn't out of concern for your marksman- 
ship, but rather because of your inhumanly resilient physique. 
Your skin retains its normal consistency to a casual caress, but is 
as strong as steel; when it comes to resisting injury. You taugh at 
clubs and knives, and bullets are but as wasp stings, Just watch 
out for those antitank rifles ... 

System: The character has an innate armor rating, as 
if her skin was a buJ I etprooF vest! Her bash ing armor rat ing 
is equal to two plus her Reflective Facet, while her lethal 
armor rating is equal to two plus her Intuitive facet. Thus, a 
character who has Reflective Facet 2 and Intuitive Facet 1 
has a [4/3] armor rating This armor inflicts no penalties 
on mobility. These ratings are always consistent with the 
character's current Inspiration Facet scores. 

Indisputable Analysis 

"Sherlock Holmes? An amateur. " 

Your physical senses are transformed to interact 
with a synergy that is truly breathtaking to behold. Your 
powers of observation and deduction put the local police 
to shame, A mere glance at a scene can tell you more 
than you ever wanted to know about the place. This Knack 
is nothing less than a capacity lor total situational aware- 
ness and subconscious analysis of everything you sense 

System: The character spends at least one minute 
observing the tableau she wishes to analyze. The player 
spends an Inspiration point and makes a cross- matched (In- 
telligence + Awareness) roll, For the rest of the scene, the 
player gains a number of bonus dice equal to the number of 
successes she rolled, which she may apply to a/! Investiga- 
tion rolls that deal with the people, place and/or things she's 
observing This Knack may be used once per scene on a 
given location. In practice, this Knack Functions much like 
Sherlock Holmes' capacity for extreme logical deduction 
— the character can reach {almost always correct) con- 
clusions from the barest scraps of physical evidence, 

Man of Many Faces 

'7 know I just left, but I forgot something in my 
room Would you mmd letting me back in?" 

With this Knack, you can actually change your 
physical Features to look like someone else's. Even mini- 
mal control allows you to shift your Features subtly to 
look like some nondescript every man. With more pre- 
cise command, you can alter your features, voice, physi- 
cal dimensions, garb, race and even gender! 

System; To assume another appearance, the char- 
acter spends 30 seconds (six turns) in concentration. The 
player spends an Inspiration point and rolls Disguise (if 
the character is trying to conceal her own identity with a 


made-up one) or Perform (if the character is attempting 
to assume a specific person's identity) IF the player wc* 
ceeds, the alteration lasts For the remainder of the so* 
or until the character voluntarily discontinues it It i> 
quires minimal concentration to maintain the chanoe, >i 
the character is knocked unconscious or suffers threw 
more health levels of damage in one turn, her body atf* 
matically reverts to its normal appearance, 

The number of successes rolled determine the t 
gree to which the character can change her perceived 
identity; 

Successes Degree of Change 

1 Same basic appearance, but i 

distinguishing details vanish 

2 Coloration and build changes 

3 Complete change of facial batons 

4 Full transformation of voice and 

physical mannerisms 

5 Gendershif^e^diHr^cjageaij^ 
The stalwart cannot actually fake any knowledge Ik 

her subject has but she doesn't. With Fewer than Four ac- 
cesses, the character must rely on innote acting ability (Per- 
form and Disguise rolls) to convincingly pass herself <&n 
someone else With four or more successes. her prvlf iocncy 
is such that others assume any gaps in her perfortMict 
are flaws oF their own faulty perceptions or memones 

Reptilian Regeneration 

'Vamn: the grizzly bit my hand off! How mccnvmnf 
Some lizards possess the uncanny capacity to re^ 
generate lost limbs over a matter of days, You can f 
them one better, knitting torn Flesh and redrawing rniss- 
ing pieces of yourself in mere minutes. This Asircty 
unnatural Knack allows you to endure injuries that «ok 
destroy any normal person 

System; To regenerate, the character enters adeep 
trance from which nothing short of a health level of bash- 
ing damage can awaken her. The player spends an Imp. 
ration point and rolls Endurance. Each success is one 
health level of damage healed A health levd of bashing 
damage heals in one minute; a health level of lethal jam- 
age heals in 1 0 minutes. When the? character has healed 
as much damage as the roll allows, she awakens. 

Sensory Filtering 

" We re looking for a man with a red he ? five r» j 
moment., there he isf" 

Some wives complain that their husbands have w* 
Jective hearing because they can hear baseball scores hut 
not requests to mow the lawn. Those husbands would envy 
you if they knew of your capabilities because all ofycur 
senses are selective. You can tune out the din of acrwtf 
to zero in on a single conversation, refuse to see every* 
thing oF a particular color or ignore the flashes of a blind- 
ing strobe light. 

System: Sensory Filtering is always active This 
Knack negates afl dice pool and difficulty penalties for 


dbfrachons such as noxious smells, deadening noises, 
blinding lights and the like. The character is immune to 
idden sensory shocks such as f [ash-bltndmg from a 
mgnesmm Rare. He can also choose to isolate a single 
sensory impulse, blocking out all sound save for a single 
conversation or picking the smell of poison out of a din- 
ner buffet. When used in conjunction with Heightened 
Senses, this Knack removes the danger of sensory over- 
bid that otherwise accompanies use oF that Knack. 

Threat Awareness 

took out; he's about to— 11 Whack! "—ha! 
TWe; never mind M 

You're the perfect bodyguard Whether it's an in- 
ductive feel for a subject's posture and body language 
or uncanny precognition, you always know when some- 
one is about to launch an attack. This split-second warn- 
ing is enough to let you throw the First punch. You'd best 
kecareFiil when choosing your responses — **1 knew he 
was going to shoot me" isn't always the best defense 
igaanst charges of unprovoked murder. 

System: The stalwart always kix>ws when a Irving sub- 
ject whose presence she is aware of is about to make an 


of Fensive move against anyone in the immediate area. The 
subject must be within line of sight — though the stalwart 
needn't be looking at him! — and no farther away than 10 
times the stalwart's Inspiration in meters. The Storyteller 
tells the player the subject is about to attack and who the 
intended target is. The character receives no other infor- 
mation, though some things may be obvious — if the sub- 
ject is holding a pistol, c fiances are good that he's not going 
to throw a rock at his intended victim. 

The stalwart may then perform one action before 
the attacker does. In the First turn of any combat For which 
the stalwart has no more than three seconds' warning, 
she gains a bonus to her Initiative score equal to her 
Awareness dice pool. In each subsequent combat turn, 
this bonus drops by two T until it Fades to nothing. 

This Knack provides no defense against attacks 
From individuals of whose presence the stalwart isn't 
aware, or who are beyond the range of dear sensing She 
must see, hear and/or feel potential attackers to sense 
what they're about to do. Likewise, it provides no warn- 
ing regarding machinery; automatons and land mines don't 
have body language For the character to read or pres- 
ence for her to sense. 


The science of tomorrow, brought to you today f 
Autogyros! Invisible security rays! Disintegration guns! Self- 
cleaning kitchens? Silk-steel! Anti-aging elixirs! Zeppelin sky- 
fbrtresses! Submersible yachts! Forty-eight tools in one! 

The Adventure Era is one in which men of steel walk 
the earth — sometimes literally! Thanks to the parahuman 
capacity For invention bestowed by Inspiration itself, cer- 
tain institutions and individuals have produced devices that 
baffle the mind and appear to defy natural laws Super- 
science is more than mere science — - its Inspired! Draw- 
ing on the powers of their minds (and sometimes those of 
their assistants). Inspired scientists can leap years ahead 
of their colleagues, developing devices and compounds 
wholly unknown to conventional wisdom 

Inspired characters oF all types enjoy the benefits 
of super-science, although some restrictions apply to 
certain character types In some cases, a super- scien- 
tific device amplifies an adventurer's natural capacity to 
manipulate telluric energy. Although all Inspired have this 
capability, mesmerists and stalwarts have a greater ca- 
pacity to create inventions than daredevils do. Regard- 
less of the type of adventurer involved, creating super- 
scientiFic devices demands incredible commitment. This 
commitment is reflected in the rules by requiring a pro- 
spective inventor to have Ability mastery in the skill (or 
skills) necessary to make the desired equipment. 

Inventions 

When we talk about an invention, we Ye referring 
to a product of super-science, regardless of its general 
nature. By and large, super-science is focused on the 
creation of new mechanical devices. Medical and chemi- 
cal experimentation play their own parts, but the vast 
majority of development comes in the form of mechani- 
cal invention and gadgetry. Super^science can produce a 
better mouse or better cheese in addition to the better 
mousetrap, but ?8 percent oF super- science is about the 
mousetrap itself. If we refer to a mechanical apparatus 
created with super- science, its a device. An animal or 
plant that super- science has altered is an organism. A 
new super- scientific chemtcal or drug is a compound 

Advancements and 
Innovations 

Super- science divides inventions into two catego- 
ries: Advancements and Innovations An Advancement is 


a direct linear development of an existing concept — 
the better mousetrap, as it were. It doesn't break the 
known faws of physics, but rather, leaps a generation cr 
two ahead of the current state of the art Tins is reflected 
in the rules by adding options to existing technology, Willi 
the proper skill, any person can use an Advanced invoi* 
tion indefinitely (or at least until it breaks down normally i 
An Innovation goes beyond mere physical improve™^ 
channeling Z- waves to reproduce eFFects that onfy an 
Inspired mind can normally enact — in other words, i! 
duplicates a Knack effect An Innovation may induoe 
Advancement options, but an Advancement cannot in- 
elude a Knack ef Feet. Any invention that has a Knack ef- 
fect is always considered an Innovation. 

Daredevils may construct Advancements but cannot a** 
ate Innovations. They're not quite to tlie intellect ual plateau nec- 
essary to derive truly Innovative devices, just as norma 1 Folc 
don't haw the wherewithal to malwAdv^edinventrons Wss- 
mensts and stalwarts can create inventions of either type. 

Any character, Inspired and otherwise, can hma 
number of Advanced inventions equal to twice his Re* 
sources rating. Additionally, an Inspired character tan 
have a number of Advanced and/or Innovative inventions 
up to his Inspiration score The latter category mclwk 
daredevils; although they cannot create Innovation, they 
can use them as easily as mesmerists and stalwarts c» 
This does not include any inventions purchased with the 
Gadget Background. The character may have as nuny 
gadgets as he likes, so long as he has the bonus, trans- 
formation and/or experience points to spend 

Gadgets and Super-Science 

Implements purchased under the Gadget BackfounJ 
(see p. 146) are distinct from items created via the super* 
science rules. However, the distinction is not one of hue* 
tion but of its importance to the character and/or the story 

A gadget is a special item unique to a character,* 
defining aspect of who that character is. As an example, 
although both are certainly inventions, ClifF (the Rock- 
eteer) Secords rocket pack is a gadget but Tom Strong s 
autogyro backpack is not The Rocketeer wouldn't be lb 
he is without his jet pack, while specific equipment is 
incidental to defining Tom Strong's character. A super- 
science invention is a marvelous creation, but unless it s 
purchased as a gadget, it is not considered an intrude 
aspect of the character who built it (or who uses it) 
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Inventions for Starting 
Characters 

Its nol immediately obvious how a char- 
acter can begin game play with inventions (aside 
from buying them as gadgets). It's simple: The 
player Follows the super- science rules to cre- 
ate a device, organism or compound. The time 
required to design and build the invention is 
factored inlo the character s history, but the 
whole thing's considered complete by the start 
of game play. Finally, the player spends tempo- 
rary Inspiration for the invention, as listed be- 
low. This ts the onfy way in which a character 
mtgtit begin a game with a temporary Inspira- 
tion pod lower than his permanent score. 


Cost Advancement 

1 5 options 

2 10 options 
] 15 options 


Innovation 

level one Knack 
level two Knack 
level three Knack 


The Storyteller may allow a character to 
start with a total number oF inventions equal to 
half his initial Inspiration rating (round down). 


Super-Scientific 
Creation 

Before creating anything, a character must first have 
Ability mastery in the relevant Trait, as determined by the 
intended creation. Constructing a device requires Ability 
mastery in Engineering, creating an organism takes Medi- 
cine, and developing a compound requires Science. 

The inventor must also have at least three dots in 
the Ability most appropriate to the proposed creation. 
Most often, this is the Ability used to operate the com- 
pleted invention. So, a pistol that uses electricity to fire 
projectiles is based on Firearms; a miniature submers- 
ible is based on Pilot; a set of automatic lockpicks is based 
m Legerdemain; a remote-controlled motorcycle is based 
on Drive; and so on. In some circumstances, the primary 
Ability oF Engineering, Medtcine or Science is most suit- 
able, m which case, no secondary skill is required. 

The invention then goes through three distinct stages 
(regardless of whether its an Advancement or an Innova- 
tion): research and development, construction, and use 

Step One: Research and 
Development 

Research and development (R&D) can be a long 


and arduous process, though you dont have to roleplay 
it out The time spent on researching information, de- 
signing schematics, performing tests and the like is nor- 
mally considered downtime unless the Storyteller dec ides 
to interject a dramatic event oF some sort (enemy at- 
tack, lab accident, reappearance oF an old flame). With 
the desired research and development project declared, 
you must still determine two things: how long itll take to 
complete the research and whether it's ultimately suc- 
cessful The R&D roll, based on the character's Ability 
mastery dice pool, takes care of both those Factors. 

An inventor won't know if his theory was valid until 
he completes hts research (or at least until after he s a 
fair ways into it already). These rules call for the rolE to 
be made first, since the successes gained can influence 
the final time taken. The Storyteller may make this roll if 
she wants to keep some suspense as to the result. A suc- 
cessful roll indicates the research was favorable A Failed 
roll reflects some misstep along the way — in the ex- 
periments, in some aspect of the theory, etc. — but the 
basic idea remains sound A botch reveals the theorized 
invention is beyond the character's capacity to create (it 
might also involve some kind oF lab accident, depending 
on the botch s severity). An inventor may attempt a new 
period of R&D after a failed roll, but he may never try 
creating the proposed invention again after a botch. 
Whatever the result, the character is committed to 
spending the time required an R&D. 

The extra from the roll influence how long 

the research takes. Each design option has a minimum R&D 
time, listed tn days (see the respective charts below). This 
time assumes the inventor spends roughly 10 hours of the 
day with no appreciable interruptions in a suitable Facility. 
Standard success on the R&D roll means the character suc- 
ceeds but takes the full amount of time listed. Each extra 
success on the roll reduces this time by one day (to a mini- 
mum of one day). Certain variables can Further add to or 
take away from this time, as outlined below 

Lab Time 

The inventor is nt expected to spend all his time on 
R&D — it would put a serious crimp in hts adventuring 
lifestyle iF he djdf The listed times allow For 14 hours each 
day the character isn't spending in the lab — time spent 
eating, sleeping, socializing, investigating or attending to 
sundry other matters. 

The inventor can sequester himself and do nothing 
else but pursue R&D, though, for every three days he's 
'locked in the lab," the inventor can reduce the total R&D 
time by one day, The character does nothing but work 
and sleep (the latter typically on a cot m the corner). 
Meals are haphazard aS Fairs scarfed down while poring 
over data, and the inventor forgoes any outside social- 
ization. Conversely, iF the inventors work is interrupted 
for an appreciable time — having run out of materiel or 
resources needed For the project, being Forced to leave 
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the lab (wjflingty or otherwise) to deal with other mat- 
ters and soon — the countdown pauses until he can re- 
sume his research* 

Research Assistants 

The Adventure Era is a time of tremendous scien- 
tific excitement Boundaries are being pushed in every 
direction, and many scientists will stop at nothing to be 
the First to break new ground For every upstanding and 
ethical researcher, there is a diabolical scientist who will 
break laws and ethics to achieve his goal... including steal- 
ing designs and prototypes from Fellow scientists! Not 
surprisingly, most inventors guard their research jeal- 
ously, a great number oF them working alone evert though 
an extra pair of hands would help their work tremen- 
dously. Other inventors are not quite so paranoid and are 
willing to bring aboard skilled lab assistants Yet even the 
most optimistic inventor understands that the possibility 
oF betrayal exists in this environment. That new lab 
worker may have impressive credentials, but who's to say 
he's not spying for the sinister Machinatrix? 

Some inventors are willing to take the risk for the 
sake oF science. If nothing else, splitting the work among 
multiple people helps speed things along. The trick is get- 
ting assistants trained in the Fieids the inventor needs, If 
the inventor offers a lucrative wage and/or is working on a 
project that would get even the most jaded researcher 
Irothrng at the mouth, it's not hard to get good help 

A research assistant gives the inventor additional 
dice For the R&D attempt, thereby adding to the chance 
oF success on the project (and potentially reducing the 
time spent on research and development). The player 
gains bonus dice depending on the composition of the 
character's research team, as shown in the following table: 
Bonus Dice Research Assistant 

1 has three or more dots in the ap 

propnate Ability 
1 has three or more dots in one or 

more related Abilities 
I is Inspired 

These dice pool bonuses are cumulative, IF the re- 
search involves developing a new rapid- fire machine gun, a 
research assistant with Engineering (the primary Ability) 
4 and Firearms (a related Ability) 4 adds two bonus dice- if 
she's also Inspired, she adds another die. An inventor can 
have a maximum number oF non- Inspired research assis- 
tants equal to the sum of his Intelligence and Charisma. 
Other Inspired characters do not count toward this total 

Inspiration 

Inspiration is essential when creating devices, or- 
ganisms or compounds undreamed of by modern science. 
The player must spend one Inspiration for each new R&D 
attempt his character makes. Inspiration may also be used 
during research and development to speed the process 
along Each point of Inspiration spent {beyond the initial 
one For the research itself) reduces the total R&D time 


by three Jays (to a minimum of one Jay J. Any fnspnlm 
points are spent when the R&D roll is made arid are btf 
regardless of whether the research is ultimateVysutccs- 
ful — the inventor may be brilliant, but he's not nra- 

sarily correct in his hypothesis. 

Knacks 

Characters with the Gadgeteer Scientific Fndjf 
or Mad Scientist Knacks are singular individuals amongi 
field oF already impressive inventors. The I nspired nil 
one oF these Knacks can design and create 
more easily and in less time than your average Insjxriri 
inventor See each Knack's description For details w hot 
it can assist a character. 

Step Two: Construction 

Once ths research is complete, the character^ 
build bis invention. This requires Four things: bmt, ford- 
ing, Facilities and a copy of the completed plans for to 
invention. Yes, this means that a rival can steal m 
inventor's only blueprints — or vice versa 1 

Construction time is left to the Storyteller s 
cretion but should reflect the complexity and size of Im 
invention in question, as well as the amount of super* 
science that went into it A handgun that fires drip 
shells will take less work than a heavy-duty mineral inn- 
ing submarine. The Following table provides a general 
guide to construction time as a function oF the total te 


spent on successful R&D: 


RAD Time 

Construction Titti* 

one to ffve days 

Four hours 

up to 10 days 

eight hours 

up to 15 days 

12 hours 

up to 20 days 

one day 

up to 30 days 

two days 

up to bO days 

two weeks 

up to 120 days 

one month 

up to 180 days 

two to three month 

up to 270 days 

three to six norths 

over 270 days 

six to 18 months 


Particularly intricate super- science may retire i 
great deal oF funding — while some scientists tan builc 
their hardware out of spit and baling wire, most *oitf 
prefer to use freshly forged steel. The Storytellers ad- 
vised to set whatever Financial requirements she sees fit 
but getting funding should be an occasional plot port 
rather than a constant irritant (unless the pJayer insists 
on constantly devising expensive and unbalancing inven- 
tions). In general, the higher the inventors Resources 
rating, the less of an issue Funding becomes Super- so 
entific success can even lead to more Resources, if Kit 
scientist markets his product proper)) 1 

In addition, most construction above the lew*? of 
personal equipment requires a dedicated facility — a 
garage workbench isn't sufficient for zeppefm martilsc* 
ture. This is a common-sense ruling. Assume that vehjcu- 
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jr fOTslructiCHi requires a facility at least three times as 
vgeasthe vehicle itself Chemical super-science re- 
aim a functioning lab + and medical super-science must 
In i surgical theatre. 

Finally, an innovation requires spending Inspiration 
btnakeit Function (initially charging it). The character 
must spend a total number of Inspiration points equal to 
Irf the rnvention s number of charges. This expenditure 
qftake place at any time during construction 

Step Three: Field Testing 

There s a running joke in the military that the most 
fc09erous assignment isn*t Front-line infantry — it's 
filing the munitions lab with R&D work. The same 
Uk tnie For those brave (or f <x> I i sn) sou I s who hel p sci - 
aMs expand the bounds of modern technology. Ad- 
tfmtements are typically more reliable than Innovations 
md are easier to use. Anyone with the appropriate Ab il- 
ly cm use an Advancement: Firearms For an Advanced 
pstol, Dnve for an Advanced car and so on 

Innovations are more complicated (tired of hear- 
fl) dial yet ? ) The user must first meet the invention's 
Usability requirements (see "Innovative Super- Science," 
below) If he doesn't, he cant use it — period. Each use 
of the invention counts as an action Just like using one oF 
the character 's own Abilities or Knacks, The player rolls 
die invention's dice pool for its effect. If the character 
his the same Knack that the invention produces, the 
piiyercan roll the character s dice pool instead. Bach use 
i an Innovation t successful or not. uses one charge When 
fc inventions charges are exhausted, it has one reserve 
charge left This last charge is the Inspiration that keeps 
die iwention in working condition If a user drains the 
reserve charge, the invention breaks immediately after 
producing Lhc- e\ Sect — interior wiring melting to slag, 
debute components S using and so on — and cannot be 
repaid, As long as the inventor retains the schematics, 
though, he may construct a new invention. 

Repairing Inventions 

Nothing runs perfectly forever (except For a per- 
petual motion machine, but if anyone's built it. they're 
not talking). When an invention is damaged or suffers 
^function (due to attack, wear and tear, a botch, dra- 
ratic editing or a convenient plot point), any character 
iithWity mastery in the appropriate t ie?ld ol study may 
perform repairs, as described in the Appendix (p. 256). 
Maintenance and repair by the un-lnspired is more diFFi- 
oit dye to the enhanced design: +1 difficulty For every 
to options in the invention. An Inspired character with 
the appropriate Ability mastery ignores this difficulty 
penalty (he just seems to have the, well, knack for this 
sort of thing). Reverse- engineering is difficult, but a suF- 
ftiently adept specialist can do it, at the Storyteller's 
discretion 
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Advanced 
Super-Science 


The following tables list the various options avail- 
able to Advancements. A given invention may have a single 
option or may be equipped with multiple options. (An 
invention that has options and a Knack eFFect is consid- 
ered an Innovation.) The more options a proposed Ad- 
vancement has, the more difficult it is to design and the 
longer it takes to create. The R&D column For each Ad- 
vancement category shows the number oF days the in- 
ventor must spend in research and development. An Ad- 
vancement can only be applied once unless ^ given op- 
tion explicitly lists that multiple levels are possible. The 
time listed is cumulative for all options and levels. So, a 
single level one option requiring seven days has an initial 
one week R&D time; increasing that option to level three 
and adding another level one option that takes 10 days 
shoots the initial R&D time to 31 days. 

Each level beyond the first For a single option adds 
+1 difficulty to all related R&D rolls (cumulative). This 
penalty applies even if the inventor adds one level, then 
enhances the invention with another level at a later date. 
Refining something gets trickier the f urther you go, no 
matter the time taken in between steps. Unlike the suc- 
cessive refinements oF higher levels, working on diFFer- 
ent options does not add to difFicutty (unless specifically 
indicated otherwise) It does increase the basic research 
and development time, however. 

The options listed are by no means definitive. While 
the most common Advancements are to weapons or ve- 
hicles, virtually anything is fair game for super- scientific 
improvement. Storytellers should allow players to introduce 
new enhanced weirdness — with approval, oF course! Bear 
in mind that the systems in this chapter (as with this book 
as a whole) are meant to provide a streamlined, fun and 
easy to use framework by which players can give tbejr char- 
acters neat things. The point is not to give players an ex- 
cuse to make the most devastating creations imaginable, 
then ran roughshod all over their opponents. The Story- 
teller shouldn't hesitate to say a proposed invention is too 
powerful or simply is not suitable for the game, 

Personal Weapons 

Guns lend themselves prominently to enhancement, 
but other weapons such as crossbows and melee weapons 
may also be improved. Advanced guns tend to incorporate 
improvements that a modem -day gunsmith would recog- 
nize. Improved accuracy can come From ported barrels, 
ergonomic grips or even gyroscopic recoil compensation 
spheres. Advanced damage can be reflected in better am- 
munition or more efficient use o\ the chemical energy re- 
leased by existing ammunition. Increased ammo capacity 
and range and reduced size are just factors of a more evi- 
dent, streamlined and refined mechanical design 


Advanced melee weapons are ma&terwoAi k 
Muramasa or Wyrcan would envy. They corforni to tfaurifa 
hand as it an extension of his body, andthetrcutlmgedgoj^ 
striking surfaces are so perfectly honed and shaped »1d4 
liver more energy than would seem possible fersomrthjd 
the weapons size and weight Its amazing dial pu can k» 
plish by improving on the basics oF the levet 

A device may include no more than six pnn 
weapon Advancement options in total. 
R&D Option 
3 + 1 accuracy (up to thrw \m 

7 + / damage (up to three tak) 

3 +50^ ammunition apady{ypfe 

two levels) 

5 +50%range(uptofairltrtk| 
10 - 1 conceal rating (J to P. j; i 

smaller than P 
7 disguise true appearance [mi 

cane, umbrella pistol, etc } r *l 

diFFiculty to AwarertttUflfwra 

the disguise 
1 5 change damage type (bashnf ti 

lethal, lethal to bashing) 

Vehicle Weapons 

Generally, Advanced vehicle weapons are justHtM- 
vanced Firearms: more "modem," m an ea^21st<etiry*» 
While they dont incorporate eJettronc fcargetng, seme v 
have very sophisticated mechanical sighting ask 

A device may include no more than juttba 
weapon Advancement options in total 
R&D Option 

5 +1 accuracy (up to thrw leflfc] 

10 +1 damage (up tothreelwfc! 

5 +50% ammunition capacity (ft 

two levels) 

7 + 50K range (up to to M) 

10 disgurse true appearance (s^K 

port beam, smokestack etc )A 
difficulty to Awareness topn 

the disguise 

Vehicles 

Aeroplanes, steam trains and touring autonuUeV A 
with the previous lists, assume each Advancement opboa 
is restricted to one level unless explicitly stated other** 

The total vehicle options possible jnasjngjeiiMfr 
tion depends on its size. A one- or tw- person cowpf 
a nee can have up to 10 vehicle Advancement option f 
to a 12- passenger invention can have up to ?Q Wtti 
Advancement options; anything larger can have up to M 
vehicle Advancement options. 

R&D Option 

1 +1 passenger* 

2 +25% cargo capacity ' 
10 +2W speed (safe and max) (a 

level limit) 


180 


in 

^1 ^ a.*-*- /c;*^ Lu«j 

+ 1 maneuver (rive level limitj 

p 

+ 1 [zj armor [three level limit) 


conceal existing armor ^purcrid'se 


equal to armor levetj 

1 
1 

personal- scale weapons mount 


^e.g„ macnine gunj 

j 

vefritie- scale weapons rnou n 1 


^e.g., j-incn cannonj 

1 
1 

conceal existing persona i-scaie 


weapons mcumt 

i 
j 

conceal existing venicie-scaie 


weapons mount 


heavy industrial equipment (e.g. , 


j "ii \ 
mining anil, crane J 

1 

iivmg quarters ^oarracKS, oc- 


cupan ts ^ 

i 
3 

living quarters (luxury t 1 occupant) * 

Yl 
£U 

mobile laboratory fc 


support facilities for one smaller 


vehicle (e,g,, biplane hangar in a 


seppelin) * 

10 

improved Fuel efficiency (2x nor- 


mal) (Five level fimit) 

N 

extra movement mode (e.g„ sub- 


mersible biplane or aero- car) 


l lk option altows multiple levels, This option is not 
n increasing refinement oF a basic design, so the addi- 
tttol levels do not add to the R&D roll difficulty Further, 
the specific level limit depends on the vehicle. Due to the 
wderarHje sizes inherent in vehicles, the Storyteller must 
^common sense A motorcycle won't support the same 
rwgeof nwdiFications that a dirigible will — just try mak- 
four men live off the back of that cycle! In addition, it 
Wf be easiest to get a copy of a photograph, schematic or 
taprntoF 3 typical vehicle and sketch on the proposed 
iddFtions. If it looks completely implausible even For the 
pulp pre, it probably is. 

Medical Experimentation 

Many aspects of modern medicine that we take For 
pted were largely unknown eight decades ago. Inspired 
characters may sidestep their fellow doctors" limits, par- 
bdarty when perform irtg physical alterations to subjects, 
fcli practice is usually the toot of demented villains — 
a respectable physician would perForm chit in transplants 
ifluiwfling soldiers! — but some heroes may find it 
worth the medical risks and social costs to gain an extra 
edoe in the Fights of their lives. 

Each aiper-sugery subject is different, and thus t agiven 
Retire rnirst be planned separately for each individual re- 
<5p»t MtJiouc/i the R&D time remains the same, the actual 
praeifes duration differs from that required to construct a 
Jemtt To keep things simple, a super-surgery procedure re- 
cnehotr for every day of R&D, with a minimum of four 
Thesiroery must be performed in one stretch — its 
to sptifc up a single super-scbnM ic surgical proce- 


Size Does Matter 

Super- science allows for miniature ver- 
sions of existing equipment or inventions. Such 
miniaturization may include anything from mak- 
ings backpack version of an autogyro to mak- 
ing a wrist watch- sized ham radio. The inven- 
tion stilt functions as normal; its just sin alien 
The chart below lists genera! sizes and match- 
ing examples, tf you want to make a smaller 
version of a given item, pick the appropriate 
size and go down the chart unttl you reach the 
size you Ye going for. Each step down the chart 
adds three days to the initial R&D time and +1 
difFicufty to the Ability mastery roll. 

As always, the Storyteller may dictate an 
appropriate starting size for an invention and 
may restrict the degree to which it can be min- 
iaturized — a modest-sized backpack 
flamethrower reduced to a tiny lady's atomizer 
might be appropriate for some games but not 
others, 


Size 

Example 

gigantic 

dirigible, cruise ship. 


brownstcme 

huge 

aeroplane, sailboat 

large 

automobile, autogyro 


motorcycle, phone 


booth 

average 

steamer trunk, SO ma- 


chine gun 

modest 

ham radio, briefcase, 


shotgun 

small purse, 

pistol i pie tin 

tiny 

wrist watch, belt- 


buckle, atomizer 


dure. A lead surgeon (minimum Medicine 4 Ability rating) must 
attend at all times. Particularly brig operatiions may require mul- 
tiple teams of doctors. 

Super-sirgery reduces the subject to the Crippled health 
level. He must heal up from this naturally (unless a Knack or a 
super-drug speeds his recuperation). Botches during surgery 
tend to be fatal. Botches dring the planning stage usually result 
in operations that go perfectly well but results that don't turn 
out quite as anticipated. Dr. Moreau, anyone? 

Caution: Side- effects may result! Even with a fully 
successluf operation, adding chitin plating or a prehen- 
sile tail can cause certain compensatory limitations. Ar- 
mor may reduce the character s movement rate, a tail 
may make most seats painfully conFining, and any alter- 
ation that makes the character obviously more than hu- 
man can hamper social interactions. In general, every two 
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obvious non-human options impose a +1 difficulty on all 
Social rolls, except those that are specifically intended 
to inspire fear or loathing. 

An organism may include no more than 10 medical 
Advancement options in total. 

Option 

muscle implantation (+1 Strength) 
(three level limit) 
nerve tweaking (+1 Dexterity) 
(two level limit) 

structural reinforcement 
(+1 Stamina) (three level limit) 
sensory enhancement (+1 Per- 
ception) (three level limit) 


R&D 

20 

40 
20 

15 


70 


90 


10 

60 

75 

20 
60 

120 

60 


brain augmentation (+1 Intelli- 
gence) (two level limit) 
brain augmentation (+1 Wits) 
(two level limit) 

plastic surgery (new face, same 
Appearance) 

plastic surgery (+1 Appearance) 
(three level limit) 
pheromone implantation (+1 Ma- 
nipulation) (two level limit) 
lobotomabc behavioral nTodihca- 
tion (+ 1 Cbansma) (two levd limit) 
dermal thickening ([7/0] armor) 
subdermal chitin implantation 
([1/3] armor) 

exoskeletal transplantation 
([2/4] armor) 

minor animal transplant (surface, 
minimal connections — e.g., whiskers) 
intermediate animal transplant (sur- 
Face^ extensive connections — e g. tail) 
major animal transplant (internal, ex- 
tensive connections — eg, daws) 

Chemistry 

Better fiving through chemistry! Enhancements to this 
field are as varied as the players and the Storyteller can 
conceive Many accomplishments are pharmaceutical in 
nature, though Advanced chemistry can Find uses in con- 
struction or destruction. It is possible to mass-produce Ad- 
vanced compounds. A note to the wily Storyteller: Advanced 
drugs are no strangers to odd side- effects Look at a list of 
possible problems that modern antibiotics can generate, 
and go from there — particularly if someone botches dur- 
ing the Formulation (R&D) stage..,. 

A compound may include no more than three chem- 
istry Advancement options in total 
RAD Option 

5 Attri bute en nan cem e nt drug ( + 1 

for one scene) (three level limit) 

1 0 reflex enhancement drug (+2 Initia- 

tive For one scene) (three level limit) 


240 


20 

acid (3 dice lethal damage) 


(three level limit) 

20 

Advanced poisons {3 ifice !*tha 


damaqe) (three level limit) 

25 

mind control drugs (reduce wan "s 


Willpower by three ports) 

30 

silk-steel (clothes with [2/4. D] 


armor protection) 

40 

superfuei (lOx fuel eFfcieno 


+25% speed) (two level iim*) 

60 

concentrated explosives (*H 


damaqe dice) (two level lirmt! 

60 

Advanced alloys (hafF wwjrt far 


metal items) 

60 

healing enhancement drug i.Se* 


lethal damage at bashing speeds) 

270 

ant i- aging drugs (age uneyw 


per decade) 


Innovative 
Super-Science 

Innovations venture jnto an area untouched by Ad* 
vancements. An Innovative invention is something that does 
not currently exist in our real world, it's the product of bf 
pothetical science It may include any of the options ar- 
able to an Advancement, but an Innovations main Function 
is to channel Z- waves to produce an effect similar to these 
generated by Knacks. Put another way. Innovations dupli- 
cate Knack effects. All Innovations have the foHowngTn^ 
each of which influences the difficulty of the initial Ability 
mastery roll and the tpme spent in R&D: 

Effect: This Trait is the Knack equivalent that the 
invention produces (remember that an invention carta 
reproduce Gadgeteer, Scientific Prodigy or Mad ScienW) 
A level one Knack takes 30 days: a level two Knack tale 
60 days; a level three Knack takes 70 days Consider 
heroic Knacks level two for the purposes of deisnfiinnj 
invention costs The Inspired are physiologically incapaUi 
of generating Knacks above level three, but with super* 
science, inventions can produce the equivalent oFup tohd 
f rve effects! (Refer to Tushing the Envelope ") Makmgsrii 
an invention is no easy task: A level four Knack effect tabs 
120 days at +2 dif hculty* and a level five Knack effect nttd 
a whopping 200 days at +3 difficulty. Still, with urn* and 
Inspiration, ail things are possible A given invention on 
only produce one Knack effect 

D ice Pool: Use this pool when roling the &wenuon s Kraft 
effect. The invention begins with a base dice pool e^dishl 
what the user's would be.f hehadnieKr^r(^(raj^ 
down). Refer to the specific Knack desenpbon to tietenra 
the appropriate dice pool. Each additional die up to what*aJfi 
be the character s equivalent dice pooJ adds three (fystofe 
R&D time. Each die past that up to one-and-a-haS bmestht 
characters equivalent dice pod (rounded up), takes nremor? 
days and adds +] difficulty to the Ability mastery ml 


Monetary Function: This Trait ewers any non-Inspired 
Dptions the invention might have. Choose from the Advance- 
ment options listed abeve and apply R&D times and difficulty 
roofers as appropriate to the variables dictated by the E t \ ett, 
atw An Innovative invention rrey have up to 10 options or the 
anew* listed (or the item type, above, whichever is less, Sec- 
ondly funrtions obn^ 
Towenng lnrwaoons"). 

Usability: Inventions don't always have standard- 
Bed controls — indeed, they're often too esoteric for a 
conventionally minded operator to comprehend. Any 
innovation is automatically usable by its creator With ■+ 1 
iffculty to the initial R&D roll, the inventor can make 
fte invention usable by any of his own type of Inspired 
dander (mesmerist or stalwart). For +2 difficulty, the 
Bventjon is usable by any type oF Inspired. For +4 diffi- 
culty, even 'the un- Inspired can use the device, though 
tfiis also requires a telluric energy source (see below). 
These difficulty ratings are not cumulative. 

Durability: "Kick it and it'll start working again" 
isn't always the best solution. Each invention has a soak 
rating and health or structural levels equal to one less 
than those of its least durable material component (see 
p 210) The inventor can increase this durability by ap- 
plying *] difficulty to the initial Ability mastery roll for 
each extra soak point or each extra health/structural level. 
Each score is restricted to twice its base rating 

Warranty: All Innovations have a base life expect- 
ancy, after which point they grow increasingly unreliable 
(atalimarkof super-science). Once the invention is con- 
structed, the player rolls the Ability mastery Trait used 
tithe initial R&D The successes rolled indicate the num- 
ber of months the invention functions reliably. At the end 
of thrs life expectancy, the invention has about a week of 
unreliable functionality left, sometime during which it fails 
at a dramatically appropriate moment (Storyteller s dis- 
cretion) The inventor can increase this period of func- 
tionality by giving the invention an overhaul before its 
standard functionality expires (see "Rebuild," below). 

To ensure an invention has an "unlimited" warranty 
— that it always runs smoothly (barring targeted dam- 
age or outright destruction, of course) — the inventor 
may spend one permanent Inspiration on his creation 
when it s built or during a rebuild period. (If applied to an 
invention made during character creation, the limit on 
the character s number of starting inventions is based on 
hs Inspiration rating before that invention was made and 
does reduce his starting temporary Inspiration pool) 

Rebuild 

With a rebuild, the character completely disas- 
sembles and reassembles the invention, cleaning every 
part and replacing anything that's wearing out. The player 
makes a new Ability mastery roll, which starts its war- 
ranty afresh (see above). To maintain a sense of mystery 
about how well an invention truly functions, the Story- 
teller may make the roll and keep the results secret. A 
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complete rebuild takes roughly one- tenth the time it took 
to construct the invention in the First place and requires 
the same Inspiration expenditure. Obviously, the inven- 
tion cannot be used while its being rebuilt. 


ity, as listed below: 


Pushing the Envelope 

At its most straight Forward, an Innova- 
tion can duplicate the capabilities of any Knack 
(excepL Gadgeteer, Scientific Prodigy and Mad 
Scientist). That doesn't mean you can't also 
come up with new effects. With the 
Storyteller s input, players should Feel free to 
design new effects for their inventions. Its a 
simple enough procedure on the surf ace; De- 
cide on an interesting eFfect, determine the ap- 
propriate power level, then refer to u Effect " 
above, to find the R&D time needed and the 
difficulty involved in creating the invention 

Practically speaking, it can be difficult to 
decide whether an effect should be level one 
or level two — not to mention trying to de- 
cide what constitutes a theorettcal level four 
and five capability! Un Fortunately, we don't 
have the room to provide an extensive listing 
of effect choices. It falls to the player and the 
Storyteller to agree upon an effect's capabili- 
ties and level. The Storyteller has final say as 
to whether something is excessively (or inad- 
equately) powerful. Likewise, she may suggest 
alternatives iF the proposed power simply 
doesn't Fit Adventure's rules or genre. The Sto- 
ryteller may also flat-out disallow anything that 
the player can't adequately justify in terms oF 
super-science. Converting powers should be a 
route to nifty effects and plot complications, 
not an excuse for building an uber-powered 
mind-control/dis integration ray. 


T 


Powering Innovations 

An Innovation requires telluric energy (Inspiration) 
to Junction. An Inspired character who can operate the 
invention may spend her own Inspiration to power its 
effect, just like she would for a Knack. This act can be 
literally draining, though, so most inventors attach a tel- 
luric energy source to the invention. A telluric energy 
source has a unique resonant Frequency and electromag- 
netic Field that absorbs the ambient telluric radiation flow- 
ing through the entire known universe, which can power 
all manner of equipment. Artificial and natural cells are 
available (see below), though both are extremely rare. 
Size and mass are directly dependent on storage oapac- 


Capacity 

Mass 

C • r ■ i 

311* tqurviltnl 

1 

100 g 

modem u car 

2 

500 g 

modem soda cm 

5 

2 kg 

gallon paint cm 

10 

10 kg 

Five-gallon bucket 

25 

250 kg 

5 5- gallon drum 

50 

2 tons 

small car 

75 

5 tons 

large truck 

100 

20 tons 

small house 

To "tap" a cell. 

a character attaches a pair ol 


shielded cables between the Innovative invention and the 
eel Is terminals. Raw crystals must be shaped toacca* 
modate attaching an appropriate conducting cable* typ- 
cally by carving knobs around which to wrap the table or 
holes to act as sockets II not done correctly, these *- 
terations can create a flaw in the crystal that allows 4h» 
stored telluric energy to dissipate at the rate of one 
charge roughly every ?A hours Further, the flawed ens- 
eal will not recharge. Once hooked up properly, the bat- 
tery takes a Few minutes to warm up — more or less fa 
dramatic effect at the Story tellers discretion ll tan to 
be used to power the invention just like an Inspired char- 
acter normally would — by spending a point (rod Hi 
battery instead oF from the characters own stasJt. Re- 
charging a cell is described below, 

Dixon Batteries 

Professor Franklin Dixon developed the tdlunc-ionc 
power cell, a crystalline lattice suspended m a metallic ion 
solution and housed inside an aluminum casmg Constructed 
properly, the so-called "telion cell" or "Dixon battery*!* 
store limited quantities of Z-wave energy. Dixon distrib- 
utee! the knowledge necessary for the cells creation tote 
adventuring community after his ex-wiFe, Hephaesbi 
Geary- Wexler. absconded wrtfi the blueprints following cfl? 
of their in Frequent attempts at recondliatiorL 

Constructing even the smallest battery is anapen* 
sive proposition, primarily due to the scarcity of materi- 
als required to make the lattice Making a 5 -charge pew 
cell requires Resources 4; a 25 -charge battery require 
Resources 5; a 50-charge celi requires Wealth Ekygnd 
Avarice Larger teiron ce/ls are beyond the [inancralo 
pacity of any private individual. Once the proper materi- 
als are assembled, making a D ixon battery is no rrmttf* 
f icult than any other super-science procedure, ltrequra 
no R&D so long as the inventor has a complete and accu- 
rate copy oF Professor Dixon's schematics Constnxtic* 
time requires Four hours of work per pout of capacity 
(the work may be split between multiple personnel} How- 
ever, a Dixon battery is "flat" when constructed, lading 
any etheric juice. (See below for details oncharcjmgj 

Telluric Energy Crystals 

There are also natural repositories of telluric energy 
The Z-wave cascade from the Hammersmith event fiWd 
through living tissue and inanimate forms alike Theforner 


became Inspired; the latter were trans Formed in tbetr own 
wq. Some areas gave rise to hidden lands, while others 
became infused with the... potential.., for Inspiration, if you 
will Concentrated telluric energy dissipated quickly from 
most substances; only crystals seemed to have the right 
structure to retain Z- wave energy For longer penods. Cer- 
tain precious stones and crystals store telluric energy even 
years after the seminal event, awaiting only their discov- 
ery and use by the Inspired. Such crystals are even more 
rme than Dixon batteries — due not only to their physical 
scarcity but also because they are typically Found in or near 
rJie hard-to- Find hidden lands. 

Recharging Telluric Energy Sources 

Not surprisingly, these energy sources are much 
aught after by those who create and use Innovations, Even 
If they were easy to mass-produce — which they aren't 
— these cells would never find widespread use due to one 
major factor: Once the stored energy is spent, the cell may 
arty be recharged with an infusion of Inspiration. IF left 
mnttbik a tellunc energy source draws upon ambient tel- 
luric energy, regaining one charge every 24 hours until it 
reaches its capacity. A cell does not lose charges if moved; 
it simply remains in its current state. 

Siphoning a character's Inspiration also recharges 
i cell. This process involves hooking an Inspired charac- 
ber to a telluric capture invention — typically a large, 
aminous looking chair with lots oF wires and tubes com- 
ngout of it. A set of electrodes attaches to the character s 
forehead i and shielded power cables run into the inven- 
tion. The character controlling the capture device regu- 
lates how much of the donors Inspiration is trans Ferred. 
The rate of exchange depends on who's in the chair The 
invention s own creator can restore three charges per 
point oF Inspiration he loses. Another Inspired character 
ot the same type as the creator restores two charges 
per Inspiration point An Inspired character of a diFFer- 
Hit type as the creator restores one charge per Inspira- 
tion point IF an un- Inspired character is in the chair, or 
A an inspired character has m> }nsp?razjDR ieft r the chatr 
leedies away his very life energy — one bashing health 
'per charge! There is no known way an Inspired char- 
ter can siphon Inspiration from a tellunc cell To date, 
'such attempts have ended messily, 

r-Science Examples 

Wow. making inventions involves a lot of math! Lets 
see how it ail fits together: 

Example #1 

Taken by the awesome might and stylish flair of 
Doctor Zorbos zeppelin armada, eccentric millionaire 
$tm MacFadden commissions Professor Sears to build 
hm a zeppelin yacht Told to spare no expense, the Pro- 
fessor designs accordingly, choosing to enhance a 
Gifflwrafl Pegasus Express airframe (a small dirigible 
wkfe type). Since the basic airframe design already 



exists — and, more importantly, he's not adding any 
Knacks — the Professor is making an Advancement 

Professor Sears decides to start with the easy stuff 
such as internal layout he fore getting into the tricky bits. 
The table in the Appendix doesn c list cargo capacities 
for vehicles, but the Storyteller decides that a small di- 
rigible can handle up to 100 tons of cargo. MacFadden 
rarely travels with that much baggage, so the Professor 
leaves the zeppelin s lifting capabilities alone. MacFadden 
and his household staff intend to use the sky yacht for 
transatlantic trips, so the zeppelin must have living quar- 
ters. What with the existing design and plenty o f cargo 
space to work with f the yacht receives six luxury suites: 
MacFadden s, his wife s and space for four guests. The 
20- man staff and crew must make do with regular living 
quarters. These options require a total of 28 days 1 worth 
of design time: Id for the six luxury suites and 10 for the 
five 4 -person bunkrooms. MacFadden also wants a du- 
plicate of his home office; this will take approximately 
the same room as another luxury bedroom, adding an- 
other three days. Finally, the Professor adds a garage 
for MacFadden s touring car and a small stable for his 
pair of Arabian stallions. The garage is a vehicle support 
facility,, and the stable requires about the same amount 
of space, for 40 more days' worth of design time. 

Involving an initial time frame of 71 days, these 
designs will take a while, but won t be terribly difficult 
to create. This is especially true since the Professor has 
four skilled lab assistants. Three of them have three dots 
in Engineering; the fourth has three dots and is a stal- 
wart Not only that but the savvy Professor has the Sci- 
entific Prodigy Knack. Together, they give the Profes- 
sor a very respectable nine dice to add to his Engineer- 
ing 10 dice pool. The Professors player rolls only nine 
successes on 1? dice. Since he only needed one success 
to make a workable design, the remaining successes re- 
duce the final RAD time to 63 days* 

MacFadden brings in a crew to install the cabins and 
other interior components (which will take roughly a month 
based on the construction time on p r 1/3). The Storyteller 
decides this requires skilled supervision. Professor Sears 
wants to continue with the zeppelin designs, and the Sto- 
ryteller agrees that one of his fab assistants can supervise 
tiie intenor upgrades. That means the Professor loses that 
assistants aid for the next month white he turns his atten- 
tion on the zeppelins performance capabilities 

Sears thinks the zeppelin should be as agile as pos- 
sible. Adding +5 maneuver will require 50 days' worth 
of RAD and apply +4 difficulty to the R&D roll. The Pro- 
fessor considers adding significant combat capabilities 
to the airship, but MacFadden feels confident that hes 
safe from direct attacks. Muttering something about fools 
rushing into places, the Professor nixes the fore and aft 
3 "gun mounts and battleship plating but sneaks a quar- 
tet of .50 machine guns into the design — just in case 
Smce this only adds four days to the design time (and no 
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increased difficulty!}, he decides to conceal each weapon 
behind pop-open teak paneling at an increase of another 
four days in total 

The Professor is at a predicted 58 days before 
performing actual R&D. He wants to be done with the 
additional designs by the time the construction crew is 
finished, so he locks himself in the lab for the entire time 
(shaving off I? days). His player lost two dice when his 
assistant left for the construction job, so he has a total 
Abflity master dice poof of 17. This is nothing to sneeze 
at as he proves by getting 10 successes! He reduces this 
by five to succeed in the designs, the remaining five re- 
ducing the final tally to 34 days in the lab. The construc- 
tion crew has a few days off before the Professor pre- 
sents his new designs. 

Example #2 

Professor Sears decides that an invention capable 
of generating effects similar to those of the Human Fire- 
brand is just what he needs for personal protection, He 
calls his research team to the lab to draw up the plans 
for the Man-Portable Spontaneous Thermal Projection 
Engine. This invention falls under the rules for an Inno- 
vation; the variables are as Follows: 

Effect: Flame Conjuring, a level two psychic Knack 
(initial R&D time of 60 days). 

Dice Pool: Flame Conjuring has two separate ap- 
plications, one using Willpower and the other A ware- 
ness, The Storyteller calls for an average of the two pools 
For simplicity s sake. The average is 5 For Professor 
Sears, making the invention *s dice pool two dice. The 
Professor considers this blatantly unacceptable and in- 
creases it to the maximum: one and a half times his dice 
pool, or eight dice. This increase adds 36 days to the 
initial R&D time (three days each For dice three through 
five, nine days each for dice six through eight), ft also 
adds +3 difficulty to the Ability mastery roll for the three 
dice boost to dice pool 8. 

Secondary Function: None. 

Usability An associate points out that it might be 
useful to hand the thing off to a more able-bodied com- 
batant. The Professor agrees but r in the interests of 


safety, restricts its use only to the Inspired Expw&tq 
the range of users from the designer himself to affh» 
spired characters adds +2 difficulty to the tmfjaMWify 
mastery roll. 

Durability: Professor Sears doesn 't think the th 
vention will encounter any situations that phystotf 
threaten it t so he leaves its soak rating and sfa/t&nr 
levels alone. 

Professor Sears ' player is now ready to rati for 
R&D. The initial research time stands at % days. 1ht\ 
a long time, and with the difficulty involved, heprabafy 
won *t have a lot of successes handy to shorten thefofr 
tion, The Professor decides he spends a tots! of 30 dip 
'locked in the lab t " thereby shaving 10 days oft tfie iro* 
tial time. He doesn *t bother spending Inspiration tek* 
ther reduce this time. 

Time isn't really the problem, though, it's fa *5 
difficulty penalty on the Ability mastery roit 1 Lxklf, 
Sears still has his four trusty lab assistants Ik 
Professor s player agatn has t? dice in his Ability x& 
tery pool. He must roll at least six successes to erafei 
the Thermal Projection Engine; any extra successesit- 
yond this will reduce his R&D time. After much to$m$ 
of dice, the Professor s player tallies vp 14 successes' 
Subtracting six to make the R&D roll leaves km w& 
eight successes he can apply to the initial R&D tmt 
knocking the result to 73 days The Professor rese&dm 
for almost three months and ts locked m the lab for 
roughly half that time. 

Warranty: Once the design is completed, thefm 
R&D time places its subsequent construction timm [he 
"one month" range. Prof essor Sears is more cwcenwd 
about the inventions reliability in the field He doesn 'f 
want to lose a permanent Inspiration making sure it nevar 
breaks down, though, and figures he's bound fojefi 
nice long run out of the thing with his massive /Fdto 
Ability mastery pool The Storyteller decides to mat* 
the roll just to mess with the Professor s player and it* 
cretly gets nine successes, The Thermal Projection En- 
gine will run just fine for nine months before it experi- 
ences any problems. 


Adventure wouldn't be pulp without a healthy dose 
i Mf-lhe-top action and derring-do, and that often in- 
ista <ke rolling. Chapter Ones rules are designed to 
teamfine this process so that you can pay attention to the 
fcry, To assist you and the Storyteller further, this chap- 
br covers additional dice mechanics, including dramatic 
{aft, dramatic editing, combat, damage and recovery. 
Ilea systems are just suggestions; if you come up with a 
mf you like better, use it in your story Also — particu- 
Wy when dealing with social situations such as seductions 
id speeches — the dice should never get in the way of 
delaying. If a player has his character make a particu- 
tfy inspired (or painful) speech, deliver an especially 
mnttifar cheesy) line or come up with a brilliant (or laugh- 
iblfj alibi, feel Free to let the character succeed (or Fail) 
m^bulkj, regardless of what the dice and Traits say. 

Dramatic Feats 

Dramatic feats aren't to be contused with dramatic 
titing( which is covered later in this chapter). These sys- 
tem simplify the Storytellers job by supplying rules For a 
sunber of common actrvities The appropriate Ability dice 
pod is bracketed after the feat in question in each case. If 
|W character has a specialty well suited to a given task, 
rouinay add that die to your dice pool. Storytellers should, 
rim! undoubtedly have to, invent their own dramatic Feats 
fer new situations. Bear in mind that characters lacking a 
speaft Ability may deiault to the Attribute on which the 
Aitys based, unless stated otherwise 

Automatic Feats 

Automatic Feats require your character to take an 
action, but don't involve a die roll under most circum- 
stances The Following are common automatic feats. 

1 Activate Knack Triggering certain Inspired pow- 
m or a super-science device may not require a dice roll 
See individual descriptions for details. 

* G*t Up: Your character may nse from the ground 
oone turn without making a roll, IF he wishes to get to 
fa bet while doing something else in the same turn, he 
oust take a multiple action (p. 201) with a standard Ath- 
etes roll to rise success! ully. 

• Move Your character may walk, run or sprint. If 
•Ainq. be moves at (Dexterity + 2) meters in one turn, 
inning, he moves (Dexterity +12) meters per turn. IF 


sprinting, he moves ([Dexterity x 3] + 20) meters per 
turn. If your character has Athletics 1, he knows how to 
swim Swimming is equal to your character s walking 
speed plus one meter per dot in the Athletics Ability, 

Your character may move up to half maximum running 
speed and then attack or perform another action (see p. 201 for 
particulars). He may abo move wrWetaking another action; each 
meter moved subtracts one from the other action s dice pod. 
Moving under hazardous cond i bons (combat rough terrain) may 
cafl for an Athletics roll, and injured characters (p. 207) cannot 
move at maximum speed, 

» Ready Weapon: This can involve drawing a blade 
or reloading a gun with prepared rounds. No roll is needed 
in most cases, so long as your character takes no other ac- 
tion that turn. IF he wishes to ready a weapon while doing 
something else in the same turn, he must take a multiple 
action (p. 201) with a standard Archery, f irearms or VAeAee 
roll (as appropriate) for the readying attempt. 

* Start a Vehicle: This takes an action, but nor- 
mally requires no roll. 

* Yield: You allow the character with the next- high- 
est initiative (p, 1?3) to act. Your character may still act 
at the end of the turn. IF all characters (player and 5to^ 
ryteller) yteld, no one does anything that turn. 

Physical Feats 

These systems cover tasks involving the three 
Physical Attributes (Strength, Dexterity and Stamina) 
These Feats typically require a dice roll. 

* Balance/Footing [Athletics, Martial Arts]: In pulp, 
the hero often ends up scrambling after the villain along 
the slick canvas atop a dirigible or facing a treacherous leap 
while the cave Floor shakes from an earthquake. No roll is 
required if your character has the time to advance slowly 
or grab suitable support to keep his feet. When the mo- 
ment requires decisive action, roll Athletics or Martial Arts. 
Difficulty applies based on the circumstances; A minor 
problem (slight tremor. Floor at 5 percent incline or less) 
requires a standard roll; a serious hindrance (rotted Floor- 
boards, up to a 20 percent grade) applies +1 difficulty; a 
significant challenge (Floor literally Falling apart, up to a 45 
percent grade) applies +2 difficulty or more. The Story- 
teller may declare this as a reflexive action, so the roll For 
balance doesn't count as an act ion For the turn. IF the char- 
acter is at the epicenter of an earthquake, though, he s likely 
doing everything he can just to keep fits feet. 
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• Gimbing [Athletics]: When your character climbs an 
inclined surface (rocky slope, stack of shipping crates or hold- 
ing), noil Athletics. For an average dimb with available handholds 
and nominal complications^ your character moves three meters 
per success The Storyteller adjusts this distance based on the 
dimb s difficulty (easier: Four meters per success; more diffi- 
cult; two meters per success). The number of handholds, 
smoothness of the surface and, to a lesser extent, weatW can 
all affect the rate of travel- A short, difficult climb may have the 
same difficulty as a long, easy climb Equipment such as rnoui> 
tain-climbing gear or a special 2- wave device may ako come 
into play The extended action lasts until your character accu- 
mulates enough successes to reach the desired height On a mild 
botch or one or two Is.yxxirdraracterrnay only slip or get stuck; 
on a more severe botch of three or more K he may Sail! 

• Encumbrance [Might]: The Storyteller should 
make life difficult for players whose characters have ex- 
tensive equipment and weaponry tists. A character with- 
out enhancements from Knacks or super-science can 
carry /tote 10 kilograms (22 pounds) per dot in his Might 
dice pool without penalty. A character exceeding this total 
suffers +1 difficulty to all actions involving physical skills 
due to the added weight Also, For every 10 kg over the 
allocation, your character's base movement drops by one 
meter If the total weight carried is double his Might allo- 
cation, your character cant move. This system is a guide- 
line; the Storyteller should not call for an inventory check 
every time your character picks up a pen, 

* Feats of Endurance [Endurance]: Endurance de- 
termines how well and for how long your character can 
run beyond his normal capacity, stay awake after a day 
of activity or hold his breath for an abnormally long time. 
Sustaining such acts requires Endurance rolls, with a fre- 
quency ranging from every hour For trying to stay awake, 
each half-hour or so for maintaining physical activity or 
every few seconds to keep holding one s breath. The Sto- 
ryteller should add one to the diFFiculty (cumulative) to 
each subsequent roll aFter the first to reflect the increas- 
ing strain on your character s vitality. Botches should suit 
the Feat attempted (e.g., stumbling, reflexively gasping 
for air, nodding off, lunging for the nearest available food). 

* Intrusion [Legerdemain, Stealth]: Intrusion cov- 
ers breaking and entering, avoiding security devices, 
picking locks — and preventing others from doing the 
same. When bypassing active security (guards, tripwires), 
your character must succeed on the first attempt; failure 
reveals his presence (being seen, triggering an alarm) 
Your character may try dealing with passive security 
(locks, secret panels) multiple times without giving him- 
self away (see "Second Chances. " p 113). Intrusion rolls 
are usually standard actions, but they may become diffi- 
cult actions depending on the security (the Storyteller 
decides the difficulty) On a botch, the clumsy break- in 
attempt goes horribly awry. 

Setting up security measures is a standard action, 
but multiple successes achieved in the eFFort increase the 


quality oF security (adding to the difficulty to breach it) 
On a botch, your character forgets to attach the tnfwns 
to the alarm or [eaves some other gap in the defense* 

* J imping [Athletics]: Leaping under two iwterc 
across or a halF- meter high doesn't require a roll For 
larger distances or suitably dramatic situations, each suc- 
cess on an Athletics roll I a unches your character another 
haff- meter vertically or one meter horizontally. To jump 
successfully, a character must clear more distance tiro 
the span between him and his destination On a Failu* 
the character doesn't clear the required distance* but a 
reFlexi ve Athletics roll lets him grab onto a ledge or t/he 
safety as he falls On a botch, your character may Inj 
over his own feet, leap right into a wall or fall to hps down 
You may roll Awareness before the jump to gauges*' 
actly how far the character must leap (i.e., how many suc- 
cesses you need) 

» Lifting [Might]: The chart below lists, the mini- 
mum Might dice pool For deadlifting various weights wih* 
out a roll. Picking something up is different fromtarrp 
i rig it (see Encumbrance, above), 
Might Dice Pool Mass (kg) bam pie 

1 15 Toss a wooden chajr 

2 45 

3 100 Lilt a grown person 

4 165 

5 Z40 Topple a shippingctfi 

6 500 

7 360 Heft a full steel dnn 
B 420 

? 480 Lift one end of a gin* 

10 550 

A character may try to affect a heavier weight tiw 
his rating allows. Roll Willpower at +3 difficulty; exr 
success advances the character one level on the chart 
The Storyteller may raise your characters effective ktyt 
if he only wants to drag something a short distance in- 
stead of pick it up. Characters can also work together a 
lift an object (see 'Teamwork" p. IB). Lifting is Jar 
nothing — if you fail the roll, nothing happens Qui 
botch, your character may strain something or drop lb 
object on his own foot. 

* Opening/Closing [Might]: Opening a door «di 
brute force calls for a Might roll. A standard interior (Soor 
requires only one success to bash open or slam shuE A 
reinforced door generally takes five successes. A va.lt 
door might take 10 or more successes (if it s possiWels 
budge at all). These successes may be handled as an ex- 
tended action. While teamwork is possible {and recom- 
mended for heavier doors), a single individual can wen 
a door through repeated hammering. No Force is needed 
if the door isn't held in some way. A botch inflicts a health 
level ol bashing damage to your characters shoulder (or 
whatever portion of his body he flung against the door) 
Certain portals (metal vault doors, stone temple door?) 
may require a Might minimum to even attempt. 


• Pursuit [Animal Handling. Athletics. Drive, Pilot]: 
Gfthing someone who s trying desperately to avoid your 
□Warier involves several different rolls. If one party is 
bgrefacandy Faster than and/or Farther away from the other 
Jb^er movement rate or Faster vehicle or a helluva rurt- 
mg start), the Storyteller may declare that party outstrips 
the other one without extended drama. IF the getaway is in 
doubt, resolve pursuit as an extended action 

The target starts with a number of additional dice 
tnsedon her distance From pursuers: one lor every two 
incurs ahead of pursuers on loot or one For every 10 meters 
ted of pursuers in vehicles or on mounts. Exceptionally 
toq Foot or mounted chases might involve Endurance tests, 
^ bng vehicle chases may Florin FiH^lrm^Lmpl-^n Dice 
(my also apply if one party is significantly faster than the 
other For foot pursuit, add one die for every two meters ' 
mrthof movement rate difference, For vehicular pursuit, 
id one for every 10 kph worth of difference 

The target and the pursuers roll the appropriate Abil- 
*y dice pool (depending on the type of pursuit) each turn, 
idding new successes to any rolled in previous turns. {The 
hrther the quarry distances herself from pursuit, the more 
dee her player rolls and the more quickly she might get 
my. The reverse is also true ff the pursuer closes the gap.) 
If the pursuer accumulates more total successes than the 
target, be catches up to his quarry. As the target accumu- 
lates successes, she gains distance From her pursuers and 
may use that lead to lose her opponents. Each success that 
the Quarry accumulates beyond the pursuers' total acts as 


+1 difficulty to any Awareness rolls pursuers must make to 
remain on the target's tail If the quarry botches, she 
stumbles or ends up at a dead end. 

The Storyteller may call For pursuers to roll Aware- 
ness at any time (although not more than once per turn). 
On a Failure, the target ts considered to have slipped sway 
(into the crowd, around a bend, into a cloud bank). On a 
botch, the target vanishes immediately. 

* Resistance [Resistance]; The health chart on 
your character sheet normally declares the number of 
dice you lose From dice pools as your character takes 
damage. You may roll Resistance once each turn; a suc- 
cessful roll restores a number oF dice to your pool equal 
l-n your R«kl-;*nr*» Ability (ji/tfdir.e post) The restored 
dice last for as many turns as successes you roll. This 
benefit requires the Resistance Ability: it cannot be per- 
formed as a default task- 

• Riding/Drmng/Piloting [Animal Handling. Drive, 
Pilot]: Under normal circumstances you need not roll 
Drive or Pilot For your character to steer a vehicle or 
Animal Handling for your character to guide an animal 
— assuming your character has the appropriate Ability 
Bad weather, the vehicle or mount's speed, obstacles and 
the performance of complex maneuvers can challenge 
even the most competent drivers. Specific difficulties are 
up to the Storyteller. For example, driving in heavy rain 
increases the difficulty by one; going fast while also try- 
ing to shake a bunch of goons off the running boards 
jumps the penalty up three Similarly, piloting an autogyro 
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through artillery fire is +1, but trying to reach a specific 
landing point while avoiding pursuit bumps it to +i. A 
failed roll indicates trouble, requiring an additional roll 
to avoid crashing or losing control. Players oF characters 
in control oF a vehicle or an animal who have no dots in 
the appropriate Ability must roll For almost every change 
in course or procedure. On a botch, the vehicle or mount 
may get out oF control or worse. 

* Shadowing [Stealth]: Shadowing someone requires 
that your character keep tabs on the target without neces- 
sarily catching her — and while not being noticed by her! 
The targets player can roll Awareness whenever she has a 
chance to spot her tail (the Storyteller decides when such 
an opportunity arises); the pursuer opposes this attempt 
with a Stealth roll, The target must get at least one more 
success than her shadow does in order to spot the tail; if 
she succeeds, she may act accordingly This resisted ac- 
tion *s handled individually for each person shadow tng the 
target (if the target is being Followed by three people, her 
player makes three separate Awareness rolls, one against 
each target's Stealth roll) 

* Sneaking [Stealth]: A sneaking character uses 
Stealth as a resisted action against Awareness rolls from 
anyone able to detect his passing. Unless observers re- 
ceive more successes than the sneaking character does, 
he passes undetected. Noise, unsecured gear, tripwires, 
lack of cover or large groups of observers can increase 
Stealth difficulty Super- science security devices or su- 
perior vantage points may add dice to Awareness rolls. 
On a botch, the character stumbles into one of the people 
hes avoiding, accidentally triggers an alarm or performs 
some other obvious act. 

■ Swimming [Endurance]: Swimming in the short 
term requires Athletics (see p. 138). Long-distance or - 
duration swimming requires successful Endurance rolls.. The 
first roil, requiring one success, is necessary only aFter the 
first half-hour of sustained activity A cumulative difficulty 
penalty oF one applies For each subsequent half -hour You 
may lower the difficulty on the next attempt by one iFyou 
get three or more successes on a roll IF a roll fails, your 
character tires; he may float, but he's too exhausted to swrm 
He can rest by Floating, but the difficulty doesn't drop until 
he can get to solid ground and recuperate. On a botch, your 
character sinks and, if he doesn't have an air supply, begins 
to drown (see p. 210). 

* Throwing [Athletics, Might]: Your character can 
throw objects (grenades, knives) with a mass oF one ki- 
logram or less a distance of (Might dice pool x 5) meters. 
For each additional kilogram of mass that an object has, 
this distance decreases by frve meters (heavy objects 
don't go as far). As long as the object's mass doesn't re- 
duce throwing distance to zero, your character can eas- 
ily grab and throw. A character with a Might dice pool of 
5 can throw a I kg object 25 meters, a 2 kg object 20 
meters and a 5 kg object five meters. If your character 
can lift something but its mass reduces throwing distance 


to zero, the object can be hurled aside at best — about 
one meters distance. IF an object can't be lifted, it can 1 ! 
be thrown (refer instead to M Lifting," above). 

Throwing an object accurately requires a standW Ath- 
letics roll to half maximum range. Throwing from half raunn 
to maximum range adds +1 difficulty. The Storyteler may re- 
duce throwing distances for particularly uiwieidy objects or 
increase them For aerodynamic ones. Wind conditions may afco 
play a Factor. On a botch, your character may oVopthecbjedor 
strike a companion with it. 

Mental Feats 

These systems cover tasks involving the three Men- 
tal Attributes (Perception, Intelligence, Wits). Mental tests 
can give you information about things your character knows 
but you, the player, don't. Still, you should depend on ere- 
ativrty when solving problems ■ — not on dice roltmg. 

* Invent [Engineering, Medicine, Science]: Your 
character can try to create a new device or cobble to- 
gether existing equipment to perform a new task. Chap- 
ter Five: Super- Science has extensive rules on inventnf 

* Investigation [Investigation]: Any search For clues, 
evidence or hidden contraband requires Investigation. Th 
Storyteller may add a difficulty to investigations invoking 
obscure clues or particularly well-concealed objects One 
success reveals basic details; multiple successes provide 
detailed information and may even make deductions pos- 
sible based on physical evidence. On a botch, your charac- 
ter may miss or accidentally destroy obvious dues 

* Navigation [Navigation]: Your character cot Cry 
to determine his location and/ or chart a course toade* 
sired destination. This can be as simple as Finding ha 
way around a city or as hazardous as traveling safe 
through the uncharted Sahara. The Storyteller deter- 
mines any difficulty, with successes rolled indicating 
degree or accuracy — one success gets your charac- 
ter from A to B sooner or later, five successes erwMes 
him to navigate by the safest and most direct route. A 
compass, map, sextant or other equipment may reduce 
difficulties or even provide your character with addi- 
tional dice to the roll. On a botch, your character strikes 
out in entirely the wrong direction, 

* Observation [Awareness]: This feat involve 
picking a face out of a crowd, keeping an eye onsoit*- 
one and being aware of one s surroundings Trie covers 
anything that doesn't require specific training mobser- 
vatron, as Investigation does. Observation ts often twd 
in resisted rolls against feats such as sneaking 

* Repair [Engineering] Before repairing a oW 
that's on the fritz, your character must identify lis pnt 
lems (accomplished as a standard research roll) The Sto- 
ryteller then sets any difficulty to the repair roll, depend- 
ing on the problem s seventy, whether me proper tools or 
any replacement parts are on hand and if adverse coni* 
tions exist. Changing a tire is a standard action, while re 
routing power through a secondary system is more (ft 


ciit Even a basic effort takes at least a few tun is to com- 
ptete:more complex work is an extended action that lasts 
10 minutes per success needed (repairing vehicles Follows 
the chart on p. 256) On a botch, your character may sim- 
ply waste time and a new part or may make the problem 


ply wa: 


* Research [Academics, Engineering, Medicine, Sei- 
ne*] Your character performs research when searching 
hares For historical facte, when looking for obscure ref - 
wmes in ancient texts or when trying to learn a devices 
fonciffli or origin. In all cases, the number of successes 
staffed determines the amount of information discovered; 

success gives you at least bask information, while ex- 
successes provide more details. The Storyteller may 
apply difficulties For particularly obscure data. On a botch, 
your character may not Find anything, or he may uncover 
completely erroneous tn Formation 

* Tricking [Awareness, Survival]: Unlike shadow- 
in}, tracking requires your character to follow physical evi- 
dence to Find a target. Discovered Footprints, broken twigs. 
Wood trails or other phystcal signs lead the tracker right to 
the subject. Following such a trail is a standard action; mul- 
tiple successes provide extra information (subject's rate of 
speed, estimated weight, number of people tracked}. The 
quarry can cover his tracks with a successFul Survival roll; 
each success modifies tracking difficulties by one- Inclem- 
ent weather, poor tracking conditions (city streets, open 
sea) and a shortage ol time also add to tracking difFtcuity 
Ota a botch, your character loses the trail and may even 
destroy the physical signs of passage 

Social Feats 

These systems cover tasks invoWir*g uSe threeSocia\ Alt- 
n&fc (Appearance, Manipulation, Charisma). Roleplaying 
usually supercedes any Social Ability roll, For better or worse, 
^torytefersmay ignore Social Feats when a player exhibits par- 
ticularly good or excruciatingly bad rdeplay ing. 

* Carousing [Savvy r Style]: Your character influ- 
ences others to relax and have fun. This might be used to 
show a potential client a good time, loosen an informant's 
tongue or make instant drinking buddies who'll come to 
your aid when a brawl starts. Its a standard action when 
dealing with an individual; difficulties may apply for large 
or ambivalent groups. On a botch, your character comes 
off as an obnoxious boor, if not worse. 

* Credibility [Subterfuge]: Subterfuge is used when 
perpetrating & scam or trying to detect one (a scam can 
range From impersonating the authorities to using a forged 
passport) AH parties involved, whether detecting the lie 
or perpetrating it, roil Subterfuge. The scam s "marks 7 ' must 
roll higher than the perpetrator to detect any deception. 
Convincing false credentials and other props may add to 
thedifficulty of uncovering the dupe, while teamwork may 
help reveal the scam. On a botch, the entire plan falls apart. 

* Disguise [Disguise]: Disguise requires a combina- 


tion of improvisation and physical believability. A burly man 
can easily pose as a dock worker, but passing as a nun is 
quite a bit more difficult. The rote assumed and the re- 
sources on hand dictate any difficulty of the Disguise roll. 
A standard roll is suitable if your character simply wants to 
look fike someone other than himself and has a decent 
change of clothes and props on hand Passing for a speci lie 
person is more difficult, especially if your character had 
limited interaction with the person before assuming the role. 
Spending a great deal of time with the subject and having 
ample wardrobe, makeup and props mitigate the difficulty. 
The Storyteller should also take roleplaying into account. 
A marginal disguise may succeed if the player does an im- 
pressive imitation, while even the most inspired disguise is 
ineffectual iF the player acts no differently than usual. On a 
botch, the disguise is clearly not convincing. 

* Fast-Talk [Savvy, Subterfuge]: When there's no 
time For subtlety, bluster. A target can be overwhelmed 
with a rapid succession of almost-believable halF- truths. 
HopeFully, the subject believes anything she hears just to 
get away from the chatter — or becomes so annoyed 
that she ignores your character completely. Trying to 
fast- talk someone is a resisted action — your character s 
dice pool against the targets Willpower. Whoever scores 
more successes wins. On a tie, more bluster is needed. 
On a botch, your character goes too far. rambling with- 
out effect and angering the target. 

* Interrogation [Interrogation]: Peaceful interro- 
gation involves applying strategic queries designed to 
reveal specific Facts This is a resisted action between 
your characters interrogation and the subject's Will- 
power Rolls are made at key points during questioning 
or at the end ot an interrogation session. 

In violent interrogation, the victim is tortured men- 
tally or physically to reveal what she knows, This is a re- 
sisted action between your characters Interrogation and 
the target's Resistance or Willpower (whichever is 
higher), rolled with each query. With each resisted ac- 
tion, the subject loses one current Willpower point for 
mental torture or one health level for physical torture. 
Damage inflicted depends on the tools used — Fire and 
electricity cause lethal damage; punches and kicks cause 
bashing damage. The combination of physical and mental 
torture can be devastating. A botched Interrogation roll 
can destroy the subjects body or mind. 

Whatever the interrogation method used, if you roll 
more successes in the resisted action, the target divu/ges 
something for each extra success rolled. IF your extra 
successes exceed the victim s Willpower score, she Folds 
completely and reveals all she knows. The Storyteller 
decides the extent and relevancy of in Formation (details 
are often skewed to reflect what the subject knows or by 
what she thinks her interrogator wants to hear). 

* Intimidation [Intimidation]: Intimidation has sev- 
eral applications. Its passive effect has no roll; it simply 




gives your character plenty of space. The higher his In- 
timidation dice pool, the wider the berth that others give 
him. Intimidation's active application works through 
subtlety or outright threat Subtlety is based on a per- 
ceived threat (losing one's job, going on report. suffer- 
ing to loved ones in the Future). Roll Intimidation in a re- 
sisted action against the subjects Willpower; the target 
must get more successes or be cowed effectively; Bla- 
tant intimidation involves direct physical threat. In this 
case, you may pair Intimidation with Strength in a re- 
sisted roll against the subject s Willpower. On a botch* 
your character looks ridiculous and doesn't impress any- 
one for the rest of the scene. 

* Oration [Perform]: From a general's rousing 
speech to a politician s slick double-talk, the capacity to 
sway the masses emotionally creates and destroys em- 
pires. Roll Perform when your character speaks publicly, 
whether to a small board meeting or to the Senate. The 
Storyteller may increase the difficulty for a huge, dis- 
passionate or openly hostile audience. Oration is hit or 
miss — your character either succeeds or fails. On a 
botch, she may damage her reputation or even be as- 
saulted by the audience, 

• Performance [Perform]: Perform can be used to 
impress an audience or to pay the bifls As wtth oration, the 
audiences mood can increase the difficulty, as can the 
performance's complexity. One success indicates an en- 
joyable if uninspired effort, while additional successes make 
the show a truly memorable event to even the surliest crowd. 


On a botch, your character forgets lines or makes a grift 
« Seduction [Etiquette, Savvy, Style. Subterfuge] 

Seduction is a resisted action; the situation and method 
determines which Ability to use. In pleasant, cultured cir- 
cumstances, roll Etiquette. In a seedy underbelly bar, use 
Sawy. Style encompasses any attempt lo physicalfy attract 
an individual or even a group. Roll Subterfuge whenyw 
character makes a seduction attempt through exaggera- 
tion or fabrication. The target rolls Willposver lFyoujtf 
more successes, the target is interested (the degree de- 
pends on the number of extra successes rolled) Other, 
wise, the subject hasn't bitten yet. but your character may 
try again (although at an increased difficulty) On a botdu 
your character ends up with a drink in his face (at best) 

• Staredown [Intimidation]: In the pulp genre, m 
of a character's most useful weapons is nothing more than 
a tough look. With the proper attitude, a confident ad- 
venturer can force even the most massive thug to back 
down Each participant rolls Intimidation in an extended 
action. The one who First accumulates successes eouaJ 
to his opponents Wits +5 is the winner, Forcing the other 
to look away. The player of the other character can spend 
a Willpower point each turn to keep glaring, but she will 
run out oF Willpower eventually. The character who bs« 
a staredown is cowed and cannot act directly against the 
winner For the remainder of the scene. Note that a proper 
staredown requires full concentration from ail parties If 
significant action breaks out around them, cadi 
character's player must make a successful Willpower roll 
to stay Focused. IF one Fails, he automatically loses the 
staredown. If both Fail, its considered a draw. 



Dramatic Editing 

The one constant among all Inspired characters, be 
they daredevils, mesmerists or stalwarts, is their uncanny 
bdi. When circumstances seem darkest, the Inspired char- 
acter finds an opportunity that a lesser individual would 
hra missed, seizes that chance and runs with it. Whether 
isdiscovenng a lost scroll in a well -explored archaeologi- 
cal site of teaming the hostile cannibal tribe worships a god 
whose name sounds just like the characters own, this luck 
is tile one thing that, above all else, defines the heroes and 
vhns of Adventure. Awe- inspiring powers are all well and 
good, but Fortune favors the Inspired 

The game mechanic that represents this uncanny 
kick is called dramatic editing. In short, dramatic edrting 
Jews a player to spend Inspiration to insert details spe- 
ak to his character into the scene, as long as the Story- 
ttfer approves of it and it does not contradict anything 
tfafs steady been established. Dramatic editing departs 
from the usual conventions or roleplaying, in which the 
player controls his characters actions in the game but 
cannot dictate how his character is acted upon It does 
ft// allow the player to supersede the Storytellers de- 
scrtptions oF the scene, but rather to supplement them 
for purposes oF heightening the story. 

The Parameters 

Dramatic editing costs Inspiration to use How much 
depends on what you want to accomplish, as outlined in 
Tause and EFFect " below. Regardless of the specific 
effect desired, all dramatic editing abides by the same 
overall parameters Note: All Inspired adventurers, 
whether player or Storyteller characters, may use dra- 
matic editing (except in the case of the cliff hanger, be- 
low), The Storyteller is encouraged to do so sparingly, 
(hough, since the deck is already stacked in her favor by 
the nature of her role in the game, 

* Betievability; The result of dramatic editing must be 
something that could conceivably occur within the setting and 
fceventsof the story. If the Storyteller doesn't see how a pro- 
posed dramatic edit could realistically occur, she is Free to de- 
rand dbnficauon from the player This serves to maintain sus- 
pension of disbelief and encourages players to think of dra- 
matic editing opportunitjes that keep tile tone of the game. Fnd- 
ngax pristune sets ot jungle survival gear in the vine-covered 
wis of a Mayan temple isnt very believable. However, Finding 
them lithe decaying hulk of an Army Air Corps transport that 
crashed near the tempfe a decade ago is lot more plausible (and 
could give nse to Further plot ideas) Likewise, buying passage 
out of Hong Kong on a Soviet nuclear ballistic missile sub is out 
of the question, since there aren t any Soviet nuclear subs in the 
pip era. However, rf the sxibrnanne is a prototype German U- 
boat 4wse crew mutinied and turned privateer, the trip be- 
comes more likely. 

1 Consistency: The dramatic edit may not contra- 
ct anything that's already been established or overrule 


the results of a dice roll that s already occurred unless 
the dramatic editing is being performed For the explicit 
purpose of saving a player character From certain death, 
If the Storyteller has already stated that a supply locker 
is completely empty, the player may not use dramatic 
editing to say, "hey, 1 found two Thompson guns and 12 
pounds of gold coins in this supply locker!* 1 However, if 
some palooka shoots the hero for 10 health levels of dam- 
age, the player may use dramatic editing to say (assum- 
ing the hero isn't utterly naked), "Fortunately, the bullet 
ricochets from my characters St Christopher medallion! 
He's knocked unconscious, but he^s not dead! Whew?" 
Alui itp ii 1 1 1 1 ai I i i %es, di mi latk ed ill ng e nay not be used 

to contradict or negate someone else s Inspiration use in 
the scene. This covers everything from powering a Knack 
to other dramatic editing uses, and applies equally to 
other players' characters and to the Storyteller's villains 

* Luck, Not Skill: Dramatic editing is a function of 
the player's self- motivation, not the character's Under 
no circumstances should the character — or any other 
character — be aware that dramatic editing has just 
occurred. Dramatic editing is an out- of- game way to ex- 
plain and facilitate within a game setting the incredible 
surprises and amazing coincidences common to the pulp 
genre. 1 t's not a reality- altering power within the setting 
that characters consciously, or even unconsciously, wield. 
Although his Inspiration powers the dramatic edit, the 
character ts not the source of it. 

• Storyteler Override: The StoryteSer is the ultimate 
authority in every game. As such T she has the final say on what 
sorts of dramatic editing are and are not believable. If a given 
cfc-arnatic edit will ruin the entire plot, seems overly powerful or 
intrusive, or simply doesn't fit into the world of Adventure, the 
Storyteler is completely within her rights to deny the player 
that dramatic edit Negotiation and refinement is acceptable 
(see "Believabilityr above), thauc^i, to keep the pace of the 
game running smoothly, such modifications should be handled 
quick!/ and with decisive action by the Storyteller. Once the 
Storyteller s final answer is "no" that's it End of discussion. If 
the Storyteller refuses an edit, the character does not lose the 
ponied up Inspiration^ since it was never actually spent. 


Dramatic Editing Costs Table 

Inspiration 

Effect 


Minor offscreen effect 

1 

Minor extension of an 


other player's effect 

K2 

Minor onscreen effect 


Major onscreen eFfect 

4 

Obvious continuity violation 

+1 

Plot ramifications 


Plot complications for a 


character 
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Cause and Effect 

This section outlines the degree oF inFluence char- 
acters may apply to dramatic editing; Inspiration costs 
are listed in brackets 

Minor Offscreen Effect 
[1 Inspiration) 

A mbor offscreen effect cannot possibly save the char- 
acter right away, but it can bring help within 15 minutes to an 
hour. That may be too late depending on the araxnstances (like 
a vat Filling with acid), but works just fine for less immediately 
deadly events (like a shfpwreck with no help in sight) 

Examples An airplane dying far overhead happens to 
see the characters 'SOS; a Firefighter 20 minutes away nonces 
a column of smoke from the fire endangering the team. 

Minor Extension (1 Inspiration) 

A minor extension expands on a coincidence that 
another player's character has generated This extension 
cannot get too blatant — no fair turning the piece of 
shipwreck flotsam into a motorboat — but it can build 
upon another character's coincidence in order to let it 
help the current character as well. 

Examples: That convenient vine dangles just a little 
lower down than previously thought; look, there s another 
parachute behind the one you just found in that cabinet! 

Minor Onscreen Effect 
(2 Inspiration) 

A minor onscreen effect won t save the character s 
life by itself, but it can give him some breathing room or 
a fighting chance. It may include the unexpected arrival 
of Background or Storyteller characters who, while un- 
able to rescue the character directly, can provide other 
sorts oF aid. Alternatively, it may be a piece oF (easily 
concealed) equipment the character "forgot" that he'd 
had or something similar. 

Examples: The character wriggles an arm Free from 
the ropes tying him to the buzz saw; a large piece of 
wreckage from the shipwreck crests a wave nearby just 
as the character begins to tire out 

Major Onscreen Effect 
[3 inspiration) 

A major onscreen effect saves the character's life 
or even the lives of the whole team, This effect can be 
just about anything that doesn't contradict the 
Storyteller's summary of the situation. 

Examples : The plane 5 emergency supply locker has 
enough parachutes for the whole team; just a few Feet 
below the character fs a meter- wide tedge along the cliff 
that leads to safety, 

Obvious Continuity Violation 
(4 Inspiration) 

An obvious continuity violation directly contradicts 
the Storyteller s description oF the scene or is just thor- 
oughly beyond the Bounds of plausibility Clearly + this use 


or dramatic editing demands the Storytellers scrutiny, 
but it should be possible as long as it is appropriately 
creative and maintains the Feel of the game and the genre 
Examples: Oh, this is Dr. Smith s submersible car. 
you see; the assassin about to strike the kilhnq blow a 
actually an old fnend from grammar school; the fkm 
lick at the spilled gasoline — but those barrels lahM 
"Petrol" were actually fitted with water! 

Plot Ramification (+1 Inspiration) 

A plot ramification gives the characters a due to 
solving a mystery that has plagued them, winds one of 
the villains henchmen tn jail or brings any character in 
the group an unexpected benefit, This extra cost also 
applies iF a player chooses to solve the teams problem 
by making another player character's life much harder 
though injury, social inconvenience or great expense. 
Relatively minor things (loss oF property worth two dots 
less than the targets Resources Background, a loss of 
cleanliness or basic human dignity) do not incur this cost 
penalty. Feel Free to pile those sorts oF things on 

This charge can be used to directly influence Ac 
characters situation in the present scene, but it is meant 
to represent fortuitous events that occur perpendicular 
to current events. In other words, it won't generally aid 
the characters in dealing with his immediate situation, 
but will provide a useful benefit to the story afterward. 

Plot Complication (-1 Inspiration) 

A plot complication is a circumstance during the seem 
that makes life harder For the character who spends the 
Inspiration He breaks his leg leaping to safety just as trie 
car careens over the cliff; he escapes from certain death 
only to fall under the influence of a lesser enemy the char* 
actors* efforts to escape a deathtrap give the Czar enough 
time to make off with the character's significant other, aid 
so on. Remember: there is no cost break (and them is often 
a cost penalty) for giving complications to other charx* 
ters That's a plot ramification, above. This cost break ap- 
plies only if you give your own character a complication As 
above, this should not be a trivial compilation: breaking a 
nail or losing a pair of shoes will not score you this bono* 

A plot complication calls for particular scrutiny by 
the Storyteller. If one player is deliberately messing with 
another p layer s character for out- of -game reasons 
{rather than to make the episode more interesting), the 
request should be rejected flat-out iFboth parties Id 
the complication entertaining, the Storyteller should feel 
free to let ft go through. 

Dramatic Editing Examples 

Dramatic editing can be an iFFy concept at First betatt 
it can go in so many different directions. A f srtuatiors re 
outlined below that might call for drarnatic editing, along writ 
some dramatic edits that provide appropriate solutions 

Example #1; Chris Barnett square- jawed /lero-nf- 
large, finds himself tn the Egyptian desert with Ofity SO 
bullets, 20 dollars, a ragged leather jacket and a h* 


equa/fy ragged companions. With their transportation 
destroyed by 3 bombardment from Doctor Zorbo s air- 
l)omebattlecruiser f the expedition now stands no chance 
of reaching the Golden Temple of Osiris before Zorbo 
inns the Sarcophagus of Eternity For himself. Indeed, 
mr very prospects for survival look bleak. 

"Watt " says Harnett 5 player as the characters are 
tryw} to construct a makeshift shelter. *7 think Chris 
hows this stretch of desert. " 

The Storyteller raises an eyebro w, "Oh ? This bet- 
ter be good. " 

"It s like this, you see, " the player says, grinning like 
i rrwdrran ! ! When Chris was in the French Foreign Legion, 
nfit after the Great War, die sergeant who trained him as 
aimrksman was always talking about this girl he 'dmet when 
ie was stationed in Egypt and how he wan ted nothing more 
to retire to her village. Anyway, when Chris mustered out, 
barye said to look him up if Chrts was ever m the neighbor- 
hood. And unless I mtss my guess, that neighborhood is 
about iOhlometers that way. " 

The Storyteller recalls that the character's back- 
powd included a stint tn the Foreign Legion, and a look 
at thmett's character sheet reveals the character has 
an Ally who was never defined tn detail. Chris * player 
Qfft the go-ahead to spend one Inspiration for a minor 
offscreen effect. After a harsh day trekking across the 
desert, the rest of the characters witness a heartfelt re- 
\mm between two former Legionnaires. 

Example #2: Jill Sparrow is awakened rudely one 
iwc^t by an odd thumping noise from downstairs. Within 
3 few moments, she ascertains two things: that there are 
several men ransacking her photo studio and that they 're 
looking for a certain set of negatives that her adventur- 
tng companions have asked her to keep secure. Jill's no 
sort of fighter, and she doesn 't have a telephone in her 
bedroom with which to call for help. A swift escape out 
the bedroom window looks like her best option, until.... 

"Hey, "Jills player asks, "Jill has a lot of chemicals 
down there, doesn r t she?** 

The Storyteller nods. ""Yes. You've said she has a 
My equipped lab and darkroom, so she *d have lots of 
Afferent things for developing film. " 

"And if someone were to happen to open the wrong 
bucket while searching in the dark, there could be some 
unpleasant results 7 " the player asks. 

'Sure, why not?" the Storyteller says. "It s not re- 
afygotng to hurt any of them, but if all you want to do is 
make them stop searching*** " 

The Storyteller calls it a minor onscreen effect, and 
Jill s player marks off two Inspiration Just as Jills contem- 
plating her exit out the window, one of the mysterious 
searchers opens a bucket full of noxious waste chemicals. 
The putrid fumes reduce him to explosive nausea, and his 
companions drag him to fresh air before being overcome 
themselves. Listening to the fading commotion, Jill stghs. 


She moistens a washrag i covers her face and goes down- 
stairs to retrieve the negatives. . and to open the windows. 

Example #3: Millionaire playboy Steve MacFadden is at 
a society bail when he spots a team o f assassins sent by his arch 
rival. Bryant Mulhns. Assessing the situation, he realizes that 
the gunseis have aff the exits blacked and they look like they re 
about to make a very public example of hint 

MacFadden s player turns to the Storyteller. ''They 've 
blocked aS the exits that they know about, you mean " 

The Storyteller considers this. "Okay, but what 
exits does Steve know about that they dont?" 

"Well, *" the player says, "we Ve never said how 
Steve made his fortune. But say be owns an architec- 
tural firm, and they just happened to design this build- 
ing. Ashe recalls from his tour at this building 's opening, 
a concealed staircase by the restrooms comes out in the 
garage. It was intended for maintenance, but none of the 
maintenance staff parks down there because those 
spaces were reserved for VIFs " 

The Storyteller chuckles and declares this a major 
onscreen effect Since McFadden suddenly having an ar- 
chitectural firm builds upon the characters previous his- 
tory, she also has McFadden s player spend another In- 
spiration for a plot ramification. 

MacFadden heads for the bathroom, trigger-happy kill- 
ers hard on his heels, only to seemingly vanish around the cor- 
ner. Ten minutes later, MacFadden s chauffeur is steering the 
millionaires limousine away to safety white the assassins are 
stiS cursing one another as they search the bathroom. 

The Cliffhanger 

The cliffhanger is an old convention From tire days of 
serial fiction; one episode ends with Our Hero dangling from a 
cliff (or other crisis}, with no he^j in sight and another danger 
looming over him. The theory (quite a successru) one) was that 
readers, I isteners or J lEmgoers would return to see how the hero 
gets himselF out of such a predicament. Dramatic editing allows 
you to inte^te diffhanger-style cut scenes into Adventure, 
along the lines of the dd-styie seriafe- 

Dramatic editing provides clear rules on how a player 
can influence the story to give his character a surprise break, 
as of ten occurs in tales of pulp dernng-do. The cliffhanger 
functions in virtually the same manner; the distinction be- 
tween the two lies in its function and placement within the 
story. Players use dramatic editing dunng the course of a 
story to save their characters from a troubling and unfore- 
seen event or to make their actions m the scene all the more 
exciting. The Storyteller applies the cliffhanger intention- 
ally at the end ol a game session as a planned portion of the 
ongoing story. She intentionally leads events in the game to 
an exciting, large-scale Final set piece, meant to leave the 
players with mouths agape in amazement and clamoring to 
find out what happens next?! 

Still, the cliffhanger should not end every session, 
H should be infrequent enough to be an exciting surprise 
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For the group. This is suggested for two reasons: firstfy, 
its tough enough For the Storyteller to come up with an 
exciting session every week without Forcing her to wrack 

her bi airrb tu li eaLe yet anuLlier ir incapable death-trap 
to close out each one. Secondly, iF the characters Face 
certain death every single game session, the players will 
soon become jaded to the whole chFFhanger concept. It's 
then reduced to a spot to spend points and roll dice rather 
than the pulse -pounding thnli ride it should be 

Like any other use of dramatic editing, the 
clrFFhanger gives a Fair amount of control over to the play- 
ers The Storyteller should Feel Free to modify the rules 
to suit her tastes (or simply reject the rules altogether). 

When Last We Left Our Heroes,,, 

Bavrng crafted a Final scene into which the charac- 
ters plunge, the Storyteller describes in a short yet com- 
pelling narrative the shocking surprise situation in which 
the characters find themselves, and then — 

— That s it For this episode! See everyone next timef 
just like in the old serials, the players are left to 
Fret, wonder and thrill over just what will happen to the 
heroes? The distinction here is that theylfh* the ones to 
decide. Players are welcome to take the week or how- 
ever long between sessions to think about what they'll 
have their characters do to get out oF the jam they're in. 
At the start oF the next game session, the Storyteller re- 
caps events. She presents the group with a pared-down 
(yet still exciting) description oF the scene. This can be 
handled in much the same way that a moviegoer might 
describe a Film he'd seen to his Friends. IF the Storyteller 
doesn't trust her memory, she should take notes at the 
end oF the session (or ask a Fellow player to do so) to 
remind her what *\just" happened. 

The players then get a Few moments to act as Story- 
teller, spending their characters 1 Inspiration to change 
enough of the current predicament to enable a suitably 
heroic escape. Again, as with dramatic editing, this use oF 
Inspiration allows For a certain amount oF scene rewriting. 
Since the chFFhanger is an epic event, the player is encour- 
aged to dig more deeply into his Inspiration stash In con- 
trast, Storyteller characters cannot spend Inspiration For 
dramatic editing purposes during the cliffhanger. The 
chFFhanger is a chance for the players* characters to shine 

Resolving the Cliffhanger 

AFter the Storyteller sets the scene, the players take 
turns describing their characters' escape From the predica- 
ment The character with the lowest base Initiative score 
goes First, his player describing further details to the scene 
based on the amount oF Inspiration he wants to spend. Sub- 
sequent players describe their charac ters' cont ributions to 
the scene and spend Inspiration as they wish when their 
turns come around. They may build on the elements ap- 
pl ied by previous players sF they wa nt to and can do so plau- 
sibly. By this process, each character spending one or two 
Inspiration might well get the whole team out oFa jam, rather 


than Forcing a single character to spend four or five was 
own. On the other hand, with a large group, it might k 
better For a single character to spend those Sour or Sw 
points than For each member to love one or two 

A character has a single turn to act wlien resdwq 
the chFFhanger. regardless oF any Inspiration spent Hi 
action is resolved before the crisis comes to a head Wifc 
the action is typically a part of that character's cbni&c 
edit within the scene, it doesn't have to be. Also, iht dur* 
acter doesn't have to wait For everyone else to resofwfc 
rest of the crisis First. IF a player knows that his character 
wtll need more than that one turn s worth of action, he m 
give his character an additronal action by spending sport 
of Inspiration as pant of his dramatic edit 

IF he doesn't use Inspiration pants, the character en 
only act within the confines of the established scene Tfe 
may happen For a couple reasons . A character may not h« 
enough Inspiration laying around to actually save hi^srf 
or the player may choose to not spend any Inspiration k 
this case, the character is at the mercy of the scenes Bow 
Since we're talking about a cliti hanger — a dra- 
matic, 1 1 Fe- threatening situation — the Storyteller u 
within her rights to carry out the scene to its mevftUt 
conclusion. It's highly unlikely the character escape 
danger unscathed (and death is certainly a possibility} 
Some Storytellers may think it rude to invite a player Mr 
only to kill his character off 15 minutes into the <pm 
session when the character cannot escape a part icuhrly 
cunning cliFfhanger. On the other hand, a craFty pliyer 
may decide *Tm not spending any Inspiration since 1 kro^ 
you won't really kill me<„" A Storyteller in such a pre- 
dicament should never make clear whether she "II afoi 
character that ignores a cliFfhanger to meet hisdogra 
Killing such a character would not be out o\ the quotient 1 
That is the drama of pulp + after all. As a middle ground, 
the Storyteller might graciously choose to mangle tfae 
character, making his adventuring lire diFFkuft (say re* 
ducing a given Trait or Traits by a Few dots), but not in* 
possible. For the next Few sessfonsof play Tins actshedd 
serve to make it clear that cliff hangers are a real clangs? 
without needlessly killing off characters, 

That Was Close! 

A Storyteller should definitely give the team some 
kind oF reward, either through information or tangible 
benefit, For surviving a cliFf hanger. After all, it may tab 
a Jot oi Inspiration to get through a cliffhanger alive; nhfc 
there is a certain amount oF Fun to be had just in getting 
out of trouble, these kinds oF scenes should be worttj 
little something more than your typical dramatic edit 

Indeed, the Storyteller may hand out Inspiration 
points, as in any other situation where a character per- 
forms a particularly exciting action that adds to the en- 
joyment of the game For everyone and to the story itseff 
That's the key, oF course. Leaping to safety inthendof 
time may be a Fine resolution for the character but not 
worthy of an Inspiration reward. In contrast. Ringing m- 
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self ai the swinging scythe and grabbing the flat of the 
blade at just the right moment — straining to hold it in 
place while the rest of the team uses those precious sec- 
ond* to escape! — is a conveniently hazardous and he- 
me maneuver worthy of an Inspiration, 

Once the ciiffhanger is resolved, the Storyteller steps 
it and starts the story rolling with that episodes adven- 
ture Quite often events pick up where the cliFFhanger 
ended, but the Storyteller may also cut the scene and join 
the characters later; the decision is the Storyteller's and 
should be whatever works best for the story. 

Ciiffhanger Example 

Example; Dr. TenzingSmib\ AceBorgstrom. Lady Lead 

Mono Uxo are raong down a steep 
mtied cargo truck, having just rescued Lady Leads onetime 
beasjxk Fmnegan from the dutches of one of the insidious 
Urcjwtocfi Dragon s lieutenante. Lady Lead, Jack and B Mono 
Locoare m the dosed and latched cargo area; while Smith and 
BaKptHxn are tn the truck s cat*. 

Suddenly, Smith shouts! The brakes aren *t work- 
ing,- the brake line must have been cut! The truck hurtles 
down the dirt road toward the edge of a 100- foot cliff. 
Trie Storyteller ends the session just as the truck shoots 
over the cliff's edge! 

At the beginning of the next game session, the Sto - 
ryteiler recaps the situation just described above. Jack 
is Inspired, but as a Storyteiier character, he can't af- 
fect the ciiffhanger s outcome with dramatic editing. Lady 
Lead has the lowest Initiative score of the team; her 
player spends two Inspiration and explains that the rat- 
tling latch on the cargo area comes loose, swinging the 
door open. Lady Lead grabs jack and leaps onto the high 
hillside just in time, using her stalwart strength in her 
action. Lady Leads player must make a Might roll; she 
spends a point of Willpower to ensure success — Rachel 
2nd Jack roll to safety on the cliff side as the truck hurtles 
hits doom! 

Dr. Smith is up next and decides to blow his re- 
mitting two Inspiration on a minor onscreen effect — a 
tree with iow overhanging branches scrapes by the truck, 
and he lunges out his door to grab hold of a branch. This 
is Dr. Smith s free action, requiring an Athletics roll to 
pull it off. The doc tor succeeds and is safe, though dan- 
from a tree high above the Pacific Ocean! 
Ace Borgstrom has no Inspiration le ft, having spent 
in the climax of the previous sesston. His player does 
rat relish the idea of Ace taking a long ta!J into the shallow 
ocean, inside the truck or out, so he decides to take a plot 
implication playing off of Smith's coincidence — that 
huge fr&e branch sticks out the width of the truck and then 
some, When Borgstrom jumps forit t he realiies his trea- 
sured leather jacket — which contained his wallet stuffed 
with hundreds of dollars and his driver s and pilot s licenses 
Bndhis trusty. 45 — was still on the truck s seat! 

El Mono Loco has plenty of Inspiration /eft t but is 


suffering serious wound penalties from his fight with the 
Ubiquitous Dragon 's fiendish henchmen. He can r afford 
to rely on his action with such a reduced dice pool so his 
player has to whip up a pretty amazing coincidence. 
Spending three Inspiration for a major onscreen effect, 
he declares that the wind from the truck *s fall whips the 
canvas top of the truck's cargo area; El Mono Loco grabs 
hold of opposite corners of the can vas before it flies away 
and uses it as a makeshift parachute! 

Some Storytellers might charge Ef Mono Loco's 
player four Inspiration for this stunt, since tt pushes the 
bounds of plausibility. El Mono Locos Storyteller is 
amused enough by the players ingenuity that she con- 
sidered rewarding him an extra Inspiration and decided 
to just let it slide as a three-point effort. 

As the team dangles there, watching the truck plum- 
met into the ocean, one of them notices a mysterious air- 
plane flying toward a remote island, just at the horizon. 
Could it be the Ubiquitous Dragon s secret base ? The team 
scrambles back up to safety to decide where to go next... 

Combat Systems 

Combat in Adventure tries to capture the larger-than- 
life feats common to the pulp genre without downplaying the 
orim reality of injury and death. What resufts is a system true to 
the dynamics, limitations and viaousness of real combat while 
still leaving room for the unique {and often spectacular) ele- 
ments that adventurers bring to it. 

The Storyteller should be flexible when arbitrating 
combat situations; no rules can Fully reflect the variety oF 
situations encountered in battle. If any part oF these sys- 
tems slows down the game or causes bickering, don't use 
it. Combat systems are meant to add depth to the game, 
not create conflict between the players and the Storyteller. 

Types of Combat 

There are three types ot combat, each involving 
the same basic system with minor differences: 

• Close Combat; This designation covers unarmed 
combat and melee. Unarmed combat can be anything from 
a down-and-dirty dockside brawl or an honorable test 
of skill Opponents must be within touching distance (one 
meter) to engage in unarmed combat. Melee involves 
hand- held weapons, from broken bottles to katanas, 
Opponents must be withm one to two meters of each 
other to engage in melee, 

* flanged Combat: This designation covers com- 
bat using projectile weapons — knives, bows, pistols, 
rifles, etc. Normally* opponents must be within sight (and 
weapon range) of each other to engaged in a fireFight 

■ Armored Combat: This term covers combat be- 
tween vehicles using mounted weaponry — from biplanes 
to zeppelins, ships to submersibles. Opponents must be 
within weapons range to engage in armored combat. 
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Stunts and Props 

Combats are much more enjoyable when ev- 
ery player has a pbee In describing his characters 
actions as part of the interactive scene, few things 
are less exciting em a roleplaying game than heanng a 
15-minute exchange of k T try to punch him. 1 rolled 
three successes* 1 "You hit roil Four dice For dam- 
age T "One success " "Okay, roll initiative For next 
turn " Description of bold action makes the game 
more real and much more enjoyable; "1 orop into a 
squat to duck the thug s punch and then rise up Fast, 
leading with my fist, to sock him in the jaw!" ^Your 
blow catches the goon by surprise! He smashes into 
a pool cue rack, falling to the o/ound amid adatter 
of wooden cues. 71 There's a reason why Jackie Chan's 
movies and the Indiana Jones Films are so much run 
Okay, there are lots of reasons , but a big part of it is 
that the Fights range afl over, using exciting stunts 
and incorporating all manner of props bo make for 
an incredible ballet of mayhem 

Clever stunts and tricks make a game 
much more enjoyable. To this end, a Storyteller 
may give a player a bonus of one to three dice 
on an attack roll in close combat to reward a 
we! I -described and appropriate stunt This 
stunt can purely be a dramatic maneuver — 
feinting rights then left, only to bring a knee up 
into the guy s crotch, for instance — or can 
incorporate some aspect oF the scenery — 
such as ducking behind a half -open door to 
avoid a blow, then slamming the door into the 
other guy. 

The Storyteller is never required to pro- 
vide this bonus, and she should feel free to dis- 
card it when a player describes the same stunt 
again and again or comes up with a routine un- 
suitable For the scene just to get $orne bonus 
dice. On the other hand, the player of a martial 
artist who works up a series of regular maneu- 
vers that are a part of his characters Fighting 
style should get that reward fairly often. The 
goal here is to reward cleverness and contri- 
bution to the game, 

The Storyteller may bestow the bonus to 
characters executing clever gun tricks and stunts, 
but she should restrict it to no more than two 
dice. This is intentional: In the sorts of pulp ac- 
tion stones and Films that Adventure simulates, 
fists and guns are much more evenly balanced 
than they are in real life Thus, to encourage that 
style of combat, bonus dice are always more suit- 
able to fist Fights than to f irei ights. As always, 
the Storyteller s word is law 


Combat Turns 

In combat, many things happen at virtually the same 
time Since this can make things a bit sticky in a game, com- 
bat ts divided into a series of three- second turns. Each com- 
bat turn has four stages — setup, initiative, attack and 
resolution — to make it easier to keep track oF things. 

Stage One: Setup 

Before the start of each turn, the Storyteller briefly 
describes the scene from each characters perspective 
This constant narration is essential to avoid confusion It 
helps the Storyteller organize and arrange events so all 
goes smoothly when the players interact with the game 
environment. The Storyteller should make her descnp- 
tions interesting and exciting, leaving open all sorts of 
possibilities For the characters 1 actions. 

Stage Two: Initiative 

This stage organizes the turn and is when you de- 
clare your characters action. Various actions are pos- 
sible — anything From leaping behind a wait to shouting 
a warning You must declare what your character does, 
in as much detail as the Storyteller requires. 

Everyone rolls one die and adds it to their characters 
Initiative rating (Dexterity + Wits). The character with the 
highest result acts first, with the remaining characters act* 
ing in decreasing order of result. ]f two characters get the 
same total, the one with the higher Initiative rating goes 
first tf Initiative scores are also the same, the two charac- 
ters act simultaneously. Wound penalties subtract directly 
from a character s Initiative rating. 

Declarations occur in reverse order of Final initia- 
tive, thus giving faster characters the opportunity to re- 
act to slower characters' actions Although yen declare 
your characters action now, including stating that he 
delays his action to see what someone else does, you watt 
until the attack stage to implement that action At this 
time, you must also state if your character will perform 
any multiple actions* activate any powers and/or spend 
Willpower or Inspiration points. 

All of your character s actions are staged at his rank 
in the initiative order. There are three exceptions to this 
rule The first is iF your character delays his action, m 
which case his maneuvers happen when he Finally oe- 
cides to take action. Your character may act at any time 
after his designated order in the initiative, even to inter- 
rupt another, slower character s action. If two charac- 
ters both delay and then act at the same time, the one 
with the higher initiative result for the turn acts first. 

The second breach of the initiative order occurs n the 
case oF a defensive action (see li Aborting Actions" and Defen- 
sive Maneuvers," on the next page), which your diarader ray 
perform at any time, as long as he has an action left 

Finally, all multiple actions and additional actions 
occur at the end of the turn. If two or more characters 
take multiple actions, the actions occur in the order of 
initiative rating. An exception is made For defensive mi- 



hple actions, such as multiple dodges, which happen as 
need be in order to avert attack. 

Stage Three: Attack 

Attacks are the meat of the combat turn An action's 
iUCcesE or Failure and potential impact on the target are 
determined at this stage You use a certain Ability de- 
pending on the type of combat in which your character is 
engaged: 

■ Close Combat: Use Brawl or Martial Arts (un- 
armed) or Melee (armed). 

* Ranged Combat; Use Athletics (thrown weap- 
ons)* Archery (bows) or Firearms (guns). 

* Armored Combat: Use Firearms. 

Like any other action, if your character doesnt have 
pants in the necessary Ability, simply default to the At- 
tribute on which it's based (Strength for Archery and 
Brawl; Dextenty for Athletics, Firearms, Martial Arts and 
Melee), four attack dice pool may be modified depend- 
ing on the maneuver and/ or weapon your character uses. 
Storyteller characters known as '"extras" are an excep- 
tion; see Chapter Eight; Heroes and Villains (p. 244), Re- 
fer to the list of maneuvers that follow and the various 
weapon statistics (starting p. 24?) for details. 

Attacks are usually standard actions, but a diffi- 
cult/ may apply, depending on the circumstances (ma- 


neuver used, cramped quarters, range modiFiers). If you 
get no successes, your character fails his attack and in- 
flicts no damage, If you botch, the attack fails and some- 
thing nasty happens — the weapon jams or explodes, 
the blade breaks, the character hits an ally, etc. 

Stage Four: Resolution 

During this stage, you determine the damage your 
character's attack inflicts, and the Storyteller describes 
what occurs in that turn. Resolution is a mixture oF game 
and story; it's more interesting for players to hear "Your 
uppercut thunders against his jaw, lifting him oFF the 
ground and sending him crashing through a window" than 
simply ¥l Uk he loses three health levels " Attacks and 
damage are merely ways of describing what happens in 
the story, and it's important to maintain the narrative oF 
combat even as you make the die roll, 

Normally, additional successes gained on a Trait roll 
simply mean that you do exceptionally well, In combat, 
each extra success you score on an attack roil equals an 
additional die you add automatically to your damage ef- 
fect' This creates cinematic (and oFten deadly) combat. 
You may add a maximum oFFive damage dice in this Fash- 
ton. Furthermore, area and explosive attacks may not add 
attack successes to damage, as there is little opportu- 
nity For Finesse when delivering such an attack. 
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Combat Summary Chart 

Stage One: Setup 

■ The Storyteller updates the scene for each players character. 

Stage Two: Initiative 

• Roll Initiative, Everyone declares actions, The character with the highest initiative result per 
forms his action First. Actions can be delayed to any time later in the initiative order. 

• Dec fare any multiple actions, reducing dice pools accordingly. 

Stage Three: Attack 

• For unarmed dose -combat attacks, roll Brawl or Martial Arts 

• For armed close-combat attacks, roll Metee. 

• For ranged attacks, roll Athletics (thrown weapons), Archery (bows) or Firearms (guns). 

• A character can abort to a defensive action (block* dodge, parry) at any time before his normal 
action, as long as the player makes a successful Willpower roll (or spends one Willpower point). 

Stage Four: Resolution 

• Determine total damage effect (weapon type and/or maneuver), adding any extra dice gained 
From successes on the attack roll. 

• Subtract the target's soak (iF applicable). 

• Roll damage eFFect; target marks health levels as appropriate to the successes rolled. 
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Damage Types 

All attacks have specific damage ratings, indicating 
the number of dice that you roll For the attack's damage 
This rating is called the "damage efFect.' T Some damage 
effects are based on the attacker's Strength, while others 
are based on the weapon used. Each success on the dam- 
age effect roll inflicts one health level of damage on the 
target. The damage applied may be one of two types: 

* Bashing: Punches and other blunt trauma that aire 
less likely to kill a victim instantly. All characters use their 
Full Stamina ratings to resist bashing effects, and the dam- 
age heals Fairly quickly. The maneuver and weapons 
charts (pp. 205 and 2 r i0) list bashing attacks with a ' B. v 
and damage is applied to the health boxes on your char- 
acter sheet with a "/ " 

* Lethal. Attacks meant to cause immediate and 
fatal injury Characters may not use Stamina to resist le- 
thal damage* and the effects takes quite a while to heal. 
The maneuver and weapons charts (pp. 205 and 250) 
list lethal attacks with an *L " and damage is marked in 
the health boxes on your character sheet with an U X ." 

Damage effect rolls cannot botch; a botched roll 
simply means the attack glances harmlessly off the tar- 
get, Specifics on applying damage effects are described 
under ^Health" page 207. 

Damage Adds Versus 
Damage Dice 

Vehicle-scale weapons deliver a wallop far dead- 
lier than the average human being can withstand. While 
most human- level attacks are made in terms of damage 
dice — thus inFlicting a Fair bit of damage or none at all, 
depending on the roll — particularly destructive attacks 
often do a certain minimum level oF damage even on a 
glancing biow. Thus h most vehicles' weapons deliver a 
certain number of automatic damage successes, which 
are inflicted in addition to the damage roll. 

These automatic damage successes are called 
"damage adds" and are always presented in brackets. See 
Armored Combat (p. 206) For more information. 

Example; Danger Ace strafes the cuttists atop the 
temple with his machine gun. His attack inflicts 6 [4] lethal 
damage. The attack delivers four levels of lethal damage 
automatically, as indicated by the [4 J, plus an additional 
number of health levels equal tv the number of successes 
Danger Ace s player rolh on bis damage effect 

Soak 

All characters can resist a certain degree of physi- 
cal punishment; doing so is called "soaking" damage. Your 
characters l4 soak" is based on his Stamina. Characters 
soak one die oF bashing damage per point of Stamina (re- 
flecting the body's natural resilience to such attacks}. 
Characters cannot use Stamina to soak lethal damage, 
due to the brutal and invasive nature of such attacks The 
human body can endure some abuse, but it's not capable 
of dealing with a bullet s traumatic impact. Armor can 


soak lethal damage, however (see below), 

The soak rating subtracts automatically from jrcur 
attackers total damage effect before damage is raid 
Moreover, you subtract soak from damage add* befert 
you subtract damage dice. 

However, even ri your soak is higher than yw 
attacker's damage effect, your opponent rf^ rah one 
die. This applies as a bashing damage effect even i the 
original attack was lethal This reflects that theatuo 
was little more than a glancing blow, inflicting a mm 
cut or bruise but causing no lasting damage 

Certain Knacks can increase a characters soak Sk 
Chapter Four for details. 

Armor 

Simply put, armor adds to your characters swk 
The armor's rating combines with (he base soak for pur- 
poses of reducing damage. Light armor offers i mi 
amount of protection, but it doesn't greatly hinder rm> 
bility. Heavy armor provides a lot of protection, but re- 
stricts Flexibility. 

Some armor is designed to shield against bdshnq 
effects, some against lethal — and some protects agant 
both. Armor is not indestructible. IF the damage effect 
from a single attack equals twice the armor's rating (poor 
to applying soak), the armor is destroyed, 

Armor types, their ratings and other specifics n 
described on page 253. 
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Rule Option: Lethal Soak 

The human body isn't designed to with- 
stand the brute physical trauma inflicted by gun- 
shots and knife wounds Yet, ft can be ar^ted 
that some people are resilient enough to with- 
stand these effects to some degree. A hanfy, 
physically fit person is more Italy to suvw 
being shot than a Frail, weak person is 

You have the option to introduce a lethal 
soak into your game (the Storyteller gets the 
final say), Lethal soak lends naturally tough char- 
acters some degree of protection based wither 
Stamina ratings Using this optional rule gn/K 
atf characters a base soak against lethal damage 
as indicated on the chart below. The scuh func- 
tions j list like a natural bashing soak, except that 
it applies to lethal damage 
S tarn i na Ra ting Bast Lethal 
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Personal Combat 

Tliese maneuvers give you a variety of choices in 
combat Roleplaying combat is more entertaining if you 
est visualize your characters moves instead of simply 
railing dice. 

Maneuver Characteristics 

Maneuvers with specific combat efFects may 
modiiy your attack roll, difficulty or damage effect. 

* Ability: The dice pool used (or the action taken. 
N year character doesn't have a rating in the Ability, de- 
fault to its base Attribute 

* Accuracy; The dice added to the roll to hit an 
opponent. A %3 t1 adds three dice to the dice pool For 
that attack 

* Difficulty: The added successes beyond the base 
one needed to accomplish the action, A "+2" difficulty 

tans you need a total of three successes. 

* Damage: The modif ler to the damage dice pool. A %1 " 
means you add one die when rolling the damage effect 

General Maneuvers 

■ Aborting Actions: You can abort your character's 
Wared action to a defensive maneuver as long as^ggff.. 
Character hasn't already acted in the turn. Actions that 
can be aborted to include block, dodge and parry (see 
Wow) Aborting can be handled as a single action or as 
part of a multiple action — although you must already 
have declared a multiple action for the turn prior to abort- 
ing A successf ul Willpower roll {or expenditure o( a Will- 
power point) is required For a character to abort an ac- 
tion and perform a defensive one instead. When spend- 
ing Willpower for an abort maneuver, the player may 
declare the expenditure at the time oF the abort. The 
Willpower roll is considered a reflexive action. 

* Additional Actions: A character may normally 
perform a single action in a turn. He may split this into 
more than one "sub -act ion," as described in "Multiple 
Actwns," below Certain Knacks give a character at least 
one extra Ml action, though. This means the character 
has more than one complete and separate action that he 
may perform that turn. An additional action can be used 
just like a regular action — split into multiple actions, 
used to go fully defensive or taken as a single full action. 

* Ambush: Ambushes involve surprising a target to 
get in a decisive first strike. The attacker rolls Stealth in a 
resisted action against the targets Awareness If the at- 
tacker scores more successes* he can stage one free at- 
tack on the target and adds any extra successes From the 
resisted roll to his attack dice pool, On a tie, the attacker 
it attacks first, although the target may perform a de- 
fensive maneuver. If the defender gets more successes, she 
spots the ambush, and both parties roll initiative normally. 
Targets already involved in combat cannot be ambushed. 

* Blind Fighting /Fire: Staging attacks while unable 
to see usually incurs a +2 difficulty. Ability specialties 


such as Blind Fighting and Blind Fire may be used to off- 
set the penalty, 

* CaJed Shot: Aiming for a specific location incurs 
an added difficulty but can bypass armor or cover or can 
result in an increased damage effect. The Storyteller should 
consider special results beyond the simple increase in dam- 
age listed here, depending on the attack and the target. 

Target Size Difficulty Damage 
Medium (limb, briefcase) +1 +2 
Small (hand, head, book) f2 *3 
Precise (eye, groin, lock) +3 +4 

* Flank and Rear Attacks: Characters attacking tar- 
gets From the flank gain an additional attack die. Charac- 
ters attacking from the rear gain two additional attack dice. 

* Movement: A character may move half his run- 
ning distance (see "Move," p. 187) and still take an ac- 
tion in a turn Other maneuvers, such as leaping or tum- 
bling, may be considered separate actions, depending on 
their complexity. A running target enjoys *1 difficulty to 
any attacks made against him, while a sprinting target 
gets a *2 difficulty. The Storyteller may apply additional 
difficulties when shooting at fast- moving targets such as 
5 peed i nq cars or swift planes, 

• Multiple Actions: By definition, "multiple ac- 
tions" are more than one task per Formed as part of a 
character's sole action for a turn, As such, multiple ac- 
tions are different From additional actions (see above), 
When a player declares multiple actions, subtract dice 
from the first dice pool equal to the total number of ac- 
tions taken. Each subsequent action loses an additional 
die (cumulative). A character may perform multiple of- 
fensive and/or defensive maneuvers — though iF he's 
attacked more times than he has defensive actions he can- 
not try to avoid the hit. The only exception to the mul- 
tiple actions rule is going "fully defensive," below. 

Defensive Maneuvers 

It's a given that your character tries to avoid being 
hit in combat — that's why everyone makes attack rolls. 
Sometimes, though, all your character wants to do is avoid 
attacks. You may announce a defensive action at any time 
before your opponent makes an attack roll, as long as 
your character has an action left to perform. You can 
declare a defensive action on your characters turn in the 
initiative or can abort, replacing his intended action with 
a defensive maneuver. You must make a successful Will- 
power roll (or may simply spend one Willpower point) to 
abort. If the Willpower roll fails, your character must 
carry out the action that you declared originally. 

There are three types of defensive actions: block* 
dodge and parry. Your character can defend against vir- 
tually any kind oF attack with these three maneuvers. 
However, your character may not be able to avoid every 
single attack that s directed at him He can't dodge when 
there's no room to maneuver, and he can't block or parry 
iF he doesn't know an attack is coming. 






Each defensive maneuver uses the same basic sys- 
tem: The defensive action is a resisted roll against the 
opponent's attack roll Unless the attacker gets more to- 
tal successes, she misses. If the attacker gets more suc- 
cesses, those that she achieves in excess of the defenders 
successes, if any, are applied to the damage eFfect. So 
even if the defender has fewer successes than the at- 
tacker does, the defender s maneuver can still reduce the 
attack s effectiveness. 

* Block: A Brawl or Martial Arts maneuver using 
your character's own body to deflect a hand-to-hand 
bashing attack. Lethaf attacks cannot be blocked unless 
the defender is wearing armor 

* Dodge; An Athletics or Martial Arts maneuver 
useful for avoiding attacks of all types. Your character 
bobs and weaves to avoid close-combat attacks (if there's 
no room to maneuver, he must block or parry instead), tn 
Firefights, your character moves at least one meter and 
ends up behind cover (iF there's no room to maneuver 
and/or no cover available, he can drop to the ground). IF 
your character remains under cover or prone thereafter, 
cover rules apply against further ranged weapon attacks 
(see "Cover," p. 204). 

* Parry: A Melee maneuver using a weapon to block 
an Archery, Brawl. Martial Arts or Melee attack. IF a char- 
acter makes a Brawl attack and the defender parries with a 
weapon that normaHy causes lethal damage, the parrying 
weapon may actually damage the attacker! IF the defender 
roiled more successes than the attacker did, the defender 


applies the weapon's base damage plus the parry s extra 
successes as a damage eFfect against the attacker. 

Block, dodge and/or parry can be performed as 
part of a multiple action — punching, then blockmg. 
shooting, then dodging; parrying, then striking; and the 
like. Using a multiple action to act and defend is advanta- 
geous because your character can still accomplish some- 
thing in a turn besides avoiding attacks. Your character 
may also combine different defensive maneuvers in a 
multiple action — blocking, then dodging; dodging, then 
parrying; blocking, then blocking again; and so on 

Example: Max Mercer wants to punch two thwp, 
then be ready to dodge two attacks. This is considered 
four separate actions using his Martial Arts dtce pool of 
7 for the strikes and his A thletics dice pool of 9 for rhe 
dodges. The ftrst punch loses Four dice (leaving Max fwz 
dice in his dice poof) because he's taking four adieus 
The second punch loses five dice (four actions phis an 
additional cumulative penalty), giving Max four dice to 
strike. The first dodge has a dice pool of three (fosrny 
six dice as per the multiple- action rules) The ftnal dodge 
uses only two dice (reduced by seven dice cumulative^}. 

• Fully Defensive: Rather than make defensive ma- 
neuvers part oF a multiple action, you may declare that your 
character spends an entire turn doing nothing but perfom- 
ing a single type of defensive maneuver! Going Tufly de- 
fensive' does not use the normal multiple-action rules In- 
stead, you have a full dice pool For the First defensive ac- 
tion but lose one die, cumulatively, for each subsequent de- 



lense action mad* in the same turn. Remember that defen- 
sive actions versus multiple attackers still suffer difficulty 
penalties (see "Multiple Opponents" on the next page). 

Example: Max Mercer spends a whole turn dodg- 
ing. With a Martial Arts ? dice pooL he can dodge up to 
nm attacks! Max s player rolls nine dice against the first 
ittxk, eight dice against the second, seven dice against 
(At third, six dice against the Fourth, etc. Max can *t do 
mfthmg else that turn but dodge 

Close Combat Maneuvers 

Thts is simply a list of common maneuvers used in 
close combat; feel Free to develop your own moves (with 
the Storyteller's approval). The pulp genre is Full oF wild 
improvisation, after all. 

Hand-to-hand attacks inflict bashing damage un- 
less stated otherwise. The damage melee weapons in- 
flict depends on the weapon type (see the Melee Weap- 
ons Table, p, 250) and always adds in the attacker s 
Strength rating unless otherwise indicated. 

The Storyteller may modify difficulty and damage 
far these maneuvers, depending on the combat style the 
character uses As always, drama and excitement take 
precedence over rules systems. 

■ Clinch: On a successful attack roll, the attacker 
goes into a clinch with the target. In the First turn, the 
attacker may roll Strength + 2 damage. In each subse- 
quent turn, combatants act on their orders in the initia- 
tive A combatant can inflict a Strength + 2 damage ef- 
fect or attempt to escape the clinch. No other actions 
are allowed until one combatant breaks free. To escape a 
dinch, make a resisted Brawl or Martial Arts roll against 
the opponent. IF the escaping character has more suc- 
cesses, she breaks free; iF not, the characters continue 
to grapple in the next turn. 

Ability: Brawl, Martial Arts Difficulty: Normal 
Accuracy: Normal Damage: Strength + ? 

* Disarm; To knock a weapon from an opponent s 
hand, the attacker rolls at +1 difficulty, if armed, +2 dif- 
ficulty, iF unarmed. If successful, the attacker rolls dam- 
age effect (do not subtract soak). If successes rolled ex- 
ceed the opponent s Strength rating, the opponent takes 
no damage but is disarmed. A botch usually means the 
attacker drops his own weapon or is struck by his target's 
weapon, 

Ability; Martial Arts, Melee Difficulty: Special 
Accuracy: Normal Damage: Special 

* Hold: This attack inflicts no damage, as the in- 
tent is to immobilize rather than injure the subject On a 
successful roll, the attacker holds the target until the 
subject's next action. At that time, both combatants roll 
resisted Brawl or Martial Arts actions. The subject re- 
mains immobilized (able to take no other action} until she 
noils more successes than the attacker does 

Ability: Brawl Martial Arts Difficulty; Normal 
Accuracy; Normal Damage: None 


* Kick: Kicks range from simple front kicks to aerial 
spins. The base attack is 4-1 difficulty and inflicts the 
attacker's Strength + 4 in damage. The Storyteller may 
modify these ratings further, increasing in difficulty and/ 
or damage as the maneuver increases in complexity. 

Ability: Brawl. Martial Arts Difficulty: +1 
Accuracy; Normal Damage: Strength + 4 

* Multiple Maneuvers; An attacker may perform 
any defensive and/or close combat maneuver as part of 
a multiple attack The dice pool used, modifiers to hit 
and damage depend on the number of attacks declared 
and the maneuvers involved. See "Multiple Actions." page 
201, for more details, 

■ Multiple Opponents: A character who battles 
multiple opponents in close combat suffers defense dif- 
ficulties of +1, cumulative. For each opponent after the 
first (to a maximum of +4). 

* Strike; The attacker lashes out with his fist The 
base attack is a standard action and inflicts the character 1 ? 
Strength + 2 in damage. The Storyteller may adjust the 
difficulty and/or damage depending on the type of punch: 
hook, jab, hay make r* karate strike* upperoit. etc. 

Ability: Brawl, Martial Arts Difficulty Normal 
Accuracy: Normal Da ma g e ; S trength +■ 2 

* Sweep: The attacker uses his own legs to knock 
the legs out from under his opponent. The target takes 
Strength + 1 damage and must roll Athletics at +3 diffi- 
culty or Might at +2 difficulty or suffer a knockdown (see 
"Maneuver Complications," p. 205). 

The attacker can also use a staff, chain or similar 
implement to perform a sweep, The effect is the same, 
although the target takes damage per the weapon type- 
Ability: Martial Arts, Melee Difficulty: Normal 
Accuracy: Normal Damage: Special 

* Tackle: The attacker rushes his opponent, tack- 
ling her to the ground. The attack roll is +1 difficulty and 
inflicts Strength + i damage. Additionally, both combat- 
ants make resisted Might rolls, with the attacker adding 
a number of dice equal to the damage successes he 
achieved. The loser suffers a knockdown (see "^Maneu- 
ver Complications," p. 205); on a tie, both go down. Even 
if the target stays up. she is unbalanced, acting at half 
her normal initiative in the next turn (round down). 

Ability: Brawl Difficulty: +1 

Accuracy: Normal Damage: Strength + 3 

* Throw: The attacker grabs his opponent at +1 
difficulty and tosses her, using her own momentum to help 
propel her through the air, The target is launched a num- 
ber of meters equal to the attacker's Strength (oppo- 
nents with a lot of momentum may travel up to an extra 
two meters). The target automatically suFFers a knock- 
down (see "Maneuver Complications," p. 205), and she 
takes Strength + 1 damage, plus an additional die of dam- 
age for every two meters she was thrown (rounded 
down). Landing on harmful objects or debris can increase 


the damage effect further. A victim with Martial Arts 
Ability mastery and an action left For the turn may at- 
tempt a roll at +1 difficulty when thrown; if successful, 
she controls her Fall to land on her feet and suFFers no 
damage 1 

Ability: Brawl, Martial Arts Difficulty: +1 
Accuracy: Normal Damage; Special 

* Weapon Length: It's hard to get in range with a 
punch or knife if your opponent wields a sword or staff. 
A character being Fended off with a longer weapon must 
close in one yard, then strike, suffering +1 difficulty to 
his attack in the process. 

* Weapon Strike; A slashing blow, thrust or jab, 
depending on the weapon used. See the Metee Weapons 
Table, page 250, for particulars 

Ability: Melee Difficulty: Normal 

Accuracy: Normal Damage: Weapon 

Ranged Combat Maneuvers 

Many physical conflicts involve ranged weapons, 
The following maneuvers allow for a number oF useFul 
actions during a Firehght. but don't feel limited by this 
list. )f the need arises, try developing a new maneuver 
(at the Storyteller's discretion). Refer to the Ranged 
Weapons Table, page 251, For specific information. 

* Aiming: The attacker adds one die to his attack 
roll on a single shot for each turn spent aiming. The maxi- 
mum number oF dice the character can gain this way 
equals his Perception. A scope adds two more dice to the 
attacker s pool in the first turn of aim jng (in addition to 
those added for Perception), The character must have at 
least one point m Archery or Firearms, as appropriate, 
to perform this maneuver. The attacker may do nothing 
but aim during this time and cannot effectively aim at a 
target that is moving faster than a walk. 

■ Automatic Fire; The weapon unloads its entire 
am munition clip in one attack against a single target The 
attacker rolls once, adding 10 dice to his accuracy. How- 
ever, the attack roll is at +2 difficulty due to the weapons 
recoil Extra successes add to the damage (to a maximum 
of Five extra dice), which is treated as equivalent to one 
attack when applying soak. An attacker using automatic 
fire may not target a specific area of the body. This at- 
tack is permissible only if the weapons clip is at least 
half- full to begin with. 

Ability: F irearms Difficulty: +2 

Accuracy; +10 Damage; Special 

Example: Safari Jack Tallon unloads his Tommy gun 
at the advancing zombie Hon. His player roils 17 dice on 
the attack (Firearms 7 plus the automatic ftre bonus), 
getting nine successes. The lion doesn *t dodge, so Safari 
Jack has stx extra successes (he loses one from the base 
to hit plus another two from the difficulty). He can only 
add five of those to the Tommy gun s base 5 L damage, 
giving him a fOdtO damage effect before applying the 
lion s soak! 


* Cover: Cover increases an attacker s difficulty to 
hit a target (and oFten the target s ability to FirebcJg 
The list below has difficulty penalties For hitting a target 
under various types of cover A character who fires back 
From behind cover is also at a disadvantage to hit. briefly 
exposing himself before ducking back under protection 
Ranged attacks a defender makes from under cover are 
at one less djFffcu/ty than listed below, (If a listed H fr- 
ailty is +1, then the defender suFFers no penalty bo make 
attacks From under that cover.) Attackers Firing on star* 
get hiding behind a wall suFFer +2 difficulty to ranged 
attack rolls, while attacks staged by the character be- 
hind the wall are at +1 difficulty. 

Note that difficulties For combatants who are W 
under cover are cumulative. IF one combatant is prwe 
and one is behind a wall, attacks staged by the prone dar* 
acter a/jdthose launched by the character behind thewnl 
are both at +2 difficulty. 

Cover Type Difficulty 
Light (lying prone) +1 
Good (behind wall) +2 
Sypenor (only head exposed) +3 

* Cover Fire: This maneuver isn't meant to hit tar- 
gets: it is used instead to force opponents to dive for 
cover (allowing attackers to advance, withdraw or per* 
form some other strategic action). Cover Fire is a resisted 
action between the attacker's dice pool and each 
opponent's Willpower Each opponent who get* fewer 
successes than the attacker does abandons any planned 
action and dives for cover automatically, losing any fur- 
ther actions that turn, IF an opponent s successes tied* 
attacker's, the opponent perseveres, but she tales her 
next action at a base +1 difficulty. If an opponent gets 
more successes, she steels her nerve and endures tht 
volley IF an opponent botches, shes struck by a shot and 
takes the attack's base damage. 

■ Multiple Shots: An attacker may take more than one 
attack in a turn by declaring a miitiple action (see p. 201). The 
attacker can take a number of shots with a firearm up to its nk 
oF fire and can throw as many weapons as he has at had 
Ability: Athletics. Firearms D i Fficulty: Normal 
Accuracy; Special Damage: Weapon 

* Range: The Flanged Weapons Table (p. 251) bsts 
each weapon s medium range; no modifiers apply when 
shooting up to this distance Twice that listing n the 
weapon's maximum range. Attacks made up to maximum 
range are +2 difficulty. Attacks made at targets within 
two meters are considered point blank. Pomt-blankstas 
add two dice to the attacker's accuracy The point-blank 
bonus does not apply when shooting at a target engaged 
m close combat (with someone other than the shooter) 
This indicates that the shooter has some degree of diffi- 
culty lining up the desired target 

* Reloading: Reloading takes one Full farn and rcqura 
the characters concentration Like any other manaw.reload* 
ing can be performed as part oF a multiple action. 


* Strafing Instead of aiming at one target, Fully 
automatic weapons can be fired across an area, StraFing 
adds 10 dice to a standard attack rolls accuracy, suffers 
tl drfiiailty due to weapon recoil and empties the clip. 
This maneuver covers a maximum of three meters. 

The attacker divides any successes gained on the 
artxk roll evenly among all targets in the covered area (suc- 
cesses assigned to hit an individual are also added to that 
targets damage effect) If only one target is within the cov- 
ered area, only half the successes aFfect her. The attacker 
then assigns any leftover successes as he desires. IF fewer 
successes are rolled than there are targets, only one may 
be assigned per target until they are all allocated. 
Dodge rolls against strafing are at +1 difficulty, 
Ability Firearms Difficulty: +2 

Accuracy: +10 Damage: Special 

* Three-Round Burst: The attacker gains twoaddi- 
Ijonal dice on a single attack roll and expends three shots 
*ram the weapon's clip. Only certain weapons may per- 
form this maneuver; see the Ranged Weapons Table (p. 
251) for particulars. The attack is made at +1 difficulty due 
bo recoil. As with Full-auto Fire, the damage effect is con- 
sidered a single attack when applying the targets soak. 


Ability: Firearms Difficulty: +1 

Acc y racy : +2 D am age: S pec lal 

■ Two Weapons: Firing or throwing two weapons 
gives the attacker a distinct advantage, but has its share 
of complications Doing so is considered a multiple ac- 
tion, complete with reduced dice pools for total attacks 
made and For any weapon recoil Additionally, the attacker 
suFFers +1 difficulty For his oFF-hand (unless hes ambi- 
dextrous). The attacker can take a number of shots from 
a Firearm up to its rate of fire 

Ability: Athletics, Firearms Difficulty: Special 
Accuracy: Special Damage: Weapon 

Maneuver Complications 

The following are common combat complications- The 
Storyteller should add any others as the situation warrants. 

* Blinded: Add two dice to attack rolls made against 
a blinded target. Furthermore, blind characters are at +2 
difficulty on all sensory-related actions. 

■ Dazed: IF, in a sinc^e attack, the attacker rolls a number 
of damage successes cheater than the target's Stamina, the vk- 
timisda^fid.Thetaf^mi^srjeixihisrie^ turn shaking ofF the 
attack s effects, Also, see Unconscious." 
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Defensive Maneuvers Table 


Maneuver 

Block 
Dodge 

Fully Defensive 


Ability 

Brawl, Martial Arts 
Athletics, Martial Arts 
Athletics, Brawl, Martial Arts, Melee 
Melee 


Parry 

Close Combat Maneuvers Table 


Ability 

Brawl, Martial Arts 
Martial Arts, Melee 
Brawl, Martial Arts 
Brawl. Martial Arts 
Brawl, Martial Arts, Melee 
Brawl, Martial Arts 
Martial Arts, Melee 
Brawl 

Brawl, Martjal Arts 
Weapon Strike Melee 

Ranged Combat Maneuvers Table 


Maneuver 

Clinch 
Disarm 
Hold 
Kick 

Multiple Attacks 

Strike 

Sweep 

Tackle 

Throw 


Maneuver 

Aiming 

Automatic fire 
Multiple Shots 
Strafing 

Three-Round Burst 
Two Weapons 


Ability 

Archery, Firearms 
Firearms 

Athletics, Firearms 

Firearms 

Firearms 


Athletics. Firearms 
[a] — The maneuver requires at least a half- full ammunition clip 
fc] — The maneuver carries over on successive turns, 
[k] — The maneuver causes knockdown, 
[r] — The maneuver reduces an opponent's attack successes. 
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* f mmobttaat kki: Add two dice to attack mils made on 
anininKiWized(i.e^ 

ghng target. Attacks hit automatically if the target is completely 
immobilized (tied up or otherwise paralyzed). 

* Knockdown: Quite simply, the victim falls down. 
AFter suFFenng a knockdown, the subject makes an Athlet- 
ics roJL If successful, he may get back on his feet immedi- 
ately, but his initiative drops by two in the next turn On a 
failed roll, the subject spends his next action climbing to his 
feet (see "Get Up," p, 187), if he chooses to rise. On a botch, 
he lands particularly hard or at a severe angle, taking an 
automatic health level of bashing damage. 

Maneuvers such as tackle, throw and sweep are 
intended to knock an opponent down. However, an es- 
pecially powerful attack of any kind may send the target 
to the ground. Such instances are best left to the 
Storytellers discretion and should occur only when ap- 
propriately cinematic or suitable to the story. 

* Unconscious: IF, in a single attack, the attacker 
rolls a number of damage successes greater than the 
target's Stamina + 2, the victim blacks out. Unconscious- 
ness lasts from Five turns to an entire scene (specific 
duration is at the Story tellers discretion). 

Armored Combat 

Vehicle combat systems differ from those of per- 
sonal combat in only two notable ways: damage effect 
and maneuvers. The weaponry involved in vehicle com- 
bat does a significantly higher amount of damage, and 
the character directs a craft s maneuvers instead of per- 
forming them himself. Otherwise, initiative, attacks and 
resolution are handled in the same way as with personal 
combat The only other distinction applies when personal 
combat and armored combat conflict — as when a group 
of characters takes on a tank or a plane Under these 
circumstances, the individuals resolve their actions be- 
fore any vehicles do. 

Mounted combat {e.g„ on camel- or horseback) 
uses the armored combat maneuvers, but attacks are 
typically based on personal-scale weapons 

Damage and Armor Adds 

Vehicle weapons are designed to deal significant 
amounts of damage to targets (usually other vehicles, 
buildings and other durable structures). A craft can also 
take more punishment than a person can. Essentially, 
people and vehicles Fight on different scales. 

To reflect this, vehicle armament has "damage 
adds," while vehicles themselves have %L armor adds " A 
damage add is listed in brackets next to a weapon s dam- 
age effect (e.g., 5 [10] L). while an armor add is brack- 
eted after the vehicles soak (eg., 4 [5]). Armor adds 
are applied agatnst both bashing and lethal damage, 

The damage add is the number of damage successes in- 
flicted automatically If a personal weapon is Ftred at a vehicle, 
the armor add is the number of dree subtracted From the 


weapon 5 ctamaaeeffe<±(Udikeanonnalsoak,if ths reduction 
lowers the attack's damage efrect to zero, no damage ral g 
made; the damage bounces oil the armor without effect) 

When one vehicle fires on another, the damage and 
armor adds are ignored lnstead s the weapon ? bale dam- 
age effect and the vehicle's base soak are figured nonraly, 
This system reflects that artillery and armor are specifi- 
cally designed to inFlict and resist huge amounts of punish* 
ment, while still keeping dice pools to manageable totals 

The damage in vehicle combat is applied just liken 
personal combat. While the systems are identical, a dais- 
aged truck isn't the same as a damaged person. Refer to 
the Appendix, page 253, For specifics on vehicle weap- 
ons and applying damage to vehicles 

Collision 

A vehicle that collides with a pedestrian, another 
vehicle or some other object infl ic ts one die of lethal dam- 
age per 10 kph oF speed. Base damage For large and/or 
heavy vehicles such as a large truck or a tank may b* 
increased by a die or two, 

Vehicle Maneuvers 

Vehicles can perform a variety of maneuvers; eke 
actions usually come into play when the character steering 
the era Ft is either closing on or avoiding another vehicle 

A character uses Animal Handling to guide animals. 
Drive to steer ground vehicles and Pilot to control air- or 
watercraFt Animals, ground vehicles and surface water- 
era Ft can only perform spin and turn maneuvers. Aircraft 
and submersible watercraFt may perform all the listed 
maneuvers unless otherwise indicated. The Storyteller 
may allow new maneuvers as she sees Fit. 

* Climb: The pilot heads up. Ascent can range From 
a slow climb to a sharp-angled ascent. The Storyteller 
may apply a +1 or +2 difficulty For a sharp climb, since 
such a maneuver involves high 6- Forces (For aircraft) or 
sudden changes in water pressure (For submersible? ) 

* Orve ; The opposite of a d anb; the vehicle plummets 
downward. The Storyteller may apply a difficulty fothedierd 
For a hard dive due to G- Force or pressure, as with a sharp cfcrt 

* Loop: The character makes a vertical loop, end- 
ing up in roughly the same position that she started mat 
the beginning of the move. Difficulty depends on the 
loop's tightness, usually between +1 and +3. 

* Roll; The character Flips upside down (and usualy 
right-side up again). Repeated rolls are possible (a 'cork' 
screw") with increasing difficulty, at the Storyteller s dis- 
cretion, Only aircraft and kayaks may try this maneuver. 

* Spin: IF traveling at no greater than one-hall 
speed, the driver can rotate the vehicle or mount in a 
very tight turn, thereby turning around or even spinning 
in a complete circle. Ground vehicles, animals, autogyros 
and hovercraFt may perform this maneuver Conventional 
Fixed- wing aircraFt and aquatic craft cannot change A* 
rection without covering appreciable distance and must 
use the turn maneuver instead. 


* Turn- Anything From a casual left to a severe 
swerve or U-tum. The Storyteller may assign difficul- 
ties depending on the turn's sharpness. 

Health 

This section deals with your character's current physical 
or mental state, as well as various factors that can improve or 
worsen these conditions. HeaHJh can be affected by anything 
4 M injures the body or the mind, such as simple lack of sleep, 
mental assault or a bullet to the head. Depending on his condi- 
bar^ a character sajrrenthean^ his ability 

to perform even the simplest of tasks 

The Health Chart 

The health chart on the character sheet helps you track 
fur character s current physical condition- It also I Ests the pen- 
alty imposed on your dice pod For each level of injur/ thatyour 
diaracter sustains, As your character suffers more injuries, his 
bdtfi declines until he becomes incapacitated — or dead. 

Every character has seven health levels ranging from 
Bruised to Incapacitated. Storyteller characters known as "ex- 
iras" are an exception; see Chapter Eight Heroes and Villains 
244). (The step beyond Incapacitated is Dead, which isn't 
realya health level at all) When an attacker scores a success on 
a damage roll, your character takes one heal th level of damage. 
This damage is marked on your character sheet in the appro- 
pnatetra,arlha*jghthemar^ 
damage tnflried (see ^Applying Damager below). 

The number to the left of the lowest marked box in- 
dicates your current dtce penalty, As your character gets 
battered further, it becomes increasingly difficult for him 
to perform even the simplest of tasks The dice penalty is 
subtracted from your dice pool for every action (except 
dsnage effect and soak) until the wound heals. 

The penalty also indicates impaired movement, trans- 
lating into the number of meters by which your character s 
rawernent is divided Further, your character can no longer 
sprint when at Wounded or below A character with Dex- 
tenty 3 who's at Maimed can walk only one meter a turn or 
can run five meters. At Crippled, your character can only 
walk (or crawl) one meter per turn, 
Health Level Dice/ Move Penalty Description 
Bruised 0 Slightly battered suffering no 

penalties. 

Hurt -1 Some scrapes and bumps; not se- 

riously impaired. 
In j ured - 1 M inor inj uries; noticeable da rnage, 

Wounded -2 Significant damage; can no 

longer spnnt 
Maimed -3 AUoori/rnessicano^hol^about 
Crippled -4 Catastrophicalry injured; simply 

moving is difficult. 
Incapacitated I ncapable or movement or ac tion; 

Fade in and out oF consciousness. 
Incapacitation differs from unconsciousness in that 


the character collapses from the combined effects of physi- 
cal trauma and pain He falls to the ground and remains in a 
hazy state of consciousness only with a successful Will- 
power roll (dice penalty due to injury applies), The char- 
acter remains practically comatose unttl his health recov- 
ers to Wounded. Successful medical treatment that restores 
at least one health level can bring him around before this. 

IF a character takes any damage beyond the seven 
full health levels listed, he dies (see below for specifics 
on applying damage). Medicine being what it is in the 
early 20th century, a trained professional has little chance 
of resuscitating him The character is beyond help after 
a number of turns equal to his Stamina. 

Applying Damage 

There are two damage types in Adventure. Bash- 
ing damage includes all iorms of temporary injury, Le- 
thal damage covers permanent, deadly wounds. All inju- 
ries are cumulative, whether lethal or bashing, and the 
combined injury determines your characters current 
health level. See below For specifics on each damage type 

When your character takes bashing damage, it\ re- 
corded as a slash CO in the appropriate health chart box. 

Lethal damage is marked with an *X** for each level 
inflicted Lethal damage always gets marked above bash- 
ing. So, iF you mark a level of bashing damage in the Bruised 
box and your character takes one lethal health level later 
on, "move down" the bashing level to the Hurt box by mark- 
ing that box with a "7 The lethal level is then noted by 
drawing another slash through the Bruised box, turnmcj it 
into an "X " Bashing levels taken aFter lethal levels are sim- 
ply drawn in on the next open box. Bashing damage isn't as 
severe as lethal, so it's always marked last and healed first 

Bruised -0 
Hurt -1 
Injured -1 
Wounded - 2 

Maimed -3 
Crippled -4 
Incapacitated 

Example: Whitley Styles has already taken a level of 
bashing damage From a Red Assassin s glancing strike 
(Styles 1 player marks his health chart with a V*' in the 
Bruised box). Then another assassin hits wtth a wtcked 
throwing star, inflicting three lethal health levels! Styles* 
chart is marked with an **X" in the Bruised, Hurt and In- 
jured health leveh and a "/"in the Wounded box (essen- 
tially movfng the punch's damage down the chart) The 
combined damage puts Whitley at -2 dice to all rolls Styles 
sees he *s outmatched and runs for the lahyrinth*s exit. 

Bnifsed 
Hurt 
Injured 
Wounded 
Maimed 
Crippled 
Incapacitated 


-0 


-1 


-1 


-2 


-I 


-4 
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Bashing Damage 

Bashing damage covers all forms oF injury that aren't 
likely to kill instantly or that Fade relatively quickly. Most 
forms of hand-to-hand combat inflict bashing damage, as 
do mental "injuries" such as headaches, drunkenness or 
other psychological distractions Bashing damage gener- 
afly impairs less than lethal damage does, and it heals faster 

Your character can die From bashing damage, 
though A punch may not cause as much trauma as a bul- 
let does, but enough punches can kill. After your charac- 
ter reaches Incapacitated on the health chart, each new 
bashing injury, white soaked like a normal bashing effect, 
is marked with a second slash on the highest bashing level. 
This way, bashing levels turn progressively into lethal 
damage. Once your character's health chart is hi led to 
Incapacitated with lethal damage, the next level oF dam- 
age taken, whether bashing or lethal, kills him. 

Example: Whitley Styles, suffering From three le- 
thal levels and one bashing level of damage* faces a dead 
end! The assassins from the Temple of the Red Blade 
are on him in an instant, attacking tn a flurry of blows 
until Styles blacks out (inflicting three more bashing 
health levels — /, /, /), He's at Incapacitated with four 
bashing damage levels left. 

Whitley Styles " merciless opponents then smash his 
prone body with punches and kicks. The Firs t hit after he 
falls to Incapacitated causes one level of bashing dam- 
age. So Styles f Wounded level, previously bashing, has 
another slash drawn through it (for U X") T making it le- 
thal. This process can be repeated three more times un- 
til Whitley's remaining health levels are changed from 
hashing to lethal. Regardless of whether ifs bashing or 
lethal, the fourth level of damage will kill him! 

IF your character falls to Incapacitated due to bashing 
damage but then takes a level of lethal damage, he's dead. 

Lethal Damage 

Lethal damage is intended to cause immediate and 
grievous injury Blades and bullets alike cause lethal wounds. 
Such injuries don't heal easily, and they usually require 
medical attention for any hope oF recovery. Nature, too, 
provides numerous health hazards. Electricity, Fire, certain 
toxins, even long falls, can cause lethal wounds 

Lethal damage kills with ruthless eFfjciency. When 
your character's health chart Fills to Incapacitated with 
lethal damage, any further damage taken, whether bash- 
ing or lethal, kills him. 

Soak 

As noted above, bashing damage isn't as immediately Fa- 
tal as fethal damage is; bashing damage also heals more quickly 
(see *TCecovery," below}. The human body can take more pun- 
ishment from bashing damage than it can From lethal effects. 
Use your character's full Stamina rating to soak hashing attacks. 
You cannot use Stamina to soak lethal effects. 

Certain types of artificial armor, certain Knacks and some 
super- science inventions protect against bashing and lethal at- 


tacks. Simply add relevant armor rating tojw characterised 
score (see Armor," p. 253, for specific ratings). 

Recovery 

Minor injuries simply require time to heal Medical 
attention is required to recover from serious levels of 
bashing damage or from any Form of lethal damage. If 
your character reaches Crippled, whether From bashing 
or lethal damage, he must seek professional help! 

The accompanying charts list the time involved n 
healing damage. Bashing and lethal damage recover dif- 
ferently Recovery Time lists how long it takes to heal 
that speciFic health level; the time is cumulative An ad- 
venturer who takes three levels of bashing damage needs 
one hour to heal each one before he's fully fit If a char- 
acter suFfers five lethal damage levels, it takes one month 
to recover from Maimed to Wounded Alter that, the 
character needs an additional three weeks and four days 
in total to recover From the remaining lethal damage. Since 
bashing damage heals first, an adventurer who Ukes (ckt 
levels of lethal damage and one oi bashmg needs three 
hours to recover the bashing level before he starts re- 
covering from the lethal wounds. 

These recovery times assume the individual receives 
only basic care (First aid and bed rest). The times improve 
if the individual has access to modern health care II hes 
treated by a trained physician (Medicine 2 Ability rating) 
in a decently- equipped hospital or clink, the character heab 
each health level at one category higher on the health chart. 
If the character is lucky enough to enjoy treatment by a 
medical genius (Ability mastery in Medicine), he heals each 
health level at two categories higher on the health chart If 
the patient Forgoes special treatment at any point, he re- 
turns to healing at normal rates. 

No matter the quality of the treabiiert process iridved, 
each level of bashing damage still takes at least one hour tohei 
and lethal damage still takes a minimum of one day to hed. 

Example: Just as things look most dire for Whitky 
Styles, Max Mercer and Annabelfe Lee Newfield arrive to 
drive off the Red Assassins. They take Styles to the nedy 
British consulate, where the head physician, an old friend 
of Max's, tends to Whitley s injuries (he has taken lethal 
damage to Wounded and bashing damage to Incapacitated). 

Thanks to the physician s skill and his clinics medi- 
cal resources, Styles heals everything one category more 
quickly. He heals the Incapacitated bashing level trim 
hours instead of 12, the Crippled hashing level m three 
hours instead of six and the Maimed bashmg level tn one 
hour instead of three. Styles then heats his Wounded le- 
thal level in one week instead of two weeks, his Injured 
lethal level three days instead of one week and h$ Hurt 
lethal level in one day instead of three. However, fcrs 
Bruised lethal level still takes one day to heat. 

In short Whitley Styles recovers completely tn )2fep 
and 10 hours. If he had survived but not received steady itvd- 
calcare, it would have taken 25 days and 21houFstohealhfy 


One hour 
Three hours 
Six hours 
12 hours 


Healing Bashing Damage 

Bashing damage up to the Wounded level 
tan be cared For without medical skill, these 
wounds heal on their own, without treatment. 
Bashing damage beyond Wounded may have 
deeper consequences. Your character's vision 
qr hearing may be altered due to a concussion, 
he may suffer excruciating pain From internal 
bruising or experience some other extreme dis- 
comfort Receiving adequate medical attention 
negates these effects. 
Health Level 
fltcoveryTime 

Bruised to Wounded 

Maimed 

Crippled 

Incapacitated 

Once bashing levels reach Incapacitated, 
any further bashing wounds are X d over pre- 
vious ones, making them lethal (see "Bashing 
Damage 1 }, At that point, recovery is handled 
as lethal damage. 

Healing Lethal Damage 

Lethal damage of any sort can be deadly 
— thats why its called lethal f Lethal wounds 
that go unattended may continue bleeding until 
your character passes out and dies From blood 
loss Other dangers can also arise from infec- 
tion, poisoning or broken limbs. 

Any lethal damage past Hurt requires 
medical treatment to prevent Further harm. 
Untreated lethal wounds worsen by one level of 
lethal damage per day When your character 
sustains lethal damage down to Incapacitated, 
he's one health Jevel away from death. If he takes 
one more wound (whether bashing or let hat), 
he dies. 

IF your character is at Maimed or higher, 
he may recover wrth rest over the times listed 
below However, if he is Crippled or Incapaci- 
tated, no recovery is possible unless he receives 
medical attention. Indeed, at Incapacitated your 
character is comatose at worse and delirious at 
best, and he could still die. 

Health Level 

Recover/Time 

Bruised One day 

Hurt Three days 

Injured One week 

Wounded Two weeks 

Manned One month 

Crippled Two months 

Incapacitated Four months 


Sources of Injury 

Its a hostile world out there. Fire, electricity, rag- 
ing seas, sheer cliFFs — these are just a few of the chal- 
lenges the Inspired face beyond the more obvious of a 
palooka s fist or a mad scientist's electromagneto nfle. 

Some sources of injury require rolling a damage 
effect, while others inFliet damage on the subject auto- 
matically. If a system states that the Storyteller "rolls 
damage eFfect," treat the damage like an attack (includ- 
ing applying soak as appropriate). IF it says the charac- 
ter * l takes a health level " he takes the damage automati- 
cally, regardless of any defenses. 

IF your character sutlers significant amounts of in- 
jury from a source listed below (being reduced to Inca- 
pacitated), he may suffer permanent damage. This can 
be physical impairment (reduced Physical Attributes), 
permanent memory loss, brain damage (reduced Mental 
or Social Attributes) or disfigurement (reduced Appear- 
ance). Specifics are up to the Storyteller and should be 
appropriate to the circumstances. 

Disease 

Despite the best efforts oF science in the new cen- 
tury, illness and disease remain all too common For game 
purposes, colds and disease apply as bashing damage. A 
fever or flu inflicts one or two bashing h ealth levels* while 
more senous viruses or diseases (malaria, plague) can 
be more devastating, even inflicting lethal damage. 

The Storyteller decides the exact effects (includ- 
ing altered perception and delirium) of severe sicknesses. 
Permanent Attribute reductions may even occur Resis- 
tance can help combat infection and sickness, reducing 
the damage sustained or at least shortening the length of 
the illness. The Storyteller should adjust appropriately. 

Electrocution 

In these times of poorly insulated wires and hap- 
hazard safety measures, electricity is a constant danger 
The strength of the electrical Flow determines the amount 
oF lethal damage your character takes From electrocu- 
tion. Each turn, he suffers the damage effect noted be- 
low, until contact with the source is severed (not always 
easy to do, since electrocution tends to contract the 
victim's muscles, locking him in place as the current flows 
through his body) 

Electrical damage is a lethal effect, and artificial 
armor doesn't protect against it (depending on the par- 
ticular nature of the defense, the circumstance and the 
Storyteller s decision). 

Damage Effect Electrical Source 

2 Minor: wall socket 

4 Major: protective Fence 

6 Severe; vehicle battery, j ur Ki ten \ box 

6 Fatal; main feed line, subway rail 
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The Storyteller rolls one die oF bashing damage for 
every three meters (rounded down) that your character 
falls before hitting something solid. However, on a con- 
trolled falL roll Athletics; each success equals one meter 
that your character may Fall before suFFering injury With 
two successes, your character could drop Five meters 

beFore taking a die of bashing damage however, iF he 

Fell eight meters, he would take two dice. 

Falling damage may be soaked as normal, but the 
Storyteller always rolls at least one die. Each success in- 
flicts a level of bashing damage. Landing on sharp ob- 
jects can change the damage from bashing to lethaL at 
the Storyteller's discretion. 

IF your character plummets 30 meters or more, he 
reaches terminal velocity. The damage eFFect is 10 dice 
regardless oF any Athletics roll and is considered lethal 
damage. Any armor your character wears in a termmal- 
velocity Fafl (unctions at one-third its rating (rounded 
down), since it's not designed For this sort oF thing. 

Fire 

A fires size and Fuel determine the amount of lethal 
damage your character endures. He suffers the damage 
effect each turn that he's in contact with the Flames; he 
must leave the area and /or put out any fire on him to stop 
taking damage. Fire damage is a lethaf efFect that may ig- 
nore armor (depending on the particular nature of the de- 
fense, the circumstance and the Storytellers decision). 
Damage Effect Types of Fire 

2 Lighter, hot poker 

4 Coal fire 

5 Bonfire 

6 Welding torch 

7 Raging inferno 
Fare type x 7 Chemical Fire 

IF your character Falls to Maimed, the fire scars him 
temporarily (reduce Appearance by one until he recov- 
ers to Bruised). If he suFFers more damage in the Fire, he 
is scarred permanently. 

Material Strengths 

Combat in this genre inevitably involves someone 
being thrown through a window, smashed through a wall, 
buried under rubble and the like To simulate this cin- 
ematic excess, we provide a chart with various sub- 
stances' protection ratings and structural levels, 

IF someone slams into an object, that substance 
suffers the same damage eFFect the target did. If that 
damage exceeds the barrier s soak, it breaks but stops 
the person's Forward progress. IF it reduces the object's 
structural levels to zero, it turns to rubble and collapses 
on the poor soul or shatters apart and lets him continue 
onward, depending on what s most appropriate to the 
barrier and the scene. 


Material Structural Levels Spilt 

(per cite meter) 

Glass 2 0 

Ice 3 2 I 

Wood 5 3 

Stone, soFt metals fl-? 5 
Hard metals 10 6+ 

This chart is also handy for knowing how much dam- 
age a barrier must sustain beFore its destroyed. In such 
cases, the substance can be targeted with attacks to re- 
duce its structural levels, 

Radiation 

Radiation covers the broad range oF energy emis- 
sions that surround and penetrate everything. All things 
reflect and create a certain amount of radiation; tiFe re- 
quires it f but too much radiation can kill. It isn't common 
in the mid -1720s in any concentration that would inflict 
immediate harm For the purposes oF game play, radia- 
tion is divided into two simple categories: soft radiation 
and hard radiation. 

Victims of large or extended radiation doses may 
sufFer cancer, hair loss, brittle bones, mental problems 
and other debilitating effects, 

* Soft Radiation: This category includes types of 
radiation that bombard humanity everyday in small doses 
(radio waves, microwaves, inFrared, visible light and near 
UV), High doses can cause sickness and even phys ical in* 
jury. A character suffers one bashing health level for each 
turn that he js exposed to high doses o( soft radiation. 

• Hard Radiation: This category encompasses any 
radiation that can ionize, From hard UV on up through 
gamma rays, X-rays and cosmic rays Even minimal doses 
can be lethal. A character suFFers one lethal health level 
For each turn that he s exposed to hard radiation, 

Suffocation and Drowning 

Your character can hold her breath 30 seconds For 
each point in his Endurance dice pool (default to Stamina). 
After this duration, you must roll Endurance each turn (at 
increasing difficulty: see '"Feats of Endurance" p. IBS) 
When you Fail a roll, your character suffers one bashing 
health leveJ oF damage. Your character automatically suf- 
fers a level of bashing damage every 30 seconds after your 
First failed Endurance rolL until he can breathe again AFter 
reaching Incapacitated, your character dies if he fs not re* 
suscitated (this requires at least Medicine 1), 

Temperature Extremes 

When exposed to dangerously high (35° Celsius or 
higher) or low (-f0* Celsius or lower) temperatures, your 
character suffers one lethal health level For every day in 
that environment Your character cannot recover this 
damage until he gets to a more hospitable climate The 
damage rate increases rf the temperature exceeds the 
survivable range (say, inside a freezer, where the tem- 
perature can drop as low as -20° C), 
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Mental States 

The human mind is a mystery to scientists and phy- 
sicians in the 20th century, but they understand that cer- 
tain mental conditions can be more disabling than "mere" 
physical injury is, A physically healthy person who suf- 
fers from a mental derangement can become a danger to 
herself and others Not a few masterminds oF the era suf- 
fer from some form of mental illness. The Storyteller ul- 
timately judges the effects oF mental illness on a charac- 
ter. 

Stress, chemical imbalances and traumatic events 
can cause mental illness. Adventure characters, while 
certainly a cut above the norm, are not tmrnune to such 
dangers. The list below has a selection of mental disor- 

* Amnesia: The subject Forgets a significant seg- 
ment of his past due to physical trauma or mental scar- 
nng. This aFFIiction can be so acute as to erase all memo- 
ries or simply cause him to forget a few hours oF time. 

• Delusions: The character s mind plays tricks on 
itself, He experiences things that don't actually exist. Mild 
cases can be distracting, while potent delusions can cause 
a complete detachment from reality. 


* Multiple Personality Disorder: Trauma can cause 
a single personality to splinter into distinct shards. Each 
personality has its own Nature and behaves differently 
From the others. 

* Obsessive/Compulsive Disorder: The subject 
cannot resist a certain urge. This urge may cause him to 
perform ludicrous or repetitive tasks or to seek absolute 
perfection in every detail. 

* Phobia: An irrational, even disabling, Fear of 
something. There's a phobia for pretty much anything 
you can imagine, including claustrophobia (Fear of en- 
closed spaces), arachnophobia (fear of spiders), auto- 
phobia (fear of oneselF) and on and on and on..., 

* Polar/Bipolar Disorder: Also known as depres- 
sion, polar disorder causes lethargy, melancholy and an 
inability to [unction in normal society For months at a time. 
Manic-depressives suffer the same symptoms, but their 
bouts are interspersed with energetic bursts. 

* Schizophrenia- This affliction causes a complete 
detachment from reality. Acute cases of paranoid schizo- 
phrenia are accompanied by severe delusions of perse- 
cution and elaborate paranoid theories. 




This chapter discusses aspects oF rolep laying on 
both sides — player and Storyteller — and oFFers sug- 
gestions that may improve one s game, None of this is 
presented as word From on high or tablets From the moun- 
tain. It s simply advice on playing the game and getting 
the most From jt. If you rind issues that you hadn't con- 
sidered before^ then it's done its job. 

Much oF the discussion covers details oF pulp genre 
conventions and ways to make your Adventure series 
more like the pulp stories that inspired it Although Ad- 
venture is not a generic pulp setting, these conventions 
still have a bearing on the way the world in Adventure 
works, at least For characters and their nemeses 

The Team 

Pulp adventures often revolve around teams — Doc 
Savage and his associates are a great example of a pulp 
team, even it the good Doc is a wee bit more capable 
than his companions. What every character has is a 
schtick, something unique that he tan do that the others 
can't. It's true that Doc Savage could do everything his 
team could, but he can't be everywhere at once. 

A character team in Adventure can include characters 
with mental powers, gadgets, physical gifts and a host of in- 
credible resources. The potential variety available to players 
— both superhuman and mundane — are broad enough that 
a team need not have too much overlap. Certainly, some overlap 
is necessary; what's a good pulp action game without the manly 
art of fisticuffs or some poke-pound frig gunplay 7 

Creating a Team 

Before players set out to create characters, they 
should first discuss what sort oF team they wish to play. 
The Storyteller should also discuss what sort of series 
she expects to run With the preliminary decisions out of 
the way, the players need to decide who will Fill what role 
in the team and work to give their characters compli- 
mentary traits This isn't absolutely necessary, but it 
makes the game more fun in the long run- 
Before deeding who plays what role t keep in mind that 
although the characters aren't two-dimensional superberoes, 
they are larger than life. A world class chemist, the best Lawyer 
in the U nited States and the Finest mechanical engineer on three 
continents are the rule, not the exception. 


Character Overlap 

Be careFul about characters with similar fortes K 
they overlap too closely, one player may be left with little 
to do — especially iF the other player s character is more 
competent in the area in question. In such a situation, its 
best if the players work out key ways in which their re- 
spective concepts differ 

For example, two players decide to create similar 
characters — Bryan creates John Quinn, Private Inves- 
tigator and Dan creates Calvin Burroughs, Investigative 
Reporter Each character's focus is on investigations and 
digging up dirt and facts as needed. 

The Storyteller asks Bryan and Dan whafc dbtin- 
□wishes their characters from each other — how can they 
operate together without duplication of effort or one 
overshadowing the other? Bryan elaborates — John 
Quinn knows the streets and the people who live on them 
He can hook up with the beat cop or the mob stool pi- 
geon who knows just the right in Format ion to help his 
investigation. Through his clients, he knows people wte 
have other connections and might be able to get favors 
From them if needed. 

Da n . on the other hand, explains that Calvin Burroughs 
is big on high society doings and gossip. He knows whereat 
the big parties happen and who s who in the social regeter, 
Calvin's not all Fluff, though, After alt, he's broken some brg- 
time stories thanks to his own connections 

This specialization works out well For everyone. 
Calvin can use his contacts to get into places and meet 
people that John can t get close to. but John has a better 
idea of whats going on down in the streets, 

Team Focus 

Are the characters members of an ardieologiea! lean, 
seeking out lost treasures in forgotten cities in the vvortcF s track- 
less wastes 7 Do the characters Fight those criminals vAo see 
tliemselves as above the law and. thus, above reproach ' 

The decision about what the team does and why it ousts 
influences heav i ly the character roles available. An ace pfat bts 
in very well with the ardieologists^ while a daredevil nepcrtff s 
appropriate to the enrnef ighters. The rotes dont haw to be 
restricted to a Few archetypes — both oF the previous ex- 
amples would work in either team — but the team's purpose 
can help focus what players choose. 


Possibilities include: 

Scientists 

Science in Adventure is painted in broad strokes, 
with exciting colors. A scientific team is the type to ex- 
plore Antarctica or the deepest jungles of South America. 
Characters could include reporters, pilots, archaeologists, 
bodyguards and scientists of just about any specialty. 
Characters that can enter and survive (and thrive in) the 
hidden lands are certainly desirable in such a team. 

Scientists who explore other directions — those 
who attempt to understand the secrets of the atom or 
the birth of stars — work just as well Any scientist who 
makes headway in such areas will be rightfully concerned 
about unscrupulous criminals or demagogues who wish 
to use the technology for their own benefit, rather than 
For ti uman itarian reaso ns . 

Professor Dixon and Doctor Primoris of the 4;on 
Society are examples of very different scientists, 

TwoFisted Dealers of Justice 

The characters band together out of a common 
desire to Fight cnme and injustice across the globe or. 
perhaps, just in their home town. Such characters make 
ideal "mystery men" oF the classic sort, and overlap is 
less likely to cause trouble than with other types of teams. 
At least one investigator would be appropriate, and 
worldly contacts are essential. The characters should be 
tightly connected with whatever circles they travel 
through, whether as friends or enemies. 

Inter-character conflicts can derive from method- 
ology, Two characters may disagree on whether its ap- 


propriate to act "outside the law" when dealing with en- 
emies who really are above the law. Such conflicts can be 
fun if they don't bog the game down, Interpersonal con- 
flict occurred in pulp adventure, but when it came time 
to get down to business, the heroes put aside their per- 
sonal squabbles 

From the £on Society's membership, some ex- 
amples include Jake "Danger Ace" Stefokowski, Safari 
Jack Tallon and Annabelle Lee Newfield. 

Dilettantes 

The young millionaire, his college friends and his 
fiancee look for excitement in what they hnd Lo be an oth- 
erwise boring life. How they go about seeking excitement 
can range from Financing an anti- piracy expedition in the 
South Pacific to looking For lost cities to any of the other 
types oF teams described here. In fact, they could investi- 
gate a smuggling ring in one story and go on an expedition 
to the Nile's source for the next. The motivations should 
probably be deeper than I'm bored with my humdrum ex- 
istence," but that could plausibly be at the heart of it 

Such characters might not be very worldly, as 
theyVe not yet experienced much oF what the world has 
to offer They could start sheltered and unaware ot the 
depth of the risks theyVe taking. The course of the se- 
ries might lead to personal growth and awareness of the 
greater world — amid pulse- pounding and blood-cur- 
dling action sequences. 

While not strictly a dilettante. Maxwell Mercer eas- 
ily falls into several categories — he's an investigator, a 
scientist, even, when the need presents itself, a two- 


Fisted dispenser of manly justice. Consider the possibil- 
ity of characters that fit into two or more roles — the 
polymath is a valid pulp archetype 

Investigators 

Whether they work For a government, a newspa- 
per or as private citizens, investigator? oFten Find them- 
selves gettrng into the weirdest trouble. Characters de- 
signed for a team of investigators should cover a broad 
variety of fields to maximize their ability to dig up inFor- 
mation and put it to use. OF course, the act oF getting 
that rn Format ion is likely to stjr up some hornets 1 nests, 
which requires they have the ability to defend themselves 
when necessary. 

Sarah Gettel and Whitley Styles are two examples 
o( very diFFerent investigators. 

Social Reformers 

Antagonists — whether true heartless villains or 
terribly misguided souls — can unFold schemes that lead 
to all sorts oF social problems Such issues cannot be solved 
with gunplay and a few f is t f ights. Physical conflict may oc- 
cur in the course of the story, but the heart oF the matter 
involves dealing with larger matters, philosophies and ide- 
als that can't be taken down with a sock to the jaw. 

Social reformers look for ways to combat the root 
cause, not just the visible symptoms Characters who 
engage in social reform typically start at a level villains 
often negtect and work upward. They get into the gears 
of society and throw sand where needed, spying on vil- 
lainous organizations or even infiltrating them to better 
understand them. For example, people tend to get into 
crime because they're otherwise economically disadvan- 
taged. What happens to an army oF henchmen and thugs 
when honest work is simply more prof itable'* In a simitar 
vein, the social reFormer can work From within a vjlfain s 
organization to spread disinformation and confusion to 
render the villain ineffectual. 

This type of character (and storytelling for that 
character) requires a very mentally and socially inten- 
sive style oF play. This isn't to say that the character can't 
or won't Fight when necessary, but he looks For ways to 
stack the deck against his opponent before he does, 

Super- science also has a place for this type oF char- 
acter — the social reFormer can use it to diagnose and 
solve the above problems far more eFFiciently than any 
normal person can. 

The Ensemble Cast 

A group with a large number of players who can t all 
be present every week presents a problem For any game. 
The solution is for the game to accommodate a shifting cast, 
The best way to handle this is through an episodic Format, 
Some Storytellers may play an absent player's character or 
give it to someone else to play Both of these can be unsat- 
isfactory For a player who returns to Find that his character 
^died heroically saving the group From certain doom" or 


Simply behaved in a manner completely outside hri vawn 
oF that character. Either can rum a player's enjoyment d 
the series, Fortunately, its possible to minimize or iwi 
this problem with simple preparation 

One opt ion is to ask players to write a short per* 
sonality description — enough to give basics on horn 
character would behave This reference makes We easier 
For the Storyteller or a stand-in player If inconsisten- 
cies are unavoidable, perhaps that could be worked into 
the story — l Dr. Mesmero's Mind ( ontrol Ray pushed 
him to do that?" or "Your character wouldn't ever do 
you're right! It appears your character wasn't even there; 
the Chameleon impersonated him!*" 

Another option is to maintain a common "stable' 
oF characters. Some characters necessarily belong 
certain players (specifically those who can make 
session), while others are given to players who 
present only occasionally. The stable could have two ctar 
acter tiers; the primary characters specific to a 
player and a secondary supporting cast, possibly 
up oF allies, contacts, followers or mentors (from pri- 
mary characters' Backgrounds) As above, the second- 
ary characters should have a brief personality descrip- 
tion. One item to keep in mind is that "secondary'" doesn't 
have to mean ^inferior" For an ensemble game like this, 
try to keep secondary characters on a relatively em 
Foot ing with primaries, so the latter don't lord it over the 
rest. This may be less satisfactory in the long- term W 
can make it easy to bring a new player in quickly. 

The mam difficulty with this kind of play is work- 
ing cliFfhangers into the story (see p. If a player 
can't make the next session, it makes it difficult tofaHow 
up on t say T whether he survives the Fall from the zeppelin 
into the jungle. Still, difFicult doesn't mean impossWe— 
say the character Falls and the player misses the neat ses- 
sion The other characters continue on their mission to 
its conclusion, their comrades Fate a mystery Meanwhile, 
the lost character Finds his way back to civilization just in 
time to show up For the players next appearance a 
group session. 

Just how the character gets back can be handed in 
a number oF ways, from simple " blue- booking" to hi 
roleplay. The Storytelfer might reward the player wtA 
an experience point or two if the player wntesabnef 
narrative of his exploit and/or has his character relate 
his daring adventure in the next session. Alternatively, 
the Storyteller might develop an entire episode around 
the character, with the other players taking on bnef rotes 
as secondary characters for the duratron 

Leaping into Action! 

Any group of characters is ideally dripping wilfc 
enough plot hooks to keep the Storyteller up at nights 
thinking oF stories For the team each game session How* 
ever, it's not necessary for the Storyteller to drive the 
action. Its perfectly viable for characters to go off into 
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their own escapades without grabbing any hooks the Sto- 
ryteller left strewn about the landscape. To be Fair, if the 
players want to run off chasing pirates in the South Pa- 
cific rather than follow up on Doctor Zorbos machina- 
tes for the foreseeable future, it's generally best to in- 
form the Storyteller in advance and give her time to get 
her material in order. 

Shared History 

A good team gets together For a common reason. What 
i ewryone in the team has a "shadowy enemy 1 '? The player 
jrcup can outline some historical (for the characters) issues 
that they want to Follow up on. With suff icient warning, a good 
Storyteller can use such hooks to good effect. 

Shared history is a big part of pulp teams — even 
if the characters didn't literally spend that time together, 
the bet that they have elements of history in common 
tan unify things greatly, It's harder to deal with a coher- 
ent senes if every character has a different archenemy 
upon whom he's sworn undying vengeance. If players do 
the latter, the Storyteller is within her rights to work them 
A into a larger plot. 

Leaving "blank spots" to Fill in later is also valid. Some 
players are more comFortable adding to character history 
difing play rather than mapping it all out before the First 
session. A variation on this is to leave blank spots open For 
the Storyteller to Fill and see what she comes up with. 

Connections 

Characters can know each other before Inspiration 
stnkes It's probably easier to gather up a group who al- 
ready has reason to know/ 1 ike/ trust one another than it 
is to grab a random sampling of folks lacking any prior 
association. The probability of such exceptional people 
bowing each other beFore they become k% except tonal" 
is not worth stress Coincidence and plot twists abound 
in pulp serials, and there's no reason to leave it out of 
Adventure. Consider that the two most influential people 
in the £on Continuum, Maxwell Mercer and Michael 
Donighal, knew each other for years before they were 
both changed by Hammersmith's experiment. 

The characters don't have to be old Friends or long 
last pais They might be Former enemies who have banded 
together to lace a threat greater than that they see in 
each other. They could all be siblings raised apart from 
civilization and trained intensively to save the world for 
democracy, IF the series has one or more main villains, 
it 5 even possible that the charac ters worked for one those 
villains in the past and have united to stop his evil ways. 


n the End... 

The game is the most Fun when everyone takes part. 
The more you bring to your character and to the team as 
a whole, the more Fun the experience is for everyone 
Use the team concept to open possibilities for the play- 


ers and the Storyteller Also, keep in mind that it doesn't 
have to be perfect right off the bat. Some concepts take 
a while to Form Fully — use rolepfay to fill in gaps left 
over from character creation. Character creation can be 
an ongoing process — a character's history, or the 
team's, need not be sec in stone with the First session. 
What if, Five sessions in, the players start "reminiscing" 
in-character about something their characters did be- 
fore the game even started? The information gained is 
great stuff that the Storyteller can pull into play Later. 
Use the characters — and their team — to add depth 
and texture to the game world. 

Storyteller; 

The Doc Savage Problem 

An Adventure series bears many similarities to pulp 
stones and movies, but it must diverge in one important 
area. Many of the best films and tales revolve around a 
single hero and his sidekicks Consider again the gener- 
ally delightful stories of Doc Savage. Yes, the good 
doctors Friends are all accomplished scientists, fighters 
and technicians, but the stones are fundamentally about 
Doc Savage The other characters are really just extras 
and foils for him. (The same could be said of the Shadow, 
the Phantom or almost any other pulp character.) This 
set up works great For pulp serial fiction- it probably will 
not work so well as a series For Adventure — the play- 
ers who get stuck running bit parts are likely to get bored 
with their limited roles. 

The information in this section on team building 
helps address this consideration For the players as a 
whole It certainly has a direct impact on episode design 
for the Storyteller as well. Unless you run a one- on -one 
game, you should never put all of the episode s impor- 
tant plot elements in one character's hands. Spread 
around the information and the emotional impact Sure, 
maybe only Ace Borgstrom can stop Doctor NeFanous' 
insidious scheme. Instead of having the evil veterinarian 
kidnap Ace s girlfriend Stacy, have Doctor NeFanous hyp- 
notize Jane Rocket s scientist fiance Earl to help with his 
dastardly plan. In this way, you bring both characters 
equally into the plot. 

Heaven help you iF you go one step Further and make 
the center oF all activity a Storyteller character instead 
of one oF the player s characters f Players hate this, and 
rightly so. They didn't schlep over to your apartment on 
a Wednesday night to listen to you tell them how Dex 
Caster saves their bacon this week, Players are an or- 
nery bunch; they want to play out the adventures, and 
they want to save the world IF your story doesn't allow 
for the players* characters to be at its center, then you 
either need to rethink your Storytelling style or go into 
fiction writing instead of running roleplaying games. 


The World of 
Adventure 

You can find (ots of description of the game world 
earlier in this book. Below is some reference meant to 
provoke ideas in players and Story tellers in Formulating 
their series 

The Real World 

The Aon Continuum (that is t the shared setting for 
Adventure. Aberrant and Trinity), although similar to our 
reality in many ways, is nonetheless demonstrably dif- 
ferent. While our world had plenty of explorers and ad- 
venturers — from Amelia Earhart to Perry and 
Amundsen and beyond — none of them experienced 
quite the kind of larger -than- fife adventures that your 
team is sure to undergo. But that doesn't mean you can't 
use the real world to your advantage In the broad sweep 
of things, the worlds are mostly the same (at least until 
1?¥8). The Adventure Era is very much like our own early 
20th century. There's stHI a Great Depression, and a Sec- 
ond World War boms on the distant horizon. Real world 
people, places and events can serve as character inspi- 
rations and can add to the excitement of your game. 

Historical Characters 

The following individuals made news on the national 
stage between 1?25 and 1928 alone: Chinese nationalist 
Chiang Kai-shek, Indian activist Mohandas Gandhi, pilot 
Charles Lindbergh, author Virginia Woolf, expressionist 
filmmaker Fnl? Lang, surrealist Salvador Dafi and physp- 
cist Erwm Schrodinger. This isn't even a complete list; 
it s not even an attempt at one! Search the Internet or hit 
your local library and skim microf iched or digitized news- 
paper headlines of the day For plenty more. 

Characters could easily encounter any one oF these 
individuals or, at least, wade through the aftermath of their 
activities. Chiang Kai-shek is sure to run afoul of the Ubiq- 
uitous Dragon (or perhaps the two are allies.,.); Ghandi s 
protests against British Imperial rule in India will certainly 
reach the attention oF heroes visiting that country in search 
of ancient ruins; Lindy might be a friend or rival to any hero 
with a bent toward aviation; and so on. Letting players' char- 
acters rub elbows with famous historical Figures can be lots 
of fun. It helps ground the characters in the setting and 
gives the players a much better sense of what is going on 
around them, And minor changes to the settings charac- 
ters as a result oF your team's actions are great, Adventure 
isn't a time- travel game; there arent any Continuity Police 
wandering around who will get on your case if Lang makes 
a few changes to Metropolis after seeing a character s 
Thermal Ram in action. 

You should handle actual historical Figures with some 
degree of care. You probably don't want some wiseguy 
wandering to Austria and springing Hitler early. Caution 
players who obviously want to disrupt the setting by us- 


ing out- of -game knowledge that their characters cehjUtTe 
have IF they persist in playing cutesy historical games with 
you, have them just be wrong. Remember, although simi- 
lar in many ways, the >Con Continuum is notour world 
Maybe it's Hetsenberg's cat and the Schro dm ger uncer- 
tainty principle. You should only need to do this once or 
twice to get the player's attention back on the game rather 
than the pseudo- historical exercise 


Magic in Adventure 

Strictly speaking, there is no actual 
"magic" in Adventure There are no ancient 
places of mystic power, no hoary old tomes Filled 
with spel ls scrawled by a madman, no nigh- im- 
mortal supernatural beings lurking within cen- 
turies-sealed tombs. Still, you can easily sug- 
gest the influence of telluric radiation as a plau- 
stble excuse for ancient mysteries These ener- 
gies propagate forward and backward in Lime, 
after all Although Z- waves area scientific phe- 
nomenon (within the setting), that doesn't mean 
some people of the period don't viewHt as magic 
— just look at Mister Saturday or Nefertiti! You 
could even work out several known points in his- 
tory that had noteworthy "spikes" of Z-wave 
energy, when "gods* 1 and heroes emerged or 
when illuminated conspiracy groups gained vast 
and unspeakable power, 

IF you go this route, be careful oF overdc*- 
ing rt If you rea/ly want to run a woHd-with- 
hidden-magic game, White Wolf has several 
available already. But if you want to insert some 
of the classic pulp tropes, such as the Cursed 
Undying Mummy and his ilk, this should provide 
a plausible means by which to do so. 


Real Places and Historical Events 

While a certain amount oF Flexibility with history 
must slide into every Adventure episode, a Storyteller 
should be able to wrap her own stories around the places 
and events oF the world at large. This helps the players 
get a better feeling for the game world in which their 
characters exist. Real places are easy to research, and 
they're fun to use. The players and the Storyteller alike 
can grab a few old maps and guidebooks and note high- 
lights and significant places. With a little advance plan- 
ning, a team of down-home heroes visiting 1924 Chicago 
can look over actual headlines from the Tribune and pho- 
tographs of the lakeFront and various neighborhoods to 
get a sense oF the place s reality. The Storyteller could 
even have the names oF actual businesses on hand For 
when the characters want to go shopping or find a res- 


burant. None of this stuff is mandatory, but it makes the 
experience memorable For everyone. 

If the Storyteller prefers not to have 'Veal" history 
disrupted by player characters' actions, steer the group 
away from important historical junctures. A team deep 
in the Congo in October l?2? will naturally have little 
influence on Wall Street and the Stock Market Crash 
(though it may well have an impact on them when they 
return to civilization...). It's possible the Storyteller and 
players don't give a Fig about real history. Perhaps, the 
series will last only a tew weeks ot game time, or per- 
haps, no one s worried about the long-term implications 
of characters' actions. There s not a thing wrong with 
that attitude. In such a case, use historical events as back- 
drops or muck them up beyond all recognition as the mood 
strikes. It's your game; the only thing worth consider- 
dion is you and your fellow players" sense of Fun- 


Real Research 

Since this book has a limited amount of 
space, we ve chosen to Focus On writing about 
those things in Adventure that differ from the 
real world Tins book is chock- Full of exciting 
story hooks, but so is our reality. You can find all 
manner of reference material for your Adven- 
ture game in a library or on the Internet. 

Example: GraoJ', one of Adventures phytest 
Storytellers, started Ivs senes with a story revoking 
aroundan exhibit in Chicago 's Museum of Natural His- 
tory. After running "museum. M "natural history" and 
*<hcago, "through an Internet search engine, he found 
the homepage of the FieSd Museum. After telling its 
ibranan that he was working on a story set m 1924. 
thel&ranan agreed to Fax htm contemporary floor phns 
tffhemuseum Inspired l hy his success with the Ftekf 
Mjseum, Grady checked with the American Museum 
of Natural History tn New York and got the same 
frwdiy assistancef Instant reaiism, just add water. 


Inventing Places 

Some earlier sections reference places that never were. 
Storytellers are encouraged to invent rrKriehicklen lands. These 
might be forbidden island monarchies, tribal nations in the heart 
rf Afhea or South America, brooding Eastern European pnnci- 
pefcbes and many more beside A Storytetter probably doesn't 
rant to get dowmaht silly wtth this — don't drop a 100-kib- 
meter diameter island in the middle of Lake Superior and pre- 
tend its been there ad along — but in moderation, it can be fun. 
Players should Feel free to jump in, too If a character 5 onqjn is 
feat but doesn't quite match historical reality, the player might 
Suggest an irh^ented place as tr^ 

rybeler has veto power here, but iriv^ir^ a new place cm - modi- 
fying a real one may be just as reasonable a solution as asking 
the player to change the characters history. 


Invaders from Mars! 

Adventure rs set solidly on the surface of Earth, 
with occasional excursions just below the planets sur- 
face, under the sea and a Few thousand feet into the air 
Other than creatures altered by the mysterious effects 
of Hammersmith's experiment the only sentient inhab- 
itants of the planet are humans. But what about Bug- 
Eyed Monsters From Another World? Is there no way 
to work them into the game' 1 .' There isn't just one way. 
there are at least two. 

First. Trinity is set in Adventure s future. In 
Trinity, humanity discovers at least Four alien races. 
One is not a technologically adept species, but it 
would take little tweaking for any of the other three 
to encounter Earth in the l'?20s A good Storyteller 
should play up the technological differences be- 
tween the aliens and humans, while not focusing 
too much on high-tech gadget ry It would suffice 
to know that the aliens travel around in "f lying sau- 
cers' 1 and shoot "ray guns" and so on. 

As a second option, you might say that Z- 
waves propagated to nearby planets after sweep- 
ing over the Earth. Telluric energy seems little af- 
fected by physical distance, after all The barren 
and infertile deserts of Mars are no less likely to 
sprout crystalline cities inhabited by little green 
men than a limestone cavern 200 Feet under the 
Earth s surface is to become the hidden home of 
the Mole People And 21st-century scientific 
knowledge shouldn't get in the way of a rollicking 
good early 20th-century game. 


Previous Material 

The /Eon Continuum — the shared setting of Trin- 
ity, Aberrant and Adventure ■ — has hundreds oF thou- 
sands of words in print across dozens of sourcebooks, 
with more on the way. You don't need any of it. The only 
thing you really need is the book you hold in your hands 
(and you can even change any of it that you want). Pub- 
lished material is great; it has tons of plot hooks, powers 
and abilities and setting material that the Storyteller and 
players may Find very useful. Sourcebooks give players 
and Storytellers a common ground to work from. 

But the stuff isn't biblical canon. IF a Storyteller reads 
something in ArK-snture that just doesn't ht wtth ^iev concep- 
tion of the game* she should take a minute and Figure out what 
the ymplicauors of throwing that thing out will be on other ele- 
ments of die game If that ctaesri't appear to caiiseFu 
lems h she should feel Free to toss it This goes double For mate- 
rial From Trinity and Aberrant Those two games are only pos- 
sible Futures for Adventure. No Storyteller or player should feel 
constrained by material found in those two games when it comes 
to dieir 1?20s adventures. 
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Pulp 


Many early 21st-century readers may not be as con- 
versant with the conventions and themes of pulp fiction as 
their counterparts were 75 years ago. Here are a few point- 
ers to assist players and Storytellers in getting into tfie 
proper Frame of mind. Readers and cinephiles will also want 
to check out 'Inspirations and Resources,** page 265. 

What Pulp Is 

Pulp adventure fiction served a vital purpose for 
its time: In the uncertain days From tiie end of the Great 
War to the end oF the Great Depression, pulp wrote of 
ordinary people s worries and interests boldly and with- 
out the moral ambiguity that was the tone of the day. 
Sure, there were some morally gray characters, but in 
the end, it was obvious that the Shadow was on the side 
of right and justice and Fu Manchu was not. These char- 
acters didn*t have the ordinary young mans worries about 
work or school and family; they were playboy adventur- 
ers whose wiles no red-blooded woman could resist. 

Pulps were often poltha-tk the pipvasiveness oi gang- 
sters* the woman's rde i n society and America s role in the post- 
war world were all important elements Some pulps got preachy 
(a trait yotill probably want to avoid}, but many managed to 
make a good point about the world around ihem without being 
overbearing. Crime in all its forms is an important element also. 
Most pulp heroes were dedicated to righting wrongs and solv- 
ing mysteries. Many fought gangsters and rumrunners; at other 
times, they encountered crime of a less organized nature or 
super-criminals in the form of characters such as Fu Manchu. 
Mote that "'super * doesn't refer to villains with superhuman 
abilities, but rather criminals without peer, masterminds with 
world^spanning ernpres who demanded absolute loyalty from 
their members, 

Air travel is still a relative novelty: Plenty of people 
in this era believe that someday everyone will have a per- 
sonal airplane, and piloting is an interesting and novel 
vocation. Keep a sense oF wonder about air travel in your 
games. Amelia Barhart hasn't disappeared yet, and the 
Htndenhurg tragedy doesn^t occur For some time. Aerial 
adventurers and airships are excellent thematic choices, 

Lastly, horror and worldwide adventLire often went band- 
fi-hand in pulp stories . Pulp adventurers who found themselves 
in uncharted parts of the world often Faced unspeakable mys- 
teries of savage people. While you don't want your game to 
resemble the works of HP. LovecraFt too closely — there are 
other roleplaying games that do this very well — lending a bit 
oi horror to your team s adventure through strange parts oF the 
world is a useful tactic. 

What Pulp Is Not 

Noir 

Noir, as popularized in |ate-1?4Qs American film 
and in the works oi writers from Raymond Chandler to 
James Ellroy, is a dark genre. It Focuses on the underside 


of American society, on desperation and pessimism. Noir 
Fiction shares its roots and era with pulp action adven- 
ture, but the two genres are distinct. The primary dif- 
ference is not one of setting, but of tone. The noir pro- 
tagonist, often a lone man, is rarely a hero in the dassK 
sense; he is a man oF contradiction and moral grey areas 
Protagonists in the pulp- adventure genre aren't reces- 
sanly ever-cheerful men of action, but most of them bck the 
desperate edge that characterizes the noir hero. In acUtxm, 
pulp characters are more often Found in groups. A dimacbc 
pdpy battle might involve meaty heroic fists visiting villainous 
chins; a climactic nor battle might end with a single, regrettable 
gunshot on a dark waterfront Pulp action is not a pessimebc 
place: Characters and stones in Adventwe look toward a bright 
horizon, rather than tugging their Fedoras down and starng at 
the sidewalk as it begins to rain 

Camp 

Typically represented by simplistic character de- 
velopment, slapstick and hackneyed dialogue, camp can 
be seen as the polar opposite of noir (You could even say 
that pulp takes the middle road between the two.) Camp 
grew From the same sources as pulp and noir, and the 
distinction is likewise a matter of tone rather than set- 
ting. Characters in camp are meant to be blatantly over« 
the- top; they spout cheesy speeches and spend as much 
time striking poses as they do taking action. 

Compared to pulp, camp is pure Fluff escapism. No 
one ever really gets hurt in camp, and heroes and villains 
are little more than two-dimensional stereotypes Camp 
and pulp each allow For — even encourage — extreme 
eFForts. Yet in camp, there's little chance oF the charac* 
ter suFFering any real lasting harm from a gun battle ar 
falling 15 stories. In pulp, the danger oF injury ami death 
is still very real Both genres encourage larger-thair-hfe 
action, but pulp does so by remaining rooted in realism 

Four-Color Superheroics 

Although some pulp adventures are chronicled n 
comic-book format, pufp isn't the same as modern four 
color superheroics. The Aon Society should never be con- 
Fused with the X-Men. The di fference is partly one of tone, 
but is mostly a difference in scale A modem superhero can 
hoi it a battleship without breaking a sweat; a pulp 
strongman can probably lift the back end of a car over fie 
head with eFfort. Pulp fist fights end with sore jaws and un- 
consciousness, some broken furniture and maybe a shat- 
tered window. Superheroic battles trash city blocks. 

To over- generalize (and risk oFf ending some comic- 
book Fans), superheroes solve problems with clever ap- 
plications of their powers; pulp heroes sofve problems 
with ingenuity and fortitude. 

Genre and Period 
Conventions 

Below are a Few common tropes to pulp-aQVentirt 
Fiction whEch translate nicely into game material 


Action 

As is mentioned elsewhere, action is rewarded in 
the pulp- adventure genre. Characters who take firm, 
decisive action when faced with a crisis should not have 
the rug yanked out from under them unless their choice 
of action is colossally stupid — a certain amount of fool- 
hardy stupidity 15 to be expected and isn't necessarily a 
bd thing. Players should never doubt that going out and 
Wing trouble is preferable to hanging around and wait- 
ing for it to come to them. To that end, players and Sto- 
rytellers should bear the following things in mind: 

Keep ambushes rare and light Players should never 
worry that the team will be wiped out at any moment as it 
searches for the bad guys. Ambushes can and should hap- 
pen occasionally, but as evidence of a particular scoundrel s 
wickedness rather than part o\ every villain's MO Similarly, 
players shouldn't resort to ambushes and assassination to 
accomplish their plans. Certainly stealth has its place, but 
shooting the enemy in the back isn t very heroic. 

The danger shouldn't always come to the heroes. 
Having a couple of goons with Tommy guns break into 
the heroes' offices and shoot the place up may keep the 
plot moving, but it can get overused tn a hurry Players 
may soon think that the adventure will drop itselFjn their 
laps if the^r characters wait long enough The game should 
maintain a certain level oF urgency, something that play- 
er? and Storytellers alike can contribute to. Characters 
should want to go out and face the world or risk losing 
the initiative to the criminal element. The pulp genre is 
about action, not reaction. 

Attempt (and reward) zany stunts. If the team de- 
cades that the best way into Dr Nefarious' mountaintop 
lair is to parachute From an airplane onto the roof, the 
villain shouldn't have absurdly precise antiaircraft bat- 
tenes (unless the characters already kno* he has them). 
The Storyteller can have antiaircraft batteries, but they 
shouldn't be so accurate as to end the adventure before 
thrmjs really get going. Such details should add danger 
and risk to a sequence, not to decimate the team. That 
same idea applies to plenty of scenarios: Unless the char- 
acters' plan is indescribably, galactically stupid, the Sto- 
ryteller should let them take a shot (If nothing else, 
there's always dramatic editing . ) 

Discrimination 

Racism and other kinds of discrimination are very 
common in the beginning of the previous century, (This is 
not to say we condone it; it's an unfortunate but nonethe- 
less tnie circumstance.) The Ku Klux Klan is active and quite 
popular in the United States Blacks, foreigners and any- 
one not a Protestant Christian risks discrimination of some 
kind Women have just gotten the vote in the United States, 
but they're still considered second-dass citizens in most of 
the country and the rest of the world Hitler's Third Reich 
e a dark seed growing quickly, and it will cast its shadow 
over the world in a matter of years. 


FWnernber that heroes in an Adventure series are ex- 
traordinary people. Soc ial barriers that might hold back others 
From great accomplishments are still obstacles for such heroes 
but far from insurrnountable ones. A young woman might be- 
come a Golden Gloves champ; a black man might graduate at 
the top oF his class from MIT Players and Storytellers should 
bear such social obstacles in mind without bringing them up to 
offensive levek It's a tricky line to walk, creating conflict with- 
out constantly banging the drum of social injustice A team con- 
sisting of a black man and a whfte woman traveling across the 
Deep South in l?24 will receive unwanted attention, but risking 
an in-game lynching is probably not the kind of situation that all 
players wil be ccrnifortable with. The Storyteller can get away 
with more open xenophobia if the characters travel to strange 
Foreign lands. Where they are the only Westerners to be found, 
discrimination will be more blatant AJso, such prejudice will be 
more tolerable to pJayers if it is aimed at the entire team, as 
opposed to being leveled at just one or two characters. 

Everyone playing the game should be willing to tap 
the social environment oF the early 20th century to build 
tension among the characters, but it should not act as a 
bludgeon. Any application of discrimination should always 
be clearly limited to the game, If a player becomes con- 
fused as to its focus during a game session, it's time to 
stop and reassess how things are being handled. 

Science 

The super-science rules in Chapter Five can pro- 
vide a lot of good gaming. Inspired scientists are great 
plot aids; Their inventions can require strange compo- 
nents that need whole stories to acquire or lead to unex- 
pected consequences after they are finished The Sto- 
ryteller should throw the occasional bone to any Inspired 
scientist characters on the team — mysterious gadgets 
and unknown technology are their bread and butter, and 
such players will appreciate the opportunity to exercise 
their characters' abilities Players and Storytellers should 
watch out for overuse of Inspired science, though, Its 
application can easily overwhelm a game: Players who 
see an Inspired scientist swiftly solve a problem may de- 
cide to redirect their own character paths toward similar 
activities. Alternately, an adventurer may attempt to use 
super- science to mimic another character type's Knacks 
in an attempt to create an iiber- character. 

You probably don't want your team s adventures to 
revolve primarily around test tubes and mysterious al- 
loys. {Maybe you do — a series consisting entirely of 
the exploits of Inspired scientists could be Fun — but it 
is important to let the players know ahead of time that 
that s the kind of game you Ye going to run.) Even Pro- 
fessor Dixon gets out of the lab once in a white. The Sto- 
ryteller should try to keep ordinary teams' time occu- 
pied with action and adventure. 

Players should be balanced in designing inventions 
their characters create. The Storyteller shouldn^t be 
afraid to veto an invention she feels is unreasonable. 


A good rule of thumb is that if a new device doesn't give 
the Storyteller at least as many plot hooks as it gives 
benefits to the mventor and his alfies, it's not a good ad- 
dition to the series. To assist the Storyteller, the player 
may want to suggest plot ramifications of his character s 
new invention. 

This rule can also be applied to inventions the bad 
guys use. The Storyteller may think up an incredible float- 
ing dreadnought with a dozen electro- cannons and 
weather-control antennae, planning to use it as the dra- 
matic final set piece that plummets toward the ground as 
the team struggles to escape. But the Storyteller should 
be prepared to face the consequences iF the players think 
up some amazing plan For their characters to save the 
dreadnought before it's destroyed and the characters 
start using it as their mobile base. 

The Storyteller 

The Following section is intended For the 
StoryteElers use. This doesn't mean that players are for- 
bidden to read it — there aren't any secrets here — 
but rather that the information herein will be far more 
useful to Storytellers than to players 

Plot 

Regardless oF whether you re putting together a 
single evening s entertainment or planning a complex, 
multi- layered epic, it s not going to be much Fun if you 
don't come up with a good plot. Few Storytellers can suc- 
cessfully improvise stones. You will have to make some 
plans for stones you want to run; it is probably best if 
you start doing so with the first episode of your series. 
There are nine- and -sixty ways to create stories, to para- 
phrase Kipling, and every one of them is right. 

Let's put aside specific story ideas for now — you'll 
Find story seeds and subplots on page 22 b — and discuss 
general plotting strategies. Below are two strategies that 
the Storyteller new to Adventure may S ind useful. Feel free 
to mix and match and to add in your own style. 

Story Plotting 

With story- onented plotting, the Storyteller de- 
cides on a series of events that she would like to see take 
place in a given game session or series of sessions. She 
might want to run the team through particular set pieces 
or might choose to generate certain challenges that are 
particularly well suited to certain characters on the team 
This method oF plotting should be familiar, since it s how 
we experience most motion pictures and books The char- 
acters move from scene to scene, learning facts about 
the events surrounding them and about themselves N and 
take action as they see Fit. The upside to this sort oF epi- 
sode creation is that it allows for elaborate "set pieces" 
— tli at is to say* complex scenes with a lot oF things 
going on — and that it gives the Storyteller more con- 
trol over the events in her game. 


The downside to heavily story- onented plotting e 
that players may feel bound by the storyline that ther 
Storyteller has created. If you place the secret turbo- 
rocket in the villain s lair and are dead set on a scene n 
which Our Heroes must Fight through 25 axe- wielding 
robot Viking warriors to reach it, there isn't moth room 
for the team to Find another way in or to plan a way araiil 
the confrontation 

Backstory Plotting 

In contrast to story- based plotting, a Storyteller 
might choose to avoid issues oF scene planning enUrdy 
Instead, she works out a timeline of events and plans her 
Storyteller characters" probable reactions to various tean 
actions. IF the team chooses to sit on its duH and not take 
action, the timeline the Storyteller generated will gooff 
without a hitch No plan of this sort survives contact wstd 
players, but it gives a good general outline and plenty of 
room to improvise, 

In backstory plotting, characters' actions nealycn 
make a difference; this is the strongest argument m fiver 
of this kind oF episode planning The downside here is the 
planning itselF — not onfy working out a Feasible plan bd 
also being able to rework it on the Fly As Storyteller, you've 
got to think hard about the ways thai players can poke it 
the scheme you've created, and you must be ready to im- 
provise scenes anyplace along the way. And worse, plays? 
might miss a clue or fail to realize that anything is going on 
at all iF they are led ofF track early in the episode 

Combining the Two 

Since each of the two above approaches has wet- 
nesses, the best solution might be to throw together a bttle 
oF each. Plot out a general storyline that your team wtl ex- 
perience, but work out in the background what sorts of 
events are going on to produce the visible plot This 
although you have a general plan bid out. you have somt* 
thing to reach For when the players do something uttaty 
unexpected... and they a/ways do somethinq unexpeced 

Event Paths 

Start with a basic plan, then decide what sequent! 
oF events would occur it the team spent the entire epi- 
sode doing something else? If possible, write these up as 
a series of simple declarative statements: 

• The Pharaoh s hired goons rob Presley's jew* 
elry 5tore and take their goods to the Simmons Wart- 
house on River Street., 

• The Pharaoh s hired goons break into tfw 
seum of Anaent History and make off with the Quws 
of Egypt Exhibit^ taking their goods to the Simitm 
Warehouse on River Street... 

• A nverboat arrives at the docks on River Strut 
and the goons bad their stolen wares onto it under the 
watchful eye of the Pharaoh s lieutenant, the Red Ra- 
zor.. . 

...and so on. 


For each of the simple statements you've just writ- 
ten out, now present simple questions and answers: What 
happens if our heroes interrupt the goons? Will they Fight 
to the death or run away ? If the goons are defeated, what 
information cart they reveal to the tearrr If one escapes 
and brings word to his villainous master, how will subse- 
quent plans change? What happens if the thugs actually 
manage to defeat the heroes^ 

The answers to some of these questions will prob- 
ably inspire new events to be added to the initial list — 
it may now include things such as ** The goons dump the 
heroes 1 unconscious bodies into Denver "and "The Red 
Raior sends out a few of his snitches to gather some dirt 
on the team'' At this stage, start connecting these events; 
you may Find that more than one staring event leads to a 
later event. That's okay; it actually simplifies your plan- 
nrncj, as you only have to work out the details for "The 
Red Razor sends out a few of his snitches to gather some 
Art on the team" one time, even iF it can be triggered 
from several events. 

You may hnd it useful to draw a box around each 
event and arrange them all chronologically (events that 
must precede others go on the leFt and later conse- 
quences go on the right — or whatever scheme you pre- 
fer). You can then draw arrows From one event to its con- 
sequence. In short order you'll probably have something 
oF a diamond -shaped plan worked out, with few events 
on the left-hand side (the introduction to the episode), a 
bunch oF possibilities around the middle, and fewer and 
Fewer possibte results as you progress toward the end of 
the episode (and the heroes figure out what s going on), 
with one or a few possible final resolutions Forming the 
rightmost point on the diamond. 

Flexibility 

Players don't know what you have in store for them. 
You should use this to your advantage whenever possible 
Flayers don't know that their characters have to go down 
La the five- and -dune and bump into old ProFessor Brad- 
ley to hear him espouse about the dangers of the new 
cobalt nfles the Army is testing out in the desert. When 
they go to the movies instead, you can't get annoyed with 
tlwti for not knowing where to get the next clue. You 
have to think on your feet. 

Maybe they run into ProFessor Bradley wfiile walk- 
ing home from the movies — perhaps he is walking his 
dog and is annoyed at having to do so this fate in the 
evening (something you could use as a roleplaying hook). 
But you don't have to use Prof. Bradley to impart the in- 
formation the team needs. A character with contacts in 
tire service might run into an old Army f nend who had to 
get into town to get the general s car fjxed (who men- 
tions problems with the cobalt rifles), A keen- eyed flier 
might notice a lot oF dust and activity on the horizon, to- 
ward the Army's testing grounds. Or — perhaps the best 
option of all — you might drop subtler clues that 


something's afoot outside of town and pull the charac- 
ters into a full-blown investigation of a fact you had pre- 
viously planned to just drop in their laps. The possibili- 
ties are endless. 

As a Storyteller, your job is to remember the infor- 
mation that the team needs to get and hurl it into the char- 
acters' path when it seems appropriate to do so The means 
may have to change to fit the groups actions, and it is your 
job to make that change seem natural and planned. 

The same principle holds true For action sequences 
Say you have a positively brilliant set piece worked out 
on the streets oF Mexico City. The characters, having 
acquired the Skull of Quetzal, have to reach the airfield 
before their flight back to the States leaves, and you know 
that the fanatical minions oF Colonel Santiago will do any- 
thing to stop them So you've worked out a Frenzied rush 
through the streets, an ambush in the main marketplace, 
explosions, maniacs jumping From rooftops onto the 
group's truck and so on. 

And then the players slyly put the Skull in a burlap 
sack and sneak to the airf ield dressed as beggars! 

First, calmly take your notes regarding Colonel 
Santiago s clever ambushes and the frenzied chase out of 
town and put them aside. No amount oF subtle hinting on 
your part will get those characters onto the truck their in- 
country allies provided But don t let the players know that 
they've sidestepped your scheme The ambush and wild 
chase will work just as well in Cairo against the Pharaoh's 
men, three sessions From now, as it would have today 

This is a time for improvisation. Colonel Santiago's 
men will hunt around town in small groups, looking for 
Americans who match the team's description, and now, a 
tense but subtle series oF exchanges takes place as the 
characters avoid capture whtle still making their best 
possible time to the airField. It's a different kind of ten- 
sion than they would have faced in the zany truck-chase 
scene, but it s no less interesting — and no less valid. 
The worst possible thing you could do would be to try 
and Force the group back into the path you created For 
them. Responding to the players* choices in this way not 
only keeps the tension level high, it keeps the players equal 
partners in the roleplaying experience. 

Hurling Action at Characters 

Raymond Chandler, author of such works as The Big 
5/eep^ is reported to have said that whenever he got stuck 
for what direction to take a plot, he had a couple of men 
burst through the nearest door and start shooting. This is a 
fine suggestion for Adventure Storytellers. If your players 
seem bound and determined to argue boring points rather 
than going out and taking decisive action against the bad 
guys, don't be afraid to bring the action to them. It doesn t 
literally have to be goons with guns coming through the 
door; maybe the kidnaped lounge singer comes stumbling 
into their secret hideaway, or two rival gangs start a brawl 
in the bar downstairs From E! Mono Locos apartment. 
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IF you use this suggestion, you'll need a plan. Unlike 
Chandler, who had plenty of time to Figure out where the 
random element came From after writing the fight scene, 
as a Storyteller you'll have about ten seconds From " „and 
the final thug goes down with a good karate kick from El 
Mono Loco" to "Where did these guys come From? How 
did they find us? Do they have any clues in their jackets?" 

When you pJan out an episode, rt never hurts to take 
six or nine lines oF notes and scrawl out the answers to 
" Where did they come from?" ^How did they Find us^' 1 
and t+ What clues do they bear?" lor two or three groups oF 
thugs. If you don't need them, little time has been wasted, 
and you might be able to use them in a Future session. But if 
you do need them, you can refer to your notes and mini- 
mize the time spent on comments like "Uhhh, they must 
work for the, uh, Magetli Gang, and, uhh, hang on..." 

Publicity and the Weird Stuff 

Heroic activity in the world of Adventure does not 
always come with the harsh spotlight of media attention. 
Oh, heroes may attract the press if their regular exploits 
take place in the public eye. but the general public doesn't 
necessarily believe the zany sorts of things that pulp ac- 
tion heroes experience. Newspapers are liable to try any- 
thing to boost readership, thinks John Q. Public, and sto- 
ries about mysterious vigilantes or grant apes might well 
be just a ploy to get more readers. 

Thus, the world at large is skeptical oF wild claims 
made by heroes. Unless a person is a witness to seem- 
ingly impossible events or actually runs into The Dark 


Avenger in an alleyway, that person will probabFy just 
dismiss such crazy stories. This works to heroes' advan- 
tage, most oF the time. 

Breaking the Rules 

Remember the Golden Rule .IF you diif^aprittiarKracfc 
should change or that diff iculty numbers for all lasks should be 
6, or 8, then so be it The nies should always come second to 
liaving Fun. With that said, there are a few caveats; 

* Don't radically change the rules during again* 
session (unless the characters enter a hidden fand where 
reality really does work differently), 

* Don't break the rules specifically to advantage 
or disadvantage a given character Be consistent IF Rip- 
port gives a Storyteller character a chance to detect that 
a character is the victim of hypnosis, it should work that 
wav for pi ayers' characters. 

* Don't get into arguments with players over rules. 
IF you make a snap judgment in the middle of a game ses- 
sion and you 1 re not sure of that ruling's future implica- 
tions, say: Trn making this judgment now t but I nay 
change my mind when 1 consider it after the game If I 
do, 1 will let you know what the new ruling is. For the time 
being, let's get back to the game." 

You Get What You Encourage 

The Storyteller's reactions to the characters ac- 
tions encourage and discourage certain behaviors among 
the players. This subtle point is often lost on novice Sto- 
rytellers, and it can cause so much frustration that the 
novice quits storytelling altogether 
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Lets take as an example Keisha, a novice Story- 
teller Her friends Olaf. Hamed and Xue get together For 
the game's first session one Sunday afternoon. Keisha 
explains she wants the game to be larger-than-life, cin- 
ematic adventure. The players create characters that they 
dunk will be appropriate: Hamed creates a daredevil 
martial artist, OlaF a dangerously curious scientific 
prodigy, and Xue a mysterious, two-fisted nghter of 
wrongs. Keisha starts all three characters off at a high- 
das restaurant, with a 1 0- piece band playing softly, while 
abeautifu! young diva croons. 

When the action begins and the mobsters try to 
take theoWa hostage. Xue's character dives into a melee 
with several gangsters Olaf s character tries to surrep- 
titiously pocket the mysterious device that one of the 
MaFiosi left on his tablet op, while Hameds character 
grabs for a hanging lamp to swing to the stage and help 
the captured singer. 

Say the gangsters mow Xues character down with 
Tommy guns, the mysterious device is booby-trapped and 
Ae hanging lamps cord is too weak to hold Hamed s char- 
acter Should all the characters survive, Xue's two-fisted 
brawler may start carrying a gun and spend more time be- 
hind cover Olai s scientist will carry prongs and measuring 
devices wherever he goes, and Hamed s daredevil will get 
slot more cautious. These things dilute the characters' na- 
tures, Far more importantly, they go against what Keisha 
told the group she wanted the game to be about. 

]f h as a Storyteller, you want your Storyteller char- 
acters to react "sensibly" (shooting the brawler) and you 
want your physics to be suitably real world (the lamp s cord 
breaks), you need to make certain your players are aware 
of such things before play begins. This is rarely an issue of 
deliberate deception; it just turns out that some Storytell- 
ers' plans don t match their own storytelling technique. If 
you feel your team is overly cautious, ask yourself why 
they're being that way. Did the last one to try a classic. 
FooJish. cinematic stunt have his legs kicked out from under 
him'' Do villains shoot hostages when characters try to bluff 
or feint them into releasing them? If it seems you're being 
too restrictive, try letting the zany stuff work! That s part 
of die interest of the pulp- adventure genre. Its life-threat- 
emrigty ridiculous for Doc Savage to descend by hand on a 
ried line strung down the side of a skyscraper, but it's so 
much cooler than taking the elevator. Likewise, your play- 
ers are more likely to retell the time they parachuted out o\ 
Ihe exploding airplane while Fighting off the Sky Chimpan- 
ihs of Borneo as they descended, than they are the time 
the plane blew up and they all died because they couldn't 
get their parachutes on in time 

This can happen more subtly, too. IF you gloss over 
romance plots and scientific exploration and spend three- 
quarters of every game session on combat and heroic 
derring-do. many players will make sure their characters 
can do something in combat, often changing a characters 
basic concept in order to better Fit the game as-run. This 


is not necessarily desirable: Again, if you want a combat- 
heavy game, tell the players up front. If you claim you're 
going to run one thing and find yourself running another, 
you need to change direction or come clean about the 
way its headed. You may wish to give the players a chance 
to change the characters they're running or discuss the 
series in general and see if they're having fun. 

A food Storyteller can use this sort oF thing to her 
advantage by selectively steering her attention across the 
gaming table. Perhaps the combat-oriented characters 
player wants to monopolize your attention with a discus- 
sion of all the guns and bullets bis character intends to 
purchase At the same time, the scientist s player — 
perhaps the quiet type or one who doesn't know quite 
what he'd be doing in- character with the new gizmo hes 
discovered — sits silently and only asks a few questions. 
But you would rather focus on the gadgetry and gee^ 
whiz than on a mundane trip down to the gun shop. Re- 
sponding to the combat characters request with a polite 
but quick "Okay, sure, you can pick up the stuff you need, 
no problem/' then moving into the scientist characters 
investigation in loving detail lets everybody know what 
parts oF the game will be the series' Focus. In turn, they 
will likely steer their own characters 1 interests toward 
that Focus, 

Be careful in these situations and avoid rudeness. 
It is simply bad storytelling to respond to the combat 
character s questions with "Yeah, Hamed, whatever, get 
what you want, 1 don't give a damn about that twinky 
crap, 1 " And if you make it seem like you are only inter- 
ested in one character's activities, the other players will 
quickly grow discouraged with the game 

Conclusions 

Every good episode has a good ending. The whofe 
session should be Fun, but the end is the part the players 
carry with them when they walk away From the gaming 
table for the night, and it Forms the seed of their attitude 
about the session. So, youll want to knock their socks 
off with the episodes climax and resolution and, then, 
have a pleasant and useFul denouement to wrap things up 
and set the stage for the next episode. 

Awarding experience points is only a small part of 
what the Storyteller does at the conclusion oF a game 
session Have you completed just tonight's episode or an 
entire story? A story should end tidily, with most of its 
loose ends and subplots tied neatly in a bow, while an 
episode can end with plenty of matters unresolved. Its a 
good idea to sit down right after an episode and take 
notes as to where the story stands: where the major char- 
acters are, what various characters know about secrets 
and ongoing plots, what followers have been assigned to 
any tasks, and so on. 8y contrast, at the end of an entire 
story, it's probably only necessary to note any villainous 
Storyteller characters who escaped justice and whether 
there was any press coverage of the characters' exploits. 
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The Series 

Adventure is designed to allow For stories you can 
play through in a single session as well as plots that un- 
fold over a long series of episodes. 

The One-Shot 

A one-shot story is meant to be completed in a single 
session (four hours or so). The amount of story that you 
can cram into such a short period depends on a fot of vari- 
ables — are you playing face to face or over the Internet, 
are your players prone to a lot of digressions, do you rdeplay 
most encounters out or only the important ones and so on 
— but the simple answer is: not a lot. 

Most Storytellers run one- shots to provide a 
change oF pace From another game or to expose new play- 
ers to Adventure; In either case, you will probably want 
to have a straightforward plot, You probably won't be able 
to manage more than a Few encounters or explore any 
deep subplots. Instead, concentrate on the unique parts 
of Adventure's setting, Pick an interesting villain or vil- 
lainous group, or select a dangerous Far-off locale in 
whfch to run a scenario. Try and work in opportunities 
for every team member to contribute uniquely, and allow 
for some dramatic editing (see p I? 3). 

The Ongoing Series 

In an ongoing series, you can be more leisurely 
about introducing elements than you would be in a one- 
shot. You don*t need to start a series wrth some kind of 
master plan For the next year s worth oF games It 
shouldn't be too hard to spend a fair amount of time run- 
ning mostly unconnected stories with a bit of downtime 
between them. Eventually, you may Find yourself leaning 
backward into other stones you've run, snaking up Sto- 
ryteller characters and red herrings or oFFhand refer- 
ences and Folding them into stones of their own. The se- 
ries may eventually even take on a life of its own, as the 
characters become well developed enough that they ini- 
tiate their own plotlines. 

Unlike a one-shot^ an ongoing series gives you more 
leisure to Focus on individual characters and their asso- 
ciated Storyteller characters. You may run one story to 
speciFically explore El Mono Loco's relationship with his 
balF- brother and arch -nemesis Dr Macaque, the next to 
introduce a new group oF villains and later work on an- 
other characters enemy. That doesn't mean that any 
given story should always be about just one character: 
Try to arrange for everyone to have something to do in 
any story you run. But it s okay to Focus one storyline on 
one character and probably a lot of fun for that player 
when you do so. 

For more discussion oF subplots in ongoing series, 
see ^ Subplots," p. 226. 

Long-Running Series 

You may wish to run an extremely long-term series A 
series that starts in 1924 and extends into the Second World 


War may prove enjoyable for your players, as they can deli- 
cate the wartime I eats oi many pulp and comic-book ham 
After the war, surviving Inspired heroes mostly go undeFtfOuii, 
they don't hide from the world, but they lead more mundane 
lives. Cheesy Tedriicok3rao\«Thxes 
be a lot oF fun to run, but it isn't unbl the Nova Age, begun when 
Dms Mai ( AKA Or. Primohs) engineers a quantum bigger went 
in l??8, that super- powered beings return to the world stage 
The characters are liable to be movers and shakers in Ihis era 
they might help guide society through the golden age of nova 
and Fight in the Aberrant War They may help society nebuW 
after the war or escape to the stars; this phase of the series a 
filled with opportunity and bSe chance to reshape society Fi- 
nally, in the Tnnity Era, the characters can become part of 
humanity s expansion into the universe at large, meeting alien 
races or defending the world against hostile- aberrant* 

Theme 

Adventure completes the >£on Continuum's three 
thematic aspects: Trinity is Unity; Aberrant is SacnFice: 
and Adventure is Hope Certainly, the 1720s and iOsare 
uncertain decades + and no one knows what the Future 
will bring, but in the bright days dawning after the Great 
War, anything seems possible. The Hammersmith inc- 
dent grants rare individuals the ability to genuinely re- 
shape the world. 

Hope can take on many Forms, but in general, 
venture looks forward with an eye on making the Futureas 
good as it can be Scientists make new discoveries ewy 
day, and advanced technology such as high-powered r«b 
transmitters and transcontinental telegraphy are dreams 
no longer. Advances in life sciences are no less dramatic 
(and with the advent oF penicillin in 1928, many believe 
that the eradication of disease as we know it is naht around 
the corner). The secrets oF radioactivity and the atom it- 
self might soon make themselves known, ushering man en 
of universal wealth and prosperity. 

This perspective is a tricky thing to cultivate a a 
rolep laying game. Storyteller and players ail know that the 
optimism of this era will lead to the Great Depression and 
the Second World War (and, in the vton Continuum, even- 
tually to the Aberrant War and Exodus) . The charximda 
not know that, though, and it is important that they oper- 
ate in ignorance of the Future, playing the booming stod 
market For all they're worth and having a gay old time, 

Mood 

Perhaps "rollicking" is too strong a word to describe 
Adventure's mood, but it gets across certain ideas in a 
hurry, The game is meant to be action oriented and opti- 
mistic: Heroes discover some villain's Fiendish plot and 
defeat the villain. This doesn't necessarily lead to a so- 
plistic game: Characters in Adventure are just as com- 
plex as they would be in any other genre Plots and Sto- 
ryteller character motivations should be similarly com- 
plex and deep. But in the balance, the team doesn't live in 
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a haunted nightmare world, nor in a dark parody of mod- 
ern media over- saturation: They live in a brightly col- 
ored reflection oF a simpler day. Absent should be the 
story in which the characters discover a world -girdling 
conspiracy that they simply cannot defeat or displace. 
Concentrate instead on menaces that the heroes can take 
worthwhile action against, once they are alerted to the 
menaces presence. Victory is never assured, but with 
strong arms and stout hearts, the heroes have every 
chance of carrying the day. 

Story Seeds 

Below are a few ideas that can work as described 
or that you can use as inspiration for your own plots. They 
can be used For a single episode story or as the starting 
paints For an ongoing series. 

Foiling the Villain's Plot 

In this hoary old standby, the team learns of a ter- 
rible plot for world domination instigated by an appro- 
pnately melodramatic villain, It might start simply — the 
heroes prevent some goons From knocking over a jew- 
elry store. They then Follow clues that indicate that some- 
thing bigger is going on and t after a number oF confron- 
tations, discover that a mastermind arch- villain is plot- 
ting to rule (or destroy or blackmail t etc.) the world, The 
ton must frnd and enter the vdfains secret hideaway, 
disrupt his wicked scheme and bring him to justice by 
whichever means they Find most appropriate. 

Exploring the Lost World 

The characters learn that an old Friend has disap- 
peared and go to his rescue; perhaps he was a scientist 
in darkest Africa or was shipwrecked in the Indian Ocean, 
fa they arrive to the site of the disappearance, they Find 
themselves on the border oF a hidden land, a place that 
tasbee.ru changed... by the zero- point energy wave that 
swept ever the world. Within the hidden land, the team 
must Face terrible environmental dangers, strange mort- 
srs and Foreign cultures. 

Defend Yourself! 

A conspiracy of some sort takes action against one 
member of the team (or perhaps the team in its entirety). 
II starts subtly — newspaper articles pop up that shed 
tight on incidents that the team would prefer to keep in the 
dark, for instance. Then the newspapers Find proof that 
the heroes did things that they know they didn't do Then 
the police begin to come after the team, and then some 
previously unknown person or group — a new district at- 
torney, an Inspired crime Fighter, a vigilante group — does 
50, saving the city From the menace that the players" char- 
acters pose. OF course the previously unknown antagonists 
are the hue villains oF the tale: they have set the heroes up 
to take a Fall in order to bolster their own reputation. Per- 
ils they have an old grudge to settle and no longer look 
like the group the heroes wronged a Few years ago, The 


heroes must defeat this foe and, somehow, rescue their own 
reputations in doing so, 

The Mysterious Stranger 

A new person has entered the characters" usual home 
territofy. Perhaps he is a Foreigner, or perhaps he is just a 
previously unknown Inspired character from the local area. 
Regardless, the characters know precious little about this 
individual and his goals The team may attempt to beFriend 
the stranger or treat him as a hostile interloper. 

The characters' goals and activities intersect at 
right angles with those of the mysterious stranger They 
do not come into direct conflict, but the team must reach 
some sort oF detente with the stranger before they can 
solve the problem posed by the real villain of the story. 
Perhaps that villain is the mysterious stranger, or per- 
haps the villain is merely manipulating the heroes and the 
stranger into Fighting to satisfy his own nefarious ends. 

Enemies of the State 

Criminals or anarchists have begun a reign oF ter- 
ror in the heroes* home city. Perhaps a war has broken 
out between nva! Mob Factions, or anarchists are lashing 
out against the forces of la w and order The team is caught 
in the middle and must either help the proper authorities 
restore order or attempt to bring about peace on their 
own. Morally ambiguous heroes might take advantage of 
the chaos to strike a blow against a known villain who has 
previously been protected by the police, but such a vil- 
lain is likely to have his personal security forces out in 
spades to assist in this time of crisis. 

Similar effects to this kind of episode seed can be gener- 
ated in the aftermath of an earthquake, tornado or hurricane; 
the author! t .tes are too busy with cleanup bo stop certain de- 
ments from engaging in criminal activity. The heroes must step 
in and keep things safe for the ordinary people. 

Personal Stories 

A personal story most often springs from a well- 
developed subplot (see below) In these stories, a 
character's own motivations (or neuroses) push him to 
accomplish some task Perhaps it's something melodra- 
matic, such as finally confronting the murderer of the 
hero s parents, or maybe it's more mundane and fong- 
range, such as the hero deciding to establish his own ship- 
ping company in the South China Sea. From a Storyteller's 
standpoint, the great thing is that you don't have to do 
nearly as much work. The character s motivation is right 
there; he's the one who gets the episode moving For you. 
You just need to set up a few challenges and decide what 
complications will befall his plans. 

The downside oF these stones is that, by their very 
nature, they are almost impossible to make happen as a 
Storyteller Eventually, a player wHI tell you that his char- 
acter has a task he wishes to accomplish, and then, oFf 
you'll go. Until that time, sit tight and keep seeding the 
subplots into the week- to- week stones. 
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Subplots 

Whether ft s a one-shot Adventure episode or an 
extended series* players appreciate feeling that their char- 
acters are a part of the world you describe. Character his- 
tories and background descriptions certainly help to ground 
characters in the setting, but nothing grabs your players 1 
attention like a personalized subplot You can also use sub- 
plots to highlight particular themes and moods or to pro- 
vide additional information of just about any kind, 

When you start a series, you should have a rela- 
tively good idea of who the characters are, their respec- 
tive histories and why they adventure together. With all 
this information* you should be able to generate a simple 
plotlme that applies to each character. These snippets 
don't have to be complicated, and they should be the kinds 
of things that can lay in the background for a while. 

Say the team of adventurers consists oF: Ace 
Borgstrom, devil-may-care dilettante and sometime pi- 
lot; El Mono Loco, martial artist from the j ungles oF Para- 
guay; Dr Tending Smith, halF-Sherpa archaeologist; and 
Rachel w Lady Lead" Buongiomo, the first female Golden 
Gloves champion of New York City. Your primary storyline 
revolves arou nd the events leading up to the Elder 
Statesman's attempt to hold the 1?24 Democratic Na- 
tional Convention hostage, with a big dimax planned on 
the convention floor. 

You might work up the Following subplots: The boys 
down at Aces preferred airfield have been acting a little 
strange lately (the Mob is pressuring them to let some sur- 
reptitious rum running traffic in and out). Dr. Smiths con- 
tact at the museum has an Egyptian artifact he thinks Smith 
would like to look at (it s the property oF an Egyptian land- 
owner, of course). El Mono Loco's apartment building bums 
down in a suspicious Fire (his corrupt landlord needed the 
insurance money). Lastly, a brash young male boxer calling 
himselF Kid Midas arrives in the big city and is overheard 
publicly scoffing at the idea that Lady Lead coukl possibly 
beat a real fighter such as himself. 

Subplots are Fairfy straightforward to use once in- 
troduced into your series, but that introduction can he 
very hard to pull off. You'd like to hook the character s 
interest, but you don't want the entire team investigating 
El Mono Loco s apartment Fire when the Statesman's 
goons are up to no good e/se where A good technique is 
to run the primary plotline For at /east a full session at 
the start of a series and introduce one or two subplots 
during downtimes in the second or later sessions. In fchat 
Fashion, players will understand the real focus of their 
characters 1 activities, while still getting interesting things 
to do individually. 

Also, don*£ go overboard su bp lotting, Each char- 
acter should get a subplot during the series, but you 
shouldn't introduce them all at once, and you shouldn't 
Feel pressure to resolve them in a big hurry, either. In one 
session, Ace Borgstrom might learn that the guys at the 


airfield are acting a little strangely, but that's j|.fehp 
he can't sway them into telling him what s up at hrslt 
might take until next session before lie notices darM 
planes taking off and landing late at right k could It 
Four or five sessions before Ace learns what's really jfl* 
ing on, and by that time, you might want to tunilJu 
plot into a full-blown episode of its own. 

IF you hurl out too many subplots at once, til* pair 
ers will get confused, and you will probably get lost H. 0 
as important to take notes about your subplots ft it 1 
with your main storylines. GeneraWy. a (twee StorftAr 
can introduce one new subplot per session andadvwa 
a few existing subplots by small steps each session tim 
you get more familiar with doing this, you mi^becot* 
Portable with games that are whirling nightmans cS phi 
and counterplot. Just remember that if your player? Art 
to rn utter to one another that there's too mudi gong® 
for them to keep track of. you Ye probably ovsrdomg* 
and should scale things back. 

Types of Subplots 

There are more types of subplots than mu&f 
be listed here, but hopefully, the following Jrctftflm 
to spur your imagination and provide you witiifott* 
tertaming stories For your players. 

* Romance: This subplot is a classic, lamtofai 
movies, books, comics and TV. A player mij^t mitiatt ft 
perhaps your description or portrayal of a partioir 
character catches his attention. You might mrtiattliftjta 
instead, suggesting that a Storyteller charactw tsbi 
player's character out on a date This is const 
easier when the player s character is female, giver 
circumstances of Adventure s setting, but the 
changing quickly enough that it wouldn't be \ 
inappropriate for a Female Storyteller character I 
sue a male team member Romances provide a | 
motivation for players' characters: it is one thing for 
Pharaoh to kidnap the handsome yet shy Or ftKfah 
another altogether if Dr. OeWjtt is Lady Lead's f 11 
Many groups have problems integrating re 
subplots - — players may beuncomfortabfeexhibFting*- 
character affection toward Storyteller character* in th 
person of the Storyteller; the Storyteller may 1 
romantic subplots ham-handedly; out-oF-chanctcn 
lationsbips may make the whole situation morestreaihi 
its worth. To help alleviate these sorts of proWans. Cat 
to the affected player{s) before you work a romantic k6» 
plot into your game. Things are more enjoy? We fori 
concerned if the player whose character isromnbo^, 
involved is interested in Furthering the subplot 

■ Mystery: A good Storyteller can mskamffr 
nous subplot out oF just about any event. Mysteries & 
not necessarily have to be violent, whodunit affairs, ei- 
ther. The question of why the characters pare* in 
acting particularly coldly toward one another might it 
answered by "Dad forgot their wedding anniversary'!** 
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the character is sure to pursue the mystery avidly until 
the sol ut ton is found. Mystery subplots are probably the 
easiest to generate; all you have to do as a Storyteller is 
Figure out what's going on, how the character catches 
wind of the event and what levels oF secrecy lie between 
the character and the truth. Then simply allow the sub- 
plot to unfold as the character pursues it 

■ Rivalry: This subplot can involve the characters 
heroic life (another Inspired scientist starts showing up 
Dr Terming Smith s discoveries) or his mundane liFe (an- 
other woman becomes romantically interested in Lady 
Lead's liance). in etther event, a person who is not nec- 
essanly the characters enemy competes with the char- 
acter in some way. The character might respond violently 
(and such a response may or may not be warranted), or 
he might redouble his efforts in the part of his life that 
the rival competes with him in. A good rivalry can go on 
For a long time in an extended series N with characters 
endlessly trying to one up the other; rivals might eventu- 
ally become staunch allies or shift from mere rivals into 
outright enemies. 

* Tragedy; In a tragedy subplot, something ter- 
rible happens (or threatens to happen) to the character 
or a loved one. His parents might be evicted From the 
family farm, or he might learn that he has contracted a 
case of Armstrong s Syndrome, which is nearly always 
fatal. Players rarely take kindly to having abuse gratu- 
itously heaped on their characters. Unless you are lead- 
ing up to a longer term storyline, it is probably better to 
have tragic subplots be reversible — the parents' Farm 
can be bought back from the bank, or the only cure for 
Armstrong s Syndrome is held by the shadowy Dr Emil 
Wendt, who has recently disappeared 

• Personal Ventures: This is a catch-all category 
describing work or hobbies the character engages in when 
not actively saving the world. Perhaps the reformed gang- 
ster takes a night on the town with the boys From the old 
neighborhood; the action hero with a great singing voice 
pulls down a few bucks doing torch songs at a jazz club; 
the gadgeteenng scientist tinkers with experimental 
gizmos in his lab on campus; and so on. These subplots 
don't usually haul the sort or emotional baggage that oth- 
ers do, but that won't make them any less enjoyable For 
the player involved. Personal venture subplots can help 
ground a character in his setting and give a player a bet- 
ter feel (or his character s contacts and allies 

Getting Back on Track 

Every experienced Storyteller has seen a game ses- 
sion stall in place It can happen For plenty of reasons. 
Maybe you created a mystery that is just too intricate 
For your players to have their characters solve on a Fri- 
day night after a long work week. Perhaps your Story- 
teller characters are too thinly portrayed and you aren't 
doing a good job of getting the team interested in them 
— or worse, perhaps the Storyteller characters are 


dominating the game and leaving the players twiddling 
their thumbs Below are some sample problems that may 
occur along with suggested solutions. 

* My players act bored! Ask them why! Don't be 
deFensive about it: at a suitable breaking point or at the 
end of a game session, just say, "1 want to make sure you 
folks are enjoying the game; got anything you'd like to 
see me throw in?" Admittedly, your friends aren't likely 
to tell you if you're just a terrible Storyteller (although 
we're sure that's riot the case). If there are concrete prob- 
lems — "I was expecting a lot of gunplay and zamness, 
but this is a tense murder mystery, and that's not what 1 
was interested in" — you know how to adjust the game. 
You may not be able to I ix things all at once, but you can 
at least add elements that will be appreciated. 

* A player isn't into the game? You might get a 
player who just isn't there For the game One might be 
there because her boyfriend plays and this js her best 
chance to see him. Another might be a roommate who 
can't watch TV while the group games in the living room. 
In any case, such players are not reafly interested in the 
game, and they can easily distract from the episode at 
hand. 

You can handle this problem in a couple of ways, 
starting with talking to the involved party privately On 
one hand, you could co-opt him; talk about what he would 
enjoy in a game, and see it you can accommodate him. 
Toss a simple, engaging subplot his way. If you're lucky, 
within a Few sessions, the nonparticipant will be an avid 
part oFyour series, and you'll forget he was ever a prob- 
lem Alternatively, suggest that the person who isn't re- 
ally there to play may not want to attend the sessions If 
the nonparticipant is there to spend time with a signifi- 
cant other, you risk losing both. Thats something they 
need to work out, though; it's not your business how they 
handle their re Eat ions hi p. No one should be forced to play 
iF they don't want to, though IF that means you lose a 
couple oF players or have to relocate your game as a re- 
sult, its probably all for the best. 

* They're not solving the mystery? Sometimes, a 
mystery that seems facile and obvious to its creator is 
thoroughly befuddling to a group o\ players. Often, de- 
press ing I y, this is the Story tellers fault. Characters do 
miss c/ues, but more of tea a crucial piece of information 
just never reaches from inside the Storyteller's brain to 
the players collective understanding. It is difficult to solve 
this problem without being heavy handed ("A man keels 
over, clutching a note that says check the basement "} 

You can work around thts problem in one of two ways. 
Firstly, try casually leading the players to the information 
or connection they're not seeing Don't be clumsy; think a 
Few steps away from the missing in Formation, then plant 
subtle hints that lie between it and the team's current knowl- 
edge, IF a major clue can be Found in a bakery that the team 
visited once but didn't investigate closely enough, remind 
Or Smith that he promised his sister to bring the birthday 


cake For her sons birthday party tomorrow, but he won't 
have time to bake it himself. 

Secondly, look over your notes and figure out what 
the antagonists would be up to now that the heroes can't 
solve the mystery in question See if you can work out a 
way for the goons T activities to cross the heroes' path a 
second time. Again, don't be too clumsy about this. Don't 
just toss the bad guys at the players' characters; give 
them a logical reason to run across the team and a logical 
reaction when the confrontation takes place. 

* They want to roleplay everything! "...and then 1 
wander down to Macys; what's in the storefront win- 
dow'*" There's roleplaying, and then there's chewing the 
scenery. There's nothing wrong with allowing the play- 
ers to jaw back and forth in character — to a point. 
Getting sidetracked by minutiae can overshadow the 
game to the point where the characters never get any- 
where or do anything, Players may want to occupy your 
attention as Storyteller with trivial stuff This problem 
can be hard to diagnose, though, as it seems like the play- 
ers are having Fun, and isnt that the point of getting to- 
gether every week or few to play? 

Look, the game is called Adventure For a reason. 
There are plenty of roleplaying games out there well 
suited to subtle roleplay and extended in^ character de- 
bate and conversation. This is not one of them! As sug- 
gested elsewhere, if the players insist on roleplaying trips 
to the grocery store, have the Pharaoh's men blow the 
place up. If characters (and players) get too complacent 


with a lack of action, you will have to force it onto than 
until they realize that they must go confront it 

■ The players are seriously off- track? TheygrBhbd 
one of your red herrings, con Hated it with a clue leading to 
the real adventure and an offhand comment by an uncon- 
nected Storyteller character and are now chasing faulty 
information into the Kalahari Worse, they assume evey 
Storyteller character who tries to guide the heroes back to 
the real plotline must be part of the conspiracy! 

Short of stepping out of game and saying, "folks, 
you are chasing a red herring here, and 1 cant ftgyrcout 
how to make you stop," you can do one of three things 
You can grab your main episode and wrench it around to 
fit some of the characters 1 expectations (which ts trxky, 
but doable). You can dead-end literally every investiga- 
tion the characters make regarding the red herring — 
perhaps there are no clues available, or they all lead to 
perfectly mundane resolutions. Or you can <jo with the 
flow to accommodate the players' pursuit of the redher- 
ring, wrap it up satisfactorily for them (and quickly Sor 
you) and drop new leads to bring them back to the 
storyline you spent so much time and effort on to begin 
with. With a little ingenuity, you can make everyone happy, 

The Opposition 

It's time to talk about the blokes in black, twirling 
their sinister mustaches and plotting world domination 
The pulp villain — from the demented tnbal shaman to 
the criminal mastermind — is a crucial part of any Ad- 
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mrtnre series In many ways, without a villain there; would 
k no story at all He (or she — women can be just as 
wicked as men) is the hub around which all things rotten 
in a given episode must revolve. The next chapter in- 
dbdes descriptions of villains already influencing the Ad- 
venture Era. feel Free to add your own fiends to your 
stones. This section contains tips on creating and prop- 
erty using villains.., and on keeping them alive to cackle 
maniacally another day. 

Creating a Villain 

Planning your episode or series does not have to be- 
gin with the villain (or villains), but you will have to con- 
sider the team 5 antagonists before you get too Far ft may 
be easiest to ask three simple questions about your villain 
at this point: What does he want? What does he have to 
help him get it ? And how will he go about getting it? 

Motivation 

Many classic pulp villains have suitably wicked mo- 
tivations: They want to rule the world, destroy the world, 
become Fantastically rich or avenge themselves on Our 
Hero and his works. These motivations work very well 
Porvillarns in Adventure: Its one of the tropes oF the genre 
thai some people are just unrepentant I y bad guys (Still, 
this doesn't mean that s all they are. Just because a char- 
acter has a clear motivation doesn't make him a two- 
dimensional caricature.) 

The l¥20s and '30s also had plenty of mundane 
villains to choose From: mobsters, nihilists. Fascists, an- 
archists and radicals Many crusaders For the public good, 
same oF whom were very popular, would have added 
black?, Jews, Catholics, communists, atheists and foreign- 
en of all stripes to that list. To slap such a label on a 
Storyteller character and assume that that alone makes 
hint a villain is almost never sufficient — Few, iF any, 
members of those groups were villainous in the really 
wicked pulp-villain sense. 

The villain s means — his plans (see below) — 
must be the sorts of thing to bring him into conflict with 
right- minded adventurers. But his motivations don*t nec- 
essarily have to be. Many villains crusade for what they 
see as a greater good — elevating all humanity, reclaim- 
ing a lost homeland or "redistributing" the money of the 
wealthy. Villains with believable motivations of this kind 
are great to throw into an Adventure series because their 
actions come From a reasonable root cause. Most of these 
types genuinely do feel that the end justifies the means 
and are guilty primarily ol lacking a sense of proportion. 
That doesn't excuse their crimes; in the end, the best 
they deserve is a sock in the jaw and a drag to the near- 
est police station. 

Resources 

Villains' resources run the gamut; some live very 
Spartan existences with only enough luxury to allow them 
to rest between crimes. Others control vast multinational 


companies or even small nations. A villain's resources 
determine what his plans must be — does he need to 
knock over the First Federal Bank to get the money to 
hire goons to enable phase two of his scheme? Or can he 
simply authorize some of his lieutenants to commit a crime 
on his behalf? 

It certainly isn't necessary to del ineate how the vil- 
lain spends every dollar As you write up his game statis- 
tics, you will want to consider his Resources and Follow- 
ers Backgrounds and what they represent beyond the 
dots. See "The Villains Tools" below, for more discus- 
sion of this topic 

Plans 

A villains plans may be mathematically precise and 
scheduled to the second, or they may be haphazard and 
more a restatement of the villain's goals than anything 
else ("My plan is to become fantastically wealthy!"). The 
sort oF plan depends on the other factors described 
above, as welf as on the villains personality and, if ap- 
propriate. Inspired abilities A super- inteHigent mesmer- 
ist wall do things differently than a former MaFia thug, 
even if both of them have the same general plan (elimi- 
nate the Gam bios 1 crime family...) and motivation (,.,so I 
can take over their territory and get rich). 

It may prove useful to consider the villain s plans in 
terms of conflict with the players' characters: What would 
this guy be up to that would get the team's attention? 
Certain Storytellers will actually start at this point and 
work backward into the villains resources and motiva- 
tions. There is nothing wrong with building your own sto- 
nes in such a fashion. If this is your preference* work out 
a few interesting scenes where the team might run into 
the villain or his minions. 

The Villain's Tools 

As noted above, any good villain has numerous tools 
on hand with which to accomplish his Fiendish goals Here 
are just a few suggestions to get you started. 

Thugs 

Thugs come by many names guns, mooks, but- 
ton men, goons, rabble, assassins and so on They are 
typically interchangeable; most of the t*me their names 

involve the phrase "The One With " ( iL The One With 

The Big Sword," 4 *The One With The Strange Accent,*' 
etc.). There is seldom a need to individualize them be- 
yond this, though you are free to do so. Thugs serve as 
cannon fodder; they help show oFF how tough the heroes 
are, and they slow the team down long enough to allow 
the villain to make his getaway. 

Thugs come from all walks of life: The most com- 
mon ones are mobsters, cuftists, mercenaries or (in the 
wrong cities) the police. They are considered extras {see 
p. 244}; generally all you need are their physical At- 
tributes, type of attack and noteworthy combat skills 
"Mooks and Monsters," page 244, has a few sample 
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goons, though you shouldn't Feel limited by such simple 
listings It you would like to further personalize Mister 
Saturday's cadre of undead spies. Feel Free to do so. But 
most of the time you will not have to do so 

Lieutenants 

A well-characterized lieutenant can end up as hated 
as the villain for whom he works — and if the team does 
away with the villain but doesn't clean up after his hench- 
men, a lieutenant might well become the series 1 next big 
villain. A lieutenant does not have to be an Inspired charac- 
ter by any means, but his abilities should be somewhat 
rtaimhrxj: he should stand out in a pack of thugs. Unlike an 
ordinary goon, he should have a name and at least a few 
defining characteristics. If you Ye lucky, the learn wilJ run 
into him more than once, so write up a more complete char- 
acter sheet for any lieutenants your villain may employ 

If you want to follow a simple convention for esca- 
lating the challenge the team faces From encounter to 
encounter* the group should probably run into a group of 
mooks without any guidance and. later, a gang oF chugs 
led by a lieutenant. This second group is likely to be more 
organized and, accordingly, is a greater challenge; the 
gang may set up an ambush or have a workable escape 
plan. The lieutenant himself js probably the equal of any 
one member of the heroes' group; should one of them 
try to take him on alone, that hero will probably lose But 
the lieutenant shouldn't be so tough that the whole team 
couldn't take him down. 

A villain with a lot of resources (and/or decent 
amounts of allies or followers) might well have multiple 
lieutenants Try to keep them from being duplicates of 
one another (unless they Ye all his scientifically bred su- 
per warriors...) One lieutenant might be a financial wiz- 
ard, whiJe another could be the harsh mistress who over- 
sees the thugs, and a third a cunning ToreFgn spy. 

Gadgetry 

It s cliche for a villain to possess a Z-wave device 
he intends to use to take over the world That doesn't 
mean you shouldn't apply the gimmick, oF course — the 
polite term for cliche is ''classic schtiek" — but try not 
to overdo it. IP you do give the villain such a doomsday 
device, try to make sure that its shutdown process takes 
some time and skill and is, by itself, a source of suspense 
For the team. That way, if the device needs to be shut 
down during a climactic action sequence, those assigned 
to doing so aren't out of the excitement, but must rely on 
their cleverness and skill as much as the rest of the team 
must rely on its combat prowess. 

A bit less of a cliche is that the villain and his hench- 
men all use the same style of unusual equipment. This equip- 
ment doesn't have to be super-science gadgetry: perhaps 
the villain himself is a stalwart with some control over elec- 
tricity and magnetism and outfits his mooks with silent, 
deadly gauss pistols instead oF the usual Tommy guns and 


brass knuc kles . This is grea t Fur ther i nto a senes — there's 
nothing quite like the look on a player s face when he tells 
the rest of the team, "1 know we defeated Baron Ferrous 
and his crew last year, but the gunmen I faced last rtijfit 
were carrying the very same gauss pistokf" 

Try to avoid giving a villains goons too much wtd 
equipment. The jdea is to give them a signature device 
or to keep the heroes on their toes, not to make thugs 
invincible. A resourceful villain might equip his thugs with 
better and better gear as the team successively defeats 
them, but this takes time and high Resources It should 
not happen too often. 

The Secret (or Not-So-Secret) Base 

The villa in s Resources and/or Sanctum determine 
his base of operations; the stalker with one dot in these 
Traits will have little more than a flat in a brownstone 
somewhere, but the corrupt industrialist or scion of East- 
ern Hemisphere nobility might have quite the sprawling 
estate. The base could be obvious: The corrupt industn- 
alist probably plots his wicked schemes From near the 
top of the skyscraper he owns; the degenerate Slavic 
noble surely works out of the backiit castle on the prom- 
ontory Alternately, the base coutd be hidden; it might be 
in the remote wilderness or underground. 

For story purposes, the mam consideration regard- 
ing the villain s base is its accessibility, A highly inacces- 
sible base (very remote or very defensible or both) pre- 
sents a good challenge to the heroes when the time comes 
to break in, as they must find it and get through (or past) 
its defenses. Note that the heroes should not always be 
forced to fight their way into such a place. It can of ten be 
more dramatic to have the characters use non-combat 
Abilities such as Survival and Stealth and to even apply 
treacherous environmental hazards (a rope bodge over 
the chasm, a slippery walk alongside a volcano, etc) The 
location of such a base probably presents problems for 
the villain, after all He cannot send dozens of troops to 
harass the heroes in Paris at a moment's notice if his le- 
gions are stationed on an island in the South Pacific 

An accessible base gives the villainous mastermind 
much more Freedom of action, at the cost of def edibil- 
ity and secrecy. The villain who works From the pent- 
house oF a mid town skyscraper must be considerably 
more circumspect in hts activities than one in the jungles 
of Guatemala — the police tend to ask questions about 
midnight blood rituals. And that same villain has a harder 
time stationing antiaircraft guns and other deFenses on 
his public building. On the other hand, he can probably 
count on the support of the police and the autbonfe 
should a bunch of vigilantes break onto his property with 
wild accusations of villainy . 

As a final note, do not Forget one of the most im- 
portant features of villains* bases: They blow up really 
well Nothing concludes a rousing adventure quite like a 
frenzied escape from a pyrotechnic nightmare. 


Other forces are at work in the world of Adven- 
ture aside From your character, individuals and organiza- 
tions with goals both noble and nefarious. Unless your 
character lives in a box, he's going to cross paths with 
these folks sooner or later It s not just about the obvious 
struggle of intrepid heroes battling dastardly thugs, ei- 
ther Conflict can occur among those who are ostensibly 
wi the same side — just because you and the Black Blade 
agree that Doctor Zorbo must be stopped doesn't mean 
you agree on how to stop him. Similarly, your character 
might find himself sympathizing with a villain s agenda or 
philosophy — is it really so bad that Zorbo seeks to pro- 
tect the Earth from ecological devastation 7 That s where 
this game s greatest drama and excitement come from: 
the conflict oF personality and ideology between char- 
acters. 

The /£on Society 
for Gentlemen 

Future generations will regard the ^on Society as 
a venerable institution. Centuries of philanthropy begin 
herewith a Few individuals, each possessing a genius that, 
bra brief time in human civilization, changes the world. 
The A. on Society seeks nothing less than the complete 
realization of humanity s potential. 

The core members of the ^Eon Society are accom- 
plished adventurers, a cut above other Inspired They 
should be impressive to players* characters, but they're 
rot gods We have noted a few specific Traits especially 
suitable to each character, but they lack explicit Trait list- 
ings Actual skill levels are open to individual interpreta- 
tion, so that the Storyteller can have these key charac- 
ters interact with her players* characters at whatever level 
she feels is appropriate. IF the Storyteller wants to toss 
Mercer some Traits not explicitly mentioned here or 
change some of them that are, she should feel free. Sur- 
pnses like that keep players on their toes and make for a 
more interesting game. 

Maxwell Anderson Mercer 

His parents were anthropologists at the University 
of Chicago, and Mercer accompanied them on their ex- 
peditions as soon as he learned to walk Young Max en- 
tertained himself by reading during the long ocean voy- 


ages and train rides His Favorite books came in two dif- 
ferent varieties — biographies of influential scientists 
such as Sir Richard Francis Burton and dime novels of 
heroes such as Safari Jack Tallon 

After a childhood filled with stones of great men 
and count] ess trips to exotic locales, Mercer set out to 
make his own life just as exceptions I He attended Harvard 
(where he met Michael Donighal) and earned two Ph D,s 
in as many years. After graduation, he returned to Chi- 
cago to manage his Family's fortune For his aging par- 
ents, using the profits from their investments to finance 
municipal projects, including several museums and a 
monument to William Rainey Harper. The Mercer For- 
tune also funded research, expeditions and charities 
Building on the contacts he developed at school, Mercer's 
social circle soon included innovators in business, poli- 
tics and the sciences across the Midwest and. later, the 
world. 

Though he had a broad education, in college, Mer- 
cer abandoned his childhood love of science for the hu- 
manities. Though Mercer kept his interest alive by fund- 
ing research at the University of Chicago, Hammersmith 's 
invitation in 1?22 was like a letter From his first love. Max 
Mercer traveled to London with his pal Michael Donighal 
to witness what promised to be an important moment in 
the advancement of science. 
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Maxwell Anderson Mercer was front and center 
when Hammersmith s machine exploded. 

He awoke in the backyard of his parents Chicago 
brownstone. Inside, he Found older versmns of his friends 
and a few who clearly knew him although they had never 
met Mercer noticed a man who looked like a younger 
version of his father Then, suddenly, he realized he was 
looking upon himself, years older! 

Explaining that it was 1?42, Mercers counterpart 
introduced him to the /ton Soaety, an organization Mer- 
cer would found a year into hjs own future, in 1?23. This 
was but the First of many incredible things the elder Mer- 
cer revealed to his young counterpart. Possessing the 
unique ability to shift through time, Mercer tentatively 
explored history. Always pushtng the boundaries oF the 
possible, he visited several eras to come, witnessing both 


Chronal Awareness 
(Unique Knack) 

"The future is what you make it. " 

Maxwell Anderson Mercer possesses the 
unique ability to travel the streams of time. He 
transfers himself most easily to moments oF 
large discharges of telluric energy. Among the 
most notable are Hammersmiths accident in 
17 ??; the /Eon Society's battle against Doctor 
Pnmons in l?43; an attempt to re-create 
Hammersmith's experiment in 1¥?8; the end 
of a war between humans and powerful Inspired 
beings called aberrants in 2061; and a climac- 
tic event that changes humanity's course for- 
ever in 2122. The effort is extremely difficult 
and draining, so he doesn't try it very often. 

Mercer can a [so use his control of time 
for a variety of more immediate effects, such 
as increasing his speed relative to the normal 
progression of time or ^pausing"' time for a few 
seconds. It is only after decades oF practice 
that he acquires the full potential of his power 
— eventually, almost any conceivable manipu- 
lation of time is his to command! 

System: Mercer is meant to be unique in 
this regard; his presence in the later periods 
oF the /€on Continuum via the use of Chronal 
Awareness heralds dramatic goings-on. White 
WolF has two dozen Ph.D.s working around the 
clock to arrive at a system to represent this 
power, Until they show some results, this Knack 
should be reserved for Storyteller characters 
{preferably only Mercer), and its success or 
Failure, possibilities or limitations, depend 
solely on the needs of the story. 


the achievements and the horrors that awaited mankind. 
Control over his talent far from perfect. Mercer finally 
returned to his own time, reappearing six months after 
he had vanished. Keeping his singular power secret Mer- 
cer quickly laid down the foundations for the organiza- 
tion vital to help guide humanity through the coming cen- 
turies — the yton Society for Gentlemen. 

Traits: Mercer is unique in that its unknown what 
type of Inspired he actually is. Receiving the strongest 
exposure to telluric energy next to Michael DomghalV 
Max Mercer gained the ability to become unstuck in time. 
In the Adventure Era, Mercer is Tar from mastering this 
amazing talent. Some of his associates know that Mercer 
can move as swiftly as Mercury or "Freeze" his oppo- 
nents, though only Donigha! hypothesizes that these abili- 
ties might reflect a manipulation of the time stream 

Mercer has several Background enhancements: fn 
Charge. Kingpin, Sanctum Sanctorum and Wealth Beyond 
Avarice. He is also a master of numerous physical and 
intellectual disciplines from Eastern martial arts to eso- 
teric anthropological studies to advanced investigation 
techniques It's worth noting that Mercer mastered these 
fpelds prior to his Inspiration — m fact, it seems that the 
ability to slip through time is his only paranormal talent 
(though a powerful and versatile one it is). 

Whitley Styles 

Styles & Stafford Imports squeezed every penny 
it could from British -ruled India. When Roger Styles took 
his wife and their son Whitley on a trip to locate "exotic 
oriental commodities," he didn't know that payback was 
in the oFFing, The Thuggee cult took Roger s oFFer to buy 
their statue of Kali in the worst possible way They mur- 
dered his wife and imprisoned him. Ten years later, two 
cultists led Roger Styles to the altar room, where he found 
his son resting in the shadow of Kali, Instead of embrac- 
ing his Father, Whitley denounced Roger as an impenal- 
ist and challenged him to ritual combat. Raised by the 







vile Thuggee, young Whitley slew his own father. He had 
become the arm at Kali that strangles, the fool of Kali 
that crushes all. 

Max Mercer knew Whitley s parents from previ- 
ous trips tq the Orient and traveled to India after the 
Great War to search for his missing acquaintances He 
located the Thuggee cult too late to save Whitley s par- 
ents but was able to free the younger Styles from its evil 
clutches. Styles grew to adulthood as Mercers ward, 
eventually unlearning the cult s murderous prerogatives 
He returned to London to claim his birthright, but Uriah 
Stafford, Roger Styles' partner, had assumed complete 
control of the import company years before Stafford had 
an ironclad case to keep Whitley From his legacy. Resist- 
ing his murtferous training, Whitley struggled in the courts 
for years to gain his birthright. He refused any aid from 
Mercer during this time, taking various menial jobs to 
make ends meet. In the space of a Few years, Styles was 
many things, including a dockworker, a mason, a day la- 
borer and a miner. Mixing with the working class suited 
his temperament, giving rise to a self-deprecating atti- 
tude and an earthy sense oF humor Still, he never forgot 
the deadly arts in which the Thuggee trained him. The 
legal battle took its toll and remained contested when 
Mercer approached him to join the /€on Society for 
Gentlemen. 

Traits: Whitley Styles is a mesmerist with a high 
Inspiration and the Knacks Cloud the Mind and Telluric 
Resonance. He as also one of the deadliest martial artists 
alive and received a top-notch education thanks to Mer- 
cer. Styles is most comfortable rubbing shoulders with 
the lower classes and has extensive contacts as well as a 
high backing with ^.on Paruq, the Thuggee leader who 
trained him, and the vtle Stafford comprise two separate 
nemeses. 

Professor Benjamin Franklin Dixon 

Professor Dtxon (he answers only to his surname 



when he answers at all) has never had an impulse to which 
he did not surrender immediately He is the most sponta- 
neous and original inventor of his day, His plans For a so- 
lar-powered gyroplane are brown and crinkled, the vic- 
tims oF sloshed hooch. The ash from Cuban cigars smears 
his lab notes. When his prototype tell uric -ionic battery 
began to leak, he papered the floor with girlie magazines. 
His office has stains on the walls about which no one in- 
quires. 

After a week of nagging from Hephaestia Geary - 
Wexler, Dixon chose Dr. Hammersmith's laboratory over 
the trenches of the Great War, joining his future wife as 
an assistant to the father of the Age of Inspiration. Not 
fully able to suppress his urge to stick it to the Kaiser, 
Dixon used Hammersmiths facilities to invent all sorts of 
gadgets with military applications, including a treaded 
general purpose vehicle that could overcome barbed wire 
and a few serviceable treatments for victims of mustard 
gas. 

In exchange for its much- needed informality, Dixon 
now lends his talent for martial invention to the >£on 
Society. In the aftermath of the Hammersmith disaster, 
Mercer sought out Dixon For insight into his employer s 
experiments and was so impressed with the young sci- 
entist that he invited him to join his nascent organiza- 
tion. Though bejng in such august company has tempered 
the wildness of his intoxicated youth, Dixon^s timely 
Flashes of insight are invariably Followed with a cry of 
"To the vomitonumP 

Traits: His associates would say that Dtxon was bom 
Inspired. He is a stalwart with a handful of Inspired pow- 
ers, including Mad Scientist. He is possibly the worlds 
most talented scientist and engineer, with a high Inspira- 
tion, many inventions and multiple gadgets Dixon's repu- 
tation has Frustrated his ex-wife to no end — and since 
he hasn't coped well with their disastrous relationship 
either, the two share the Nemesis Background, Judging 
by his daily intake of nicotine and alcohol, Dixon also has 
a prodigious Resistance. 

Danger Ace 

Jake Stefokowski volunteered For the Lafayette 
Escadriile and emerged as America's First hotshot pilot 
in the Great War. His commander suppressed Jake's kill 
tally once he learned how young the gangly lad really was. 
When Mercer asked a chum in the Army Air Corps for 
someone suitable for a "delicate, quite possibly danger- 
ous flight through the mysterious Sargasso Sea," the pi- 
lot had an instant recommendation. Mercer stole Jake 
away from his lackadaisical barnstorming and has since 
sent him on numerous missions, most of them to places 
far worse than the Sargasso Sea. 

Though Jake lacks the visionary zeal of his felfow 
/ton members, his sheer enthusiasm For adventure more 
than makes up For it. He is perhaps the only associate 
with what ProFessor Dixon calls a "double genius." That 
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is* his talent as an aviator and his talent for surviving cer- 
tain death. His fellows have thought the "Danger Ace"' 
dead at least a dozen times, only to see his tattered plane 
coming over the horizon yet again. In fact, Jake 
SteFokowski proves to be one of the iton Society's most 
durable members. Decades later, the world knows him as 
Jake Danger, Aberrant Hunter 

Traitsr Danger Ace is a daredevil with any or ail of 
the Death Defiance, Eagle Eyes, Navigation Hazard and 
Wheelman (Barnstonner) Knacks Danger Ace is a pilot 
and navigator almost without equal. 

Cracks hot 

The prettiest member of the >£on Society For 
Gentlemen, Annabelle Lee Newf jeld s beauty is matched 
only by the training she enjoyed from her contortionist 
father and acrobat mother. Her dexterous Ffare began 
with a youth full of whip tricks, lion tamings and dinners 
eaten with silverware held by toes In many ways, 
Annabelle regards the Society's endeavors as just an- 



other circus act, a tightrope with no net below. Annabelle 
was invited to join the Aon Society at the tender age of 
14 — not For "purposes relating to pederasty," as Doc- 
tor Primoris suggested, but rather to give lie to Satan 
Jack s claim that "the fairer sex is of Far more use after, 
never during, the safan" Although Safari jack still treats 
her with a polite condescension, Annabelle has more than 
proven her worth, Her talent with weapons of all kinds 
— one just as prodigious as Professor Dixon's inven- 
tiveness or Jake SteFokowski s piloting — leaves no doubt 
that women have a place in the >£on Society (or Gentle- 
men. 

Though her incautious ways lead her to a bad end 
shortly before World War 11, Newfield brings youth and 
energy — and a female perspective — to Mercers dub 
For gentlemen. 

Traits: Crackshot, as her nickname implies, is a 
daredevil with the Lightning Reflexes, Trick Shot and 
Universal ty Deadly Knacks. She has Ability mastery in 
Archery, Firearms and Athletics, but her other Abilities 
and Backgrounds are somewhat undeveloped 

Safari Jack Tallon 

One of Mercer's First invitations to join £on went 
to his childhood idol. Safan Jack Tallon. His exploits were 
the stutf of popular men's fiction even back in the Victo- 
rian Era. He explored those places lesser men feared 
Safan jack made maps oF the most inhospitable regions 
when AFrica was still ^the Dark Continent H From sha- 
mans in the Amazon, he learned antidotes For the nwsl 
exotic poisons. The Aborigines of Australia call him the 
Dream- Lizard. He vacations in the steppes oF Tibet, 
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Though Jack isn't the sojourner he used to be, a 
variety oF longevity treatments he discovered through 
his explorations keep hrm vigorous despite his advanced 
(indeterminate) age. Though he still embarks on theoc- 


casional safan* Jack Tall on more often plays the elder 
statesmen of the ^on Society — though or>e with a pen- 
chant For arm -wrestling and headlocks. His experience 
tempers the impetuousness of associates such as Jake 
SteFokowski and Annabelle Lee Newf ield. Tallon articu- 
lates his own version of the Society's vision for better 
world, using his folk hero-dom to encourage '"white civi- 
lization" to seek 'the simple wisdom of the colored woHd 
and. in exchange, J end it the technological expertise to 
raise its "appalling standard of living M 

Traits: Salan Jack is a daredevil with Fists of Stone. 
Indomitable WilL Resilient and Steely Gaze, He ts also a 
sort oF violent Renaissance man, particularly skilled in 
Athletics, Awareness, Endurance. Etiquette, Linguistics. 
Medicine pnd Navigation. His Backgrounds are equally 

diverse, including extensive Contacts, Influence and 
Reputation. His daily regimen of exotic remedies is con- 
sidered a gadget that gives him the equivalent of the dy- 
namic Knack Optimized Metabolism. 

Doctor Primoris 

Michael Daemon Domghal, using the inflated pseud- 
onym ^Doctor Primoris" in partial mockery oF his fel- 
lows, is on a doomed course, becoming ever more alien- 
ated From his humanity to the point that the rest of the 
£on Society rises against him in the dark days oF World 
War 11. Before that time, Oonighal acts as the vton 
Society 's devil's advocate, its voice of dissent He skewers 
the group's optimistic — Domghal says naive — plans 
in a well-meaning, if abrasive, attempt to show its mem- 
bers the error oF their ways. 








Like Mercer. Oonighal was exposed to a massive 
concentration of Z- waves in Hammersmith s fateful blast. 
Also like Mercer, he emerged as something not quite 
quantifiable. He is almost certainly a stalwart, but one as 
iar beyond the typical stalwart's power as a stalwart is 
beyond the common man. Like his alias implies. Doctor 
Pnmoris has surpassed human perfection in both mind 


and body. His physical Form is a combination of ultimate 
strength, grace and beauty. The same could be said of 
Ins mind. Even among the /ton Society, only a few indi- 
viduals have anything to say that Domghal considers worth 
hearing 

Domghal idolizes, some say adores. Mercer. He 
wants to believe that Mercer, perhaps the ultimate Re- 
naissance man and embodiment of hope in the new cen- 
tury, can capitalize on this Inspired age, making 
Hammersmith s accident into humanity's salvation rather 
than its slow destruction But the wounds oF Donighal's 
past, his unrequited love for his Fnend and his singular 
genius force him to keep the *£on Society's goals at arm's 
length They are, for him, an exercise rather than a cru- 
sade. Oonighal will find his passion soon enough. Some- 
where inside him lurks a dark god, frustrated now, but 
Hearing the day that it will explode like Hammersmiths 
machine. 

Traits: In addition to most of the level one and two 
dynamic Knacks, * fc Doctor Primoris* 1 has dynamic versions 
of many psychic Knacks! Such Knacks make him sensi- 
tive to the workings oF the physical universe and include 
Marked Man and Telluric Resonance. BeFore the 
Hammersmith disaster, young Michael Domghal was a 
well-educated prodigy. Now, he is the unparalleled mas- 
ter of a variety oF Fields. Although the usually perceptive 
Mercer has yet to realize the extent oF Donighal's trans- 
formation, he already suspects that his younger Friend is 
holding himselF back 

Persons of Distinction and 
Infamy 

Here are some oF the personalities that make the 
post- Hammersmith era so interesting. Some are outright 
villains, with plans to enrich themselves at the expense 
of others, Some are misguided visionaries, seeking to 
bring their own disagreeable Utopias to reality. A few 
couldn't be described as villain or visionary, but prove to 
be constant Foils to the Inspired nonetheless. As with the 
Aon Society members, these characters are intention- 
ally left without detailed Trait write-ups, so the Story- 
teller may add to or change the ones presented as she 
sees fit. 

The Ubiquitous Dragon 

A Figure with a past shrouded in darkest mystery, 
the Ubiquitous Dragon is the polar opposite of Maxwell 
Mercer. While Mercer is a man of science, the Dragon 
believes that his abilities are giFts From ancient demons, 
While Mercer uses his giFts to elevate mankind, the 
Dragon uses his to inspire dread in the Eastern under- 
world. Like Mercer, the Dragon has a vision oF a world 
transformed, but the Asian enme lord s intent is quite 
different. He explores the duality of human nature — 
the desire For enlightenment, yet the tendency For cor- 
ruption. He believes that everyone is Fundamentally 
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flawed, pawns in a struggle that transcends the physical 
realm. The Ubiquitous Dragon explores these Flaws in 
hopes of discovering the goal oF the forces that manipu- 
late mankind... so he might control them, as he does his 
own Inspired gifts. 

A youth spent learning about honor and duty from 
his father was lost when a warlord massacred his entire 
village — all but the boy who would become the Dragon. 
As it happened, the Dragon's father had been the 
warlord s advisor but Fled with one oF his concubines years 
before. The warlord took the boy and taught him every- 
thing he knew in an effort to make the son the antithesis 
of his honorable father The warlord taught that all people 
were victims of vice and corruption. He taught that no 
one was innocent and that everyone had a price. He taught 
thai knowledge was power and that only the strong de- 
served to rule. In the end, the warlord succeeded beyond 
his expectations. The young Dragon marked his passage 
mto manhood by spilling the blood of the second man he'd 
called Father. The Ubiquitous Dragon s influence spread 
quickly throughout the East He is now absolute master 
of the Chinese underworld and has loyal servants, who 
fear failure more than death, across every stratum of 
society in the Pacific Rim. 



It's unclear if the Dragon was Inspired by 
Hammersmith's event or iF he was always this way. Re- 
gardless, he already controlled much of the Eastern un- 
derworld by the early l?20s. His hand can be Found in 
everything from drug trafficking and the theft of pre- 
cious art 1 Facts to assassinations and government coups 
He seduces the seemingly incorruptible with promises of 
power^ wealth, fame — whatever is dearest to their 
hearts and most likely to awaken the weakness within 
them. Along with his most loyal followers, members of 
the dread Dragon's Coil Tong, he has been spotted in ev- 
ery corner of the globe, personally overseeing opium 


to San Francisco, extracting shares from the 
Ponatowski Foundation, attending the Mach matrix's lat- 
est experiment — and more! Some believe that the Ubiq- 
uitous Dragon has "doubles," servants hand packed For 
their resemblance or perhaps surgically sculpted after 
his likeness and intended to Foil assassination attempts 
and further his reputation For being ever-present The 
truth is perhaps the Dragon s greatest secret, 


The Curse of Many Dragons 
(Level Three Dynamic Knack) 

'To defeat you, I need only myself, 
With this power, the Ubiquitous Dragon 
can spontaneously generate multiple versions 
of himself. These duplicates resemble the 
Dragon in every way, though they are not as 
durable or as permanent as the original His 
duplicates are the only people the Dragon 
trusts. 

System: Spend a point oF Inspiration, 
and roil Endurance. IF successful, a duplicate 
manifests and is ready to act on the next turn 
On a botch, the Dragon takes a level oF bash- 
ing damage For each "T rolled. A duplicate 
lasts a number of days equal to the successes 
rolled, The original Dragon may sustain a du- 
plicate "in the Field" by spending one Inspi- 
ration per day before the duplicate's time is 
up. (The duplicate may not spend Inspiration 
to sustain itself.) 

A duplicate may be created anywhere 
up to 500 kilometers times the Dragon's In- 
spiration rating, though the original must be 
intimately familiar with the site (typically, he 
must have spent at least one stratght week 
there). IF created in direct contact with the 
original, the duplicate appears after one turn; 
otherwise, it takes one hour to manifest Once 
created, a duplicate may travel any distance 
From the original. TTie Dragon and his dupli- 
cates enjoy no telepathic contact; any com* 
mumcation must follow standard means (tele- 
phone, letter, telegraph) The Dragon can re- 
absorb a duplicate in person, thereby gaining 
all of its memories and experiences. 

A duplicate is identical to the Dragon, 
but fafls under the rules for extras (see p, 244) 
and has half the originals Inspiration score A 
duplicate has only one health level prior to Fi- 
nal manifestation. If a duplicate falls to Inca- 
pacitated or hasn't recombined before its time 
is up, it dissolves into noxious goo, and the 
Dragon suffers one level oF lethal damage (this 
may not be soaked}, 
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The Inspired have recently captured the Dragons 
interest. Those he can subvert become his loyal lieuten- 
ints, and those who resist him are marked For destruc- 
tion. Rare souls such as Mercer puzzle the Dragon, indi- 
viduals who retain hope in the direst of circumstances 
and who resist temptation in pursuit of higher goals. 

Traits: Though the Dragon believes his powers 
come from Asian spirits, he is actually a stalwart with the 
Knacks Aetheric Vision, Indisputable Analysis, Optimized 
Metabolism and Sun Tzus Blessing He ts also the keeper 
d The Curse or Many Dragons {see sidebar) Like the 
King of the World, the Dragon has a number of Back- 
grounds (notably Cipher) and enhancements (including 
Kingpin and Sanctum Sanctorum), He is also superhu- 
manly intelligent and highly skilled in Awareness, Inves- 
tigation and Subterfuge, and he enjoys Ability mastery 
in Martial Arts, Disguise and Arts. 

The King of the World 

Almost every criminal organization in the Western 
Hemisphere answers to the arch-criminal the IDA calls 
M the King oF the World " Mafia bosses from Italy and New 
York send the King Christmas cards with their tribute. If 
a dollar is stolen from a wallet in Chicago, the King of the 
World gets a penny. If a carton of cigarettes (alls off a 
truck in Hamburg, the King gets a pack. This shadow mon- 
arch has eluded capture for years. Indeed, little proves 
thai he even exists. To catch **bim " the governments of 
the Earth might want to revise their proFile: The King is 
really a Queen. 

Lady Argentine de Winter is one oF wealthiest 
women of Old Europe, the daughter oF exiled French ar- 
istocracy. She is also the guiding Force behind the 
Contedorri. At age Five, she accompanied her Father to 
London s Club Caprice, where she looted the coat room, 
rifling through the pockets of the most powerful men and 
women from the continent Though specifics are the sub- 
ject of back- alley mythology and speakeasy hearsay, this 
precocious young thiet rose quickly through the ranks, 
catching the fancy oF an old Mafia don here and Funding 
the hijacking of a train there, using her influence to au- 
thorize ventures that banks would never approve. Old 
Europe has always had two rulers — the crown and the 
hood The First she earned by birth, the second through 
her cosmopolitan connections to the world's every gnFt. 
The cartel kingpins even whisper to one another that the 
Dragon and she have divided the world among themselves. 

Traits; Lady de Winter is a mesmerist with a truly 
enchanting demeanor. Aside From the Knacks Cloud the 
Mind and Hypnotic Presence, she has pretty much every 
subterfuge- related Knack you'd care to name (and a few 
more beyond). Plus, she has a special psychic Knack 
equivalent to Sex Symbol. In addition to her unmatched 
prowess at stealing and selling treasures and informa- 
tion, the "King" enjoys the Background enhancements 
Enigma, In Charge. Kingpin and Wealth Beyond Avarice. 


The Two Worlds of Crime 

Both Branch 9 and the IDA have task 
Forces assigned to discovering how two mas- 
ter criminals, the King of the World and the 
Ubiquitous Dragon, have come to share the 
globe. Though their minions constantly 
squabble at their territorial fringes, the ar- 
rangement allows each side to kilf trespassers 
with impunity, thus giving their associates a 
strong incentive to stick to their own turf. OF 
course, each crime lord crosses the agreed- 
upon boundaries when the mood suits them. 
Clearly, there is no honor among thieves. 

Conflict at the borders — particularly 
the West Coast of the United States — heats 
up as time marches on. Each criminal kingpin 
reaches the pinnacle of power by the mid- 
l?30s, and there's only one place to turn for 
new territory — the other halF of the globe 
The escalating struggle for ultimate control 
that ensues is sure to draw in heroes and vil- 
lains alike. 


Mister Saturday 

To look him in the eye is to fall under his spell He 
can trap your soul in a bottle. Not even the dead can es- 
cape his voodoo. Once a man called Jackson Harley, he 
served as a butler at Sir Calvin Hammersmiths London 
mansion. By "controlling" the arbiters oF the estate after 
the fateful experiment, he became the old scientist's sole 
heir, owner of Hammersmith s home, his wealth, even 
what remains of his machine. AFter seizing control of the 
estate, Saturday nee Harley had Hammersmith s mansion 
transported brick by brick to a hill overlooking Black 
Storm E\ay, a tiny village in Haiti that he rules through 
fear of his sinister magic 
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Mister Saturday's "black magic" mystifies the 
greatest minds of the day. Professor Dixon insists the so™ 
called voodoo has a scientific explanation. Yet, beyond 
the makeup of the man's unusual powers lie still more 
questions: Did he play any role in the explosion of 
Hammersmith's machine? Was Hammersmith just another 
one oF his legion of puppets? Mister Saturday s agenda is 
as mysterious as his origins. He portrays himself as an 
island Robin Hood, stealing from wealthy America to aid 
the impoverished Caribbean However, that doesn t stop 
him from working deals with everyone From the Czar to 
the Ubiquitous Dragon. Saturday sells gangs of his zom- 
bies to mob bosses and others in need of unthinking 
armies, These creatures invariably begin to rot after a 
few months, requiring constant replacement (and pro- 
viding a steady stream of income For the voodoo mas- 
ter). Some >£on associates regard him as an unlawful, 
unconventional folk hero with the interests oF the poorer 
regions oF the Western Hemisphere at heart; others be- 
lieve that those who tolerate him do so because they are 
under his spell. 

Traits: Mister Saturday is one of the most power- 
ful mesmerists alive His "voodoo,' 1 actually a broad ar- 
ray of psychic Knacks, includes all the level one Knacks 
and many from levels two and three — most notably 
Cloak of Dread, Evil Eye ¥ Hypnotic Presence and Psychic 
Control. In addition, he has the Background enhancements 
Legions (his "zombies," corpses animated with a super- 
scientific concoction and Inspiration) and Sanctum 
Sanctorum (Hammersmith s mansion, complete with any 
number oF that fost genius' inventions). 

The Lone Gunman 

Scalper Dutch shoots fast for an old man. The man 
fires his six- guns Faster than a Thompson, and he rarely 
needs so many rounds to take down his targets. Due to 
his age and spryriess, most people figure he must be In- 
spired, Wherever his skill comes from, one things sure: 
He's the meanest bastard you 1 II ever run across. 



Whether running farmers off their land, policing 
coolie workers or hijacking Wells Fargo wherever they 
conducted business, Dutch broke every law they ever 
passed. The Wild West has been tamed since then, but 
not Scalper Dutch. Even in the l?20s, the world has need 
For a hired gun. He s cheap and gets the job done, and 
he's just too ornery to die. To this day, he's a popular 
freelance en Forcer all over the Americas. He'd have plenty 
oF work across the globe if he didn't hate boats and planes 
IF he cant ride there or take a train, he's not interested 

When Doctor Zorbo attacked New York, Dutch 
climbed the Statue oF Liberty and shot down three diri- 
gibles — then attacked the >£on Society members who 
dared approach him afterward. Why? He took off beFor e 
anyone could ask him. Dutch has apparently got some- 
thing to prove, though no one knows what or to whom 

Traits: Scalper Dutch may well have been Inspired 
even before Hammersmith s event He is a daredevil with 
a maxed-out Destructive facet and unparalleled ratings 
in Athletics, Brawl, Endurance, Firearms and Intimida- 
tion, He has the Knacks Untouchable — which functions 
even if he's armedf — Lightning Reflexes, Perfect Poise, 
Resilient, Steely Gaze and Trick Shot. He is possibfy the 
world s best marksman. He's also a son of bitch. 

The Czar 

The wild eyes of a pervert leer From the pubic mess 
of his hair His beard reaches to his knees. He is the Rus- 
sia the world has lost — enraged, fierce, ready to pro- 
tect itself no matter what drudgery or bloodshed the task 
demands. His wild appearance and feral demeanor pro- 
vide a jarring contrast to the man T $ pedigree. When Lenin 
and his thugs brought down Czar Nicholas in the 
rebellion, Ivan Boris Vladimir Staynskaya — the ansto- 
crat who now calls himself "the Czar" — fled to the 
Balkans, smuggling out as many of the Crowns expen- 
sive snoods as he could. The greatest treasure he 
smuggled was no less than Nicholas' last surviving daugh- 
ter, Ana&tasia, who he secreted in the outermost shell of 
a babushka doll. Soon, Staynskaya will have amassed suf- 
ficient weafth and spread his influence through Russia to 
such a degree that he will be a proper suitor for the young 
princess Then Stayrtskaya will have what he always 
wanted, what his Father always wanted, and what his 
fathers father always wanted: an irrefutable tlarm to the 
title of cjar! 

Also called "the Black WolF" and "the Mongol," 
Staynskaya believes that the Soviet experi merit will 
crumble. He uses his quiet control of the Ponatowski Fcum- 
dation to provide him with the Financial wherewithal to 
hasten this eventuality — and thereby hasten his own 
ascension to the throne o\ Russia and, someday, the world 
These efforts have involved him with various criminal en- 
terprises, bringing him into contact with the Ubiquitous 
Dragon and Lady de Winter — not always positively. 
His unorthodox approach is useful to each crime lord to 


the extent that they overlook the Frustrations he causes 
when he takes actions that disrupt their plans. 






The Czar and 
Princess Anastasia 

Usually seen roaring directives at his un- 
derlings like a rampaging bear, the Czar is no- 
tably gentle in the presence of Anastasia. With 
her, he recovers hi s noble bearing and the proud 
lineage of Mother Russia shines through. 

Scarred by the trauma oF the revolution , 
the young princess sees Staynskaya as her only 
true source of safety, The excitement of the 
world outside threatens to lure her from the 
Czars control, though. 5he grows more setf- 
confident as she grows older, and overheard 
tales of the Inspired spark thoughts of adven- 
ture within her as well. Staynskaya bears 
Anastasia s increasing willfulness in strained 
silence. AFter he becomes the true czar, he can 
put her in her proper place. 


The funds the Czar gets From his pursuits — monies 
from heists, kid na pings, blackmail and more — are used 
to bribe Soviet ofRcials (and keep himself and the young 
Pi mk ess Anastasia Irving in high style). His agents corrupt 
customs inspectors and party bigwigs alike. He uses this 
leverage to keep the communist experiment inefficient and 
unbalanced. He hopes to damage the bureaucracy so badly 
that another rebellion returns the motherland to the mon- 
archy. Just as he advances his agenda in Russia, the Czar s 
loyal followers on Ponatowski expeditions sow the seeds of 


unrest against authorities elsewhere in the world whose 
views the Czar disagrees with. 

Traits: Though not Inspired himself, Staynskaya pos- 
sesses prodigious levels of Contacts, Followers, Resources 
and Sanctum, as well as secret Backing in the Ponatowski 
Foundation and other legitimate and criminal concerns. He 
does have at least three Inspired bodyguards as allies, two 
oF whom "protect" the Fair Anastasia at all times 

The Machinatix 

ProFessor Dixon has competition for the title oF 
World's Greatest Inventor — his ex- wife, Doctor 
Hephaestia Geary-Wexler. While her former husband 
focuses on the possibilities of Z- waves, Hephaestia works 
with the realities of what she calls "rnetachinery." Her 
most important invention to date is the "Sanguine 
Prometheus, 1 ' a mechanical configuration that channels 
"Ubiquitous Hammersmith Radiation" to give machinery 
something like sentient intelligence. This nascent tech- 
nology requires peculiar materials and must be constantly 
maintained; her Promethean machines aren't smart 
enough to maintain themselves and display only appar- 
ent intelligence rather than actual thought 

Hephaestia foresees a world run by Sanguine 
metachmery: cities that power themselves, trolleys that 
move and stop according to the passengers' requests, 
gins that collect and de-seed cotton on their own, ^col- 
lectors" that recognize when a crime is being committed 
and apprehend (and punish) the offender. In this clock- 
work world, even the lowliest person now suffering in 
poverty could find gainful employment as a mechanic 
servicing these machines. The entire world could enjoy a 
lifestyle that not even the United States can now claim, 
with the elite Free to ponder the Sanguine Prometheus 
and continually improve this efficient tomorrow. 


Hephaestia infrequently aids her ex- husbands club 
with the loan of information or some technology that 
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Dixon lacks the time or knowledge to create. More oF- 
ten, she meets them corning the other way in her guise as 
the Mach matrix, selling her genius to the highest bidder 
with little concern over what her inventions are to be 
used for. Less shady Funding comes from the scientifi- 
cally curious elite in her newly adopted home of San Fran- 
cisco. Only the criminal elements with whom she deals 
and the >£on Society itself know the truth oF her dual 
identity. Frustratingly (for Dixon in particular), the Few 
times the Society's caught her in an illegal venture, she 
has had an ace m the hole — typically information or a 
hostage — guaranteeing her Freedom. What began as a 
love- hate relationship with her ex-husband has grown to 
encompass all the 4:on Society's core members 

Traits: Dr Geary- Wexler is a stalwart with the in- 
disputable Analysis and Mad Scientist dynamic Knacks, 
among others. She has numerous inventions and some 
truly significant gadgets, Among her most impressive are 
mmiscule metac hi nery she has surgically implanted in her 
body, giving her the equivalent of the Optimized Metabo- 
lism and Reptilian Regeneration dynamic Knacks. 

Manifest Destiny 

**The war to end all wars? Hardly. Communists con- 
trol Russia and will soon control China. The Fascist pow- 
ers of Old Europe arise once more. Weimar Genu any is 
ready to collapse. With the rest oF the world embracing 
the various forms of totalitarianism, the American fjfestyfe 
wit! soon be a thing of the past, a bneF dream before the 
sleeper awakens to an oppressive world regime" 

When Senator Ernest Warren Caldwell spoke out 
against America s isolationism and of the need For an 
American empire to be built before that "oppressive 
world regime" arose, his fellow Senators laughed him oFF 
the floor. Caldwell knew then that he needed to display 
the courage that his fellows lacked. He needed to estab- 
lish the American empire himself. On July 4th. lV2i, E 
W. Caldwell and his Manifest Destiny Infantry (composed 
of Great War veterans and lead by an officer's corps oF 
sympathetic writers and academics) landed on the tiny 
Pacific islands oF Bikini Atoll, slaughtered the leaders of 
the indigenous population and planted an American flag, 
Using Bikini as a base, the Man if est Destiny Infantry made 
other military conquests of nearby undeFended regions, 
working its way south, apparently to Antarctica The 
group now controls areas oF Timor and several dozen 
unpopulated islands. 

Though the President and Congress denounce 
Caldwell as a terrorist, a few of those tn power, including 
two Army generals, quietly keep Manifest Destiny sup- 
plied with vehicles. Various wealthy and influent m\ mem- 
bers of the upper crust are also quietly sympathetic to 
Caldwell s cause. 

Traits: E. W. Caldwell is a daredevil with the Fol- 
lowing Background enhancements: In Charge and Legions. 
He also has high resources and numerous sanctums in the 


South Pacific (and one tucked away in Montana), with an 
eye toward establishing a couple sanctums sanctorum In 
Antarctica, Australia and anywhere else he can get away 
with it. Though he apparently possesses no Knacks, 
Caldwell's terrible Charisma, the fears of the American 
people and the worlds unwillingness to ignite another 
Great War more than make up For the lack. 

The Jaguar Queen 

In the deepest reaches of southern Mexico, hidden 
within jungle swamps abandoned by explorers as impen- 
etrable or useless, rumors of a "Jaguar Queen" have per- 
sisted for centuries. According to the stones, ^Ocetatl," 
as the natives call her, is the daughter oF a jaguar knight, 
a m ember of a spec la I order of Artec warriors, both com ■ 
mon and high bred + who devoted themselves to the pro- 
tection and defense of Aztec royalty Her mother was art 
Aztec queen who defied her king and bore the child of 
her servant. Both parents were executed, but I heir daugh- 
ter escaped down a passage between this world and the 
afterlife Formed by her parents' passing spirits. There, 
she became the immortal bride of the Jaguar, which in 
Aztec legend is an emissary between the lands oF the liv- 
ing and the dead. 

The wave of telluric energy seems to have made 
this legend into a strange ktnd oF reality Natives now 
spread the tale of a mystrc fineage oF "jaguar women* 
who emerge From the trackless rain Forest only to mate 
Explorers oF a romantic bent speculate that these women 
may actually follow the lifecyde of the jaguar, living in 
isolation, coming out to mate and then disappearing to 
rear offspring and die. 

Further rumors talk oF her male children. M jaguar 
men'* supposedly responsible for unexplained deaths and 
used as bogeymen to terrify children. Yet. claims have 
been made in recent months, sightings of humanoid crea- 
tures with the heads and upper bodies oF jaguars and the 
lower bodies oF men! Most dismiss these reports and say 
that the deaths are murders either by a cult that wor- 
ships the so-called jaguar Queen or by persons exploit- 
ing the "myth" For their own purposes. It s certainly true 
that those who have attempted to explore or develop the 
Fringes oF the jungle swamps in which Ocelotl is rumored 
to dwell have met with misfortune and even death, 

Traits: Ocebtl is a stalwart with the knacks A Single 
Bound, Heightened Senses, (WojMan For All Seasons. Sex 
Symbol, Optimized Metabolism and Threat Awareness She 
possesses high Physical and Mental Attributes and ts quite 
skilled in Awareness, Animal Handling, Brawl, Might, Stealth 
and Survival She also has Menagerie to represent mynad 
animal companions (though not necessarily jaguars) byal 
to her and Sanctum for her vast jungle home. 

The Turk 

Once Istanbul knew him as a man of peace, who 
shared the blessings of Allah with the ignorant Since the 
Hammersmith disaster, the world has come to know him 


as simply 14 the Turk" (lazy Westerners Find Imam 
Khwarazmi ibn Abi Tirmidhi difficult to pronounce) He 
is the ringleader of a band oF assassins that has mur- 
dered producers of girlie movies in Los Angeles and the 
owners oF coca plantations in Tijuana, Though Fanatics 
in his homeland would gladly Ful Fill his every decree, the 
Turk s assassinations in the West are usually performed 
by someone close the victim. Most of these assassins take 
their own lives after completing their assignments, The 
source oF such conversions isn't the Turk s many pas- 
sionate speeches The secret is ostensibly a Turkish blend 
died "jihad" — a black, sticky hash that Fills the smoker 
with a holy rage against the excesses oF the West 

In truth, the jihad acts as a Focus For the Inspired 
powers ibn Abi Tirmidhi unknowingly gained through 
exposure to telluric energy during Hammersmiths experi- 
ment. The Turk can manipulate the thoughts oF others, 
converting even the unwitting into suicidal assassins, Sa- 
rah Get tel. once a victim oF jihad herselF, describes the 
feeling as "an inescapable sense of duty to a god that all 
at once becomes real,., real angry^ that is!" 

Safari Jack Tallon met the lrnam in his travels before 
the Hammersmith event and noted firsthand the dramatic 
personality change ibn Abi Tirmidhi underwent Tallon mis- 
takenly believes the Turk went insane from exposure to2- 
waves. tn truth, ibn Abi Tirmidhi acts out of a Fear that has 
haunted him since he witnessed the explosion oF 
Hammersmith s device He fears the chaos of the Future, so 
he lashes out at the culture that creates it. 


Master of the Inner Earth 

Hammond Banes was a librarian and would-be sci- 
ence- Ficti on wnter who enjoyed minor celebrity in 1?Z1 
for his character L+ Baron Halcyon, Master oF the Under- 
World,^ The Fame proved fleeting, so he sought to refine 
his earlier short Fiction into an epic work that would vali- 
date him as a creator and provide For his young wife and 
aging father His Father s death triggered increasingly ir- 
rational behavior, and he soon lost his job and his wiFe 
The Chronicles of the Under- World, a massive "history" 
that he toiled away at night and day, took over every- 
thing. Descending into madness, Banes became convinced 
that the Inner Earth was real. 

The energy released in Hammersmith s Fateful ex- 
periment Found him in the depths oF insanity and leFt him 
forever trans Formed He appeared in the lower depths 
oF the Chi qui bu I caves, Hammond Banes no more — in- 
stead, Baron Halcyon awakened in the "under- worid"? 
Halcyon Found a race oF subterranean albinos living in the 
lower reaches of the seemingly endless cave system. He 
called them the "Goran* after a similar race in his writ- 
ings and declared himself their "master and protector " 1 
The so-called Goran weren + t sure what to make of this 
stranger, but none who opposed him could stand against 
his Inspired might. Halcyon led them into the realm of 
Neanderthal I ike raiders — who Halcyon named the 
"Nawls" — who lived m the caves' upper reaches. 






Traits: The Turk is a mesmerist with a number of 
mind- influencing Knacks Most significant is a highly re- 
fined Psychic Control that turns the subject into a zeal- 
ous assassin (the jihad hash makes the subject more 
susceptible to the brainwashing). He also has a very high 
Inspiration and high levels of the Followers and Influence 

backgrounds. 


The Goran had tamed dire wolves to act as protec- 
tors against the savage Nawls, but it was Baron Halcyon's 
prowess that drove back the Neanderthals, With success 
came support and loyalty; soon, the Goran labeled the 
Foreigner a hero The self-styled Baron proved a harsh 
despot when crossed, and some Goran slipped From his 
rule to more distant reaches of the inner Earth, Among 
these was the young Gar, who seeks to free his people 
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from rule by this unhinged surface man, Halcyon faces 
more conflict as explorers from the surface have ap- 
peared. Chief among them is Doctor Zorbo. who the Baron 
knows only as a possible usurper interested in harvesting 
the light crystals that so populate the cave. 

What will become ol these various conflicts remains 
unknown, A mystery of equal measure is whether Banes 
dreamed the "under- world" and its civilizations into ex- 
istence, had some precognition of them or is merely the 
victim of madness and circumstance 

Traits: Baron Halcyon is stalwart whose Knacks in- 
clude Body of Bronze, Heightened Senses, Piledriver, Sun 
Tzu/s Blessing and Threat Awareness, He also speaks the 
Gorans 1 simple language and "rock speech' 7 — a kind oF 
Morse code that echoes through the caves, His Back- 
grounds and enhancements include Influence over the 
Goran, Resources befitting a king, the Sanctum 
Sanctorum of the deep caves and the mighty Gar as his 
Nemesis. 

The Mighty Gar, 

Lord of the World Below 

Gar is one of the E tah* the race Baron Halcyon calls 
the "Goran His family retreated From the rule oF the 
mad Baron Halcyon only to be set upon by a starving 
Neanderthal tribe Only young Gar escaped, falling 
through a crack in the cave wall to land, broken and bleed- 
ing, on a massive collection of cave crystals The ruby 
crystals provided light in the deep Inner Earth, and they 
gave Gar something more: strength. Even dazed and ru- 
ined, he Felt the throb of energy around him and drew 
upon it. Miraculously, his wounds healed, and he arose, 
stronger and more powerful than he — or any tVtah — 
had ever been. Gar returned from the secret crystal pit 
to seek revenge against the Neanderthals who slew his 
family and the man who forced them to flee: Baron Hal- 
cyon. He Found his childhood companion, the dire wolf 
Tak. awaibng him when he emerged from an opening ki- 
lometers from where he'd fallen. Though Gar looked dif- 
ferent — taller, more massive, with alabaster skin whiter 
than even the palest of his race and eyes that reFlected 
the rich red of the crystal he now wore about his neck 
— Tak welcomed his master without reservation 

Gar sought others who hid from Halcyon and the 
Neanderthals. Hisstrenglii and intelligence gave his people 
hope, and they learned to defend themselves against the 
encroaching Nawls. In his quest. Gar learned why the Ne- 
anderthals acted as they did. The savages struck against 
the E'tah to survive. The upper caves did not enjoy the rich- 
ness of lichens and fungi, of bizarre underworld animals and 
subterranean lakes and rivers that provided the E'tah with 
sustenance. The Neanderthals were starving, and Halcyon s 
continued aggression left them with Fewer resources 

Then Gar discovered the opening to the world 
above, The lush jungle suggested a solution. The surface 
world is too bright For the E'tah except in darkest night. 


but the Neanderthals could make a new life there. If his 
race's enemies would move to the surface, they would no 
longer starve, and the conflict would end Halcyon would 
be the last obstacle to peace But relations with Nawj 
tribes prove tentative at best and oFten dissolve into con- 
flict Though several E'tah clans have gathered under Gars 
rule and some Nawl tribes have ventured into the surface 
jungles, the world below remains divided. Then have come 
strange beings From above, people neither E'tah nor Nawl, 
who are interested in the secrets of the Inner Earth Only 
time will tell iF Gar can unite his people and transform 
the thiquibul cave system From a savage, divided place 
into a civilization that can thrive in the world below — 
and what role the surface world will play in the affair 

Traits: Gar was Inspired as a stalwart when he Tell 
into the crystal pit, a locus oF concentrated telluric en- 
ergy. This cavern remains his secret sanctum, a place of 
power and contemplation. He has the Aetheric Vis ion > 
Blindftghter, Powerl if ter, Superhuman Rerlexes and Rep- 
tilian Regeneration Knacks. The crystal he wears is a 
gadget, a natural telluric battery that further enhances 
his impressive abilities. He has many Followers in the scat- 
tered E^tah tribes and has a reputation among his race 
and the IN awls. His menagerie consists primarily of Tak 
though he can call upon other dire wolves to aid him. Gar 
is also extremely intelligent and intuitive. 

Tyrant of the Skies 

The wodd's population will double by the end of 
the 20th century. At that rate, Earth could become one 
gigantic city by the end oF the millennium. Emerging in- 
novations might accommodate such a society, but what 
will humans do for air? As Doctor Manfred von Zorbo is 
pa in Fully aware, people can't breathe without trees He 
grew up in the Black Forest of Germany. Trees surrounded 
his family's estate for kilometers The air was fresh. Much 
fresher than the air in London, where Doctor Zorbo trav- 
eled many years later to witness Hammersmiths famous 
demonstration. Zorbo was already well known For com- 
bining the two German practicalities — sociology and 
engineering — into innovative solutions for a dying 
world. He cfesrgned various modes of mass transporta- 
tion and tenements that could house the populations of 
small cities (even if they were a little claustrophobic), 

Exposure to Z- waves at Hammersmith s demon- 
stration must have unhinged Zorbo s already Frenetic brain 
because, in the months that followed, he published m- 
c reas i ngly inaccess ible screeds abou t the solutions to the 
problems of overpopulation and over-industrialization, 
inctudmg one whose title became his battle cry. When 
Zorbo invaded New York in March of l?25 with anar* 
mad a of zeppelms — apparently a response to the uni- 
versal denunciation of his theories and a critique of ur- 
ban civilization — his bullhorn rumbled with the now- 
in Fa mo us phrase: 

"Menschhertl Zum Himmeir or "Humanity! To the sky!" 



He believed a floating city could sustain a manage- 
able population. Mankinds best hope was to abandon the 
earth altogether and take to the skies, leaving the ver- 
dant planet below untouched Doctor Zorbo stumbled onto 
a hydrogen purification process that, among other things, 
allowed a dirigible to stay aloft For almost a month at a 
time. His research to discover an even more eFfective bft 
process finally led him to the hidden Chiquibul cave sys- 
tem The good doctor thinks that by harnessing the power 
of the crystals he can sustain multiple sky cities indefi- 
nitely. If only the current residents weren't so intent on 
getting in his wayf 

Traits: Doctor Zorbo is a mesmerist with the Knacks 
Psychic Synergy, Inspirational Aura and Scientific 
Prodigy. He also has a gadget with the dynamic Knack 
Aetheric Vision. Zorbo has numerous followers (his Sky 
Brigade) and multiple gadgets of various sky -era Ft (his 
zeppelin armada and things such as the Death Balloons 
are super-science creations, but they weren't bought as 
gadgets). His greatest achievement is the floating sky 
citadel he calls the Eyrie, a sanctum sanctorum held aloft 
with the aid of a treasured stash of Chiquibul crystals. 

The Sun-Disk Made Flesh 

Emma Nazir, the child oF an Egyptian curator and a 
British archeologist, preferred her summers in London 
to her winters in el-Amarna. She had no interest in 
Egyptology; why did her parents spend all their time dig- 
ging up the dead v> Her ignorance mattered little to 
Muhammad Hatnofer, who kidnaped the adolescent dur- 
ing a performance of the Circus of the Orient. The Broth- 
ers Hatnofer, heretical worshipers of the modern Cult oF 
the Sun-Disk t traveled the world in their circus, kidnap- 
ing children who seemed likely vessels for their reincar- 
nated long -dead queen, NeFertitu or her pharoah, 
Akhenaton. Af ter hypnotizing the children and perform- 
ing ritual preparations, they placed them on an altar deep 


within the long- lost golden pyramid of Aton. At high noon, 
special panels in the structure opened, redirecting solar 
energy into a concentrated ray that seared through the 
pyramid's center Hundreds of children met their fiery 
deaths under this beam, Young Emma Nazir survived — 
clearly, she was the long- sought reincarnation! 

Emma returned to her parents, apparently none the 
worse For wear. They do not realize that she frequently 
sneaks away from her boarding school to make a pilgrim- 
age to the hidden pyramid During such times, she is no 
longer Emma Nazir. Rather, she believes herself the re- 
incarnated Queen oF Egypt, devoted to bringing the wor- 
ship of Aton to Khem once more. The depravations of 
the Brothers Hatnofer continue — the Circus of the 
Orient may have found its Nefertiti, but it has yet to find 
its Akhenaton. Only then may the ancient ritual be com- 
pleted, with the divine couple using the hidden pyramid 
to become gods on Earth 


The Cult of the Sun-Disk 

Near the end of the 18th dynasty, the 
Pharaoh Akhenaton and his wile Neiertiti 
broke with the Egyptian pantheon. They el- 
evated Aton, the sun- disk, to the pinnacle of 
divinity. They built a pyramid to dwarf the 
majesty of all such struct ure$ — a pyramid 
of gold, devoted to Aton, a pyramid so great 
that it would bring the royal couple immortal - 
ity in this world rather than the next. 

As the story goes, the Egyptian gods 
were of Fended by this attempt to elevate the 
abstract Aton above them. The enraged dei- 
ties buried the golden pyramid in the sands 
and cursed the land. After the deaths oF 
Akhenaton and Nefertiti, subsequent rulers 
rewrote the royal couple's heretical theology 
and forbade the Cult of the Sun- Disk from 
gathering. In further effort to avoid angering 
the gods, all future pharaohs were buried in 
the Valley of the Kings rather than the pyra- 
mids. 

Yet, rumors persist that the Cult lives 
on. Even more, that it has recently rediscov- 
ered the lost Pyramid of Aton.... 


Traits: Emma Nazir survived the sun -disk s beam 
only because she is a stalwart. Thanks to the Brothers 
Hatnofer s hypnotic rituals, she has no idea that she's 
become the mad child- queen who terrorizes northern 
Egypt while the Brothers Hatnofer — when they aren't 
reinforcing her hypnotic conditioning — scour the woHd 
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for their reincarnated king. As Emma, she is a normal, 
healthy girl who couldn't give a damn about dead Egyp- 
tians While she is Nefertiti, she becomes a zealous ty- 
rant with the Body of Bronze, Superhuman ReFlexes and 
Threat Awareness Knacks and the dynamic equivalent 
or the Flame Conjuration and Inspirational Aura psychic 
Knacks Emma s alter ego also has high levels oF Follow- 
ers. Backing (Cult of the Sun-Disk) and Resources. 
Enigma reflects Emma's split personality The hidden 
pyramid is her sanctum sanctorum, a veritable battery 
for tell Line energies. (It is also configured to emit a beam 
of such pure light upon the altar that it means instant 
death to anyone without Body oF Bronze.) 

The Intrepid Investigator 

She's visited the sunken city of Atlantis, She s been 
clitf diving with the King of Norway. She was one of the 
Turks unwitting assassins, and she has had tea with the 
Ubiquitous Dragon on several occasions. She regularly 
quotes the President as "a high-ranking administration 
official " Sarah Gettel has chronicled the most bizarre and 
extraordinary events of her bizarre and extraordinary 
time, oFten becoming part of the story herselF! When 
Doctor Zorbo invaded New York, she parachuted From a 
plane and talked him into a brief interview, shouting over 
cannon fire all the while, She has reliable sources as far 
afield as Bangladesh and even has dinner once a month 
with a self -described "Martian ." At least half oF the Aon 
Society is hopelessly in love with her, Whitley Styles chief 
among them. With only an hour to go before a deadline, 
she can get the headline oF the year with a Flirtatious 
phone call 

IF this incredible individual has Flaw, it is that she 
obsessively seeks out the scoop. For her the story is para- 
mount, and she'll do almost anything to get it, often with 
a zeal that places her companions in danger Indeed, it is 
sometimes unclear which side she's on. The answer is 
neither; Its the story that she champions. Max Mercer 
oFten disagrees with her methods, but he can't argue with 
her results IF one can overlook Sarah Gettel s frenetic 
obsession, she is a valuable contact For any Inspired in- 
dividual whos willing to become another of her infor- 
mants, If she doesn't know the "real story" herselF, she 
knows someone who does. 

Traits; Truly the definition of a daredevil, Sarah 
Gettel has a couple of Background enhancements — 
Kingpin and Renown — but no Kjiacks* 

Mooks and Monsters 

We got your cops, your hooligans and your dino- 
saurs right here, 

This section provides handy write-ups oF various 
character types adventurers are sure to run into. The Traits 


below are merely guidelines; the Storyteller is encouraged 
to play around with the listings to create variations espe- 
c i ally suitable For her series. Instead of nondescript goons, 
for example, the Dragon might have a legion oF warrior- 
monks to serve him. Just modify the "thug" template to 
accommodate a higher Dexterity, a talent with swords and 
an ignorance of firearms Likewise, if the characters are in 
For an extended stay on Dinosaur Island, it might be worth- 
while to create different Traits For the tyrannosaurus rex, 
the stegosaurus and so on. 

Extras 

It s common in the pulp genre for the Fearless adven- 
turers to mop the floor with at least twice their number in 
goons Yet, throwing a dozen thugs at the characters can 
slow things down quite a bit The Storyteller must make 
attack rolls for each extra, and an Inspired character isn't 
guaranteed to fell the extra he Fights with one blow Not to 
mention that even the most valiant stalwart could get 
creamed by a mob of wrench -wielding maniacs? 

Adventure uses secondary characters called "ex- 
tras" to let the Storyteller throw large numbers of op- 
ponents at the heroes of the story without worrying too 
much about overwhelming them. Extras are pared-down 
Storyteller characters, thugs clearly no match For any 
adventurer. Extras are diversions, usually acting under 
the direction of more powerful agencies. These second- 
ary characters are a plot device and shouldn't interfere 
with the main story. After taking a Few lumps, extras re- 
treat, surrender or fall over to make way For the real ac- 
tion. 

Extras operate under a Few special rules designed 
to give adventurers a great opportunity to show their 
heroism and sheer damn toughness These rules apply to 
all extras, whether drunk dock workers, fanatic assassins 
or rabid hyenas. They're meant to make Fights cinematic, 
yet balanced and streamlined, 

• Hit- or- Miss: The Storyteller rolls a single die far 
each extra's attack As a result, it's relatively easy for a 
character to dodge, parry or otherwise avoid an extras 
attack. 

■ Lightweight: An extra has only three health lev- 
els: Hurt -1, Wounded -2 and Maimed -3, Since the dice 
penalty from injury would make an extra unable to at- 
tack after getting hit the First time (see Hit-or-Mrss 
above), an extra ignores the penalty — but onfy For his 
attack rolls! The injury penalty applies as normal to all of 
the extra's other actions 

* Take That?: If a player scores three or more extra 
successes on an attack roll against an extra, he does not 
roll damage. Instead, the target is immediately struck down 
in spectacular fashion! The type of attack dictates whether 
the mook is unconscious (bashing) or dead (lethal) 
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Roieplaying Extras 

Infrequently, a lesser character can evolve into a 
k*y figure, but most of the time, extras are little more 
than set dressing Chapter Seven; Roieplaying goes into 
the uses secondary characters serve m roieplaying, while 
the sect con below provides simple write-ups oF different 
kinds o? extras the Storyteller may use, 

Organized Crime 

Those seeking to change tomorrow sometimes run 
afoul oF those elements who profit From the imperfect 
today. The Mob, Asian triads, drug cartels and penny- 
ante illegal operations all organize their efforts to keep 
the money rolling in with the authorities none the wiser 
Though the specifics vary, each organization has use For 
disposable toughs and captains to keep the riff raff in 
line so that the Big Guy at the top can worry about more 
important things 

Thugs, Palookas, Heavies, Goons 
and Other Riff Raff 

Physical: Strength 3, Dexterity 2, Stamina 3 

Mental: Perception 2, Intelligence 2, Wits 1 

Social: Appearance 2, Manipulation 1, Charisma 2 

Abilities: Brawl 2 t Drive !, Firearms 2, Intimidation 2, 

Might t, Savvy 2 t Stealth I 

Backgrounds: Backing 1, Reputation 1 

Knacks: None 

Willpower: 3 

Inspiration: None 

Equipment: Clothing and weaponry appropriate to the 
thug s culture and class, a few bills and assorted change, 
humorless expression 

Captain 

Physical: Strength 2, Dexterity 2 y Stamina 2 
Mental: Perception 2. Intelligence 3, Wtts 3 
Social: Appearance 2, Manipulation 3 T Charisma 2 
Abilities; Command Etiquette 2, Firearms 3, Intimida- 
tion 3, Savvy 3, Style 2 

Backgrounds: Backing 3, Contacts 3, Followers 3, Repu- 
tation 3, Resources 3 
Knacks: None 
Willpower: 5 
Inspiration: None 

Equipment: Tailored clothing, weaponry appropriate to the 
thug's culture and class, some nice (if gaudy) jewelry, wrist- 
watch. etc„, plenty of cash for bribes and the like 

Crime Boss 

Physical: Strength 2 l Dexterity 2 T Stamina 3 
Mental: Perception 3, Intelligence 3, Wits 4 
Social: Appearance 3, Manipulation 4. Charisma 4 
Abilities: Command 4 (Goons), Etiquette 3, Firearms 3, 
Intimidation 4 (Threats). Interrogation 3, Savvy 4 (Or- 
gan i zed Crime), Style 4 


Backgrounds: Alhes 4 , Backing 5, Contacts 4, Followers \ 
Reputation 4„ Resources 4, Sanctum 1 
Knacks: None or any one he rote Knack 
Willpower: 7 
Inspiration: None or 2 

Equipment: Tailored clothing, weaponry appropriate to 
the thug s culture and class, plenty o\ accoutrements that 
designate the guy as a top dog on the criminal pile 

The Police 

To serve and protect — for the most part, any- 
way. Adventurers' act rvi ties usually involve the police 
sooner or later, whether dealing with an honest detec- 
tive or a beat cop on the take. Although these statistics 
are best suited to local police, they can also serve for FBI 
agents or other law-enforcement personnel 

Beat Cop 

Physical: Strength 2, Dexterity 2* Stamina 3 
Mental: Perception 2, Intelligence 2, Wits 2 
Social; Appearance 2, Manipulation 1, Charisma 2 
Abilities: Brawl 2, Drive 2, Firearms 2 T Interrogation 2, 
Investigation h Rapport I 
Backgrounds: Backing 1, Contacts 1 
Knacks: None 
Willpower: 4 
Inspiration: None 

Equipment: Uniform, billy club, service revolver, note pad 
and pencil 

Detective 

Physical: Strength 2, Dexterity 2. Stamina 2 
Mental: Perception 3, Intelligence 3 t Wits 3 
Social: Appearance 2, Manipulation 3, Charisma 2 
Abilities: Brawl l + Command l t Drive 2, Firearms 3, Inter- 
rogation 3, Investigation 3 t Rapport 3, Savvy 3 
Backgrounds: Backing 3, Contacts 3 
Knacks: None 
Willpower: 6 
Inspiration; None 

Equipment: Suit (slightly threadbare), battered Sector*, 
service revolver, backup piece, cynical attitude. 

Commissioner 

Physical: Strength 2. Dexterity 2. Stamina 2 
Mental: Perception 3, Intelligence 3 t Wits 3 
Social: Appearance 3, Manipulation 3, Charisma 3 
Abilities: Command 3, Firearms \ Interrogation 2, In- 
vestigation 4 (Crimes), Rapport 2, Savvy 4 
Backgrounds: Allies 2, Backing 5, Contacts 2 
Knacks. None 
Willpower:? 
Inspiration: None 

Equipment: Spectacles, suit, mahogany desk, service re- 
volver, ulcer 
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Miscellany 

We would be remiss if we neglected to mention 
these pulp staples. The Storyteller should extrapolate 
from these listings as the story calls for it. 

Aboriginal or Neanderthal 

Though not as industrially or scientifically advanced 
as the rest of the world, it is the foolish adventurer who 
assumes this afso means these people are stupid. 
Physical: Strength 3. Dexterity % Stamina 3 
Mental: Perception 3. Intelligence 2, Wits 2 
Social: Appearance 2, Manipulation 2, Chans ma 2 
Abilities Animal Handling 2, Archery 1, Athletics 1, 
Brawl 2, Melee 2, Stealth 2 t Survival 4 
Backgrounds: None 
Knacks: None 
Willpower: 3 
Inspiration: None 

Equipment Simple tools and weapons t woven or hide 
carrying bags 

Cultist 

A catch-all category oF any appropriately zealous 
person, from a KKK member to a Thuggee assassin 
Physical: Strength 2, Dexterity 2, Stamina 2 
Mental: Perception ?„ Intelligence 2 y Wits I 
Social: Appearance 2. Manipulation 3, Chansma 2 
Abilities: Brawl 2 h Disguise 1* Resistance 1, Stealth 1, Sub- 
terfuge 2 

Backgrounds: Backing 1 
Knacks; None 
Willpower; J 
Inspiration: None 

Equipment: Robe, maniacal gleam tn the eye 

Ninja 

Silent and deadly, mnjas are often seem less pow- 
erful when more of them appear at one time- 
Physical: Strength 2, Dexterity 4. Stamina 3 
Mental: Perception 3, Intelligence 2. Wits 3 
Social: Appearance 2, Manipulation 2, Charisma 2 
Abilities: Archery 3, Athletics 4 t Intimidation 3, Martial 
Arts 4 T Melee 3, Resistance 3, Stealth 3 
Backgrounds; Backing 1 
Knacks: None 
Willpower: 4 
Inspiration: None 

Equipment: Katana, dagger, throwing stars, blinding pow- 
der, other nifty tricks 

Telluric Weirdness 

In the wake of Hammersmith s disaster, the Hood 
of Z- waves that washed over the planet created all sorts 
of unusual phenomena Monsters From the distant past 
waEk the earth once more, and bizarre mutations domi- 


nate certain remote regions. Ape-men, dinosaurs, car- 
nivorous plants and even stranger dangers await 1 hose 
who would venture to these distant locales. 

Ape-man 

Physical: Strength 3, Dexterity 3, Stamina 3 
Mental: Perception 3, Intelligence I, Wits 1 
Social: Appearance 3, Manipulation 1, Charisma 1 
Abilities: Athletics i. Brawl 3, Endurance 2, 
Intimidation 4, Might 2, Stealth 2 t Survival 3 
Backgrounds: None 
Knacks: None 
Willpower: 3 
Inspiration: None 

Carnivorous Plant 

Physical: Strength 3, Dexterity 2, Stamina 3 
Mental: Perception 3, Intelligence 0, Wits 1 
Social: Appearance 3, Manipulation 0, Chansma 0 
Abilities: Awareness I, Brawl 3, Might 1 T Stealth 2 
Willpower 1 

Health Levels: OK, -1, -2, -2 t -X -4 
Attack: If a large animal comes within three meters, the 
plant's vines can perform a five- dice hold attack, Once a 
victim is successf ully held, the plant chomps on its victim 
with a Four- dice bashing damage effect until the victim 
escapes the hold. Larger plants have a longer reach and 
can hold multiple victims A ^standard'* carnivorous plant 
can move its vines but has no actual locomotive ability. 

Dinosaur 

Physical: Strength 3, Dexterity 2, Stamina / 
Mental: Perception 3, Intelligence L Wits 1 
Social: Appearance S t Manipulation 1, Chansma I 
Abilities: Athletics 3, Awareness 1, Brawt 2 t 
Endurance 5 t Intimidation 4 T Might 5, Resistance r x Survival 3 
Wrllpower; 4 

Health Levels: OK, OK. OK, -1. -I, -I, -2, -2 t -3, -3, -5 t 

-4, -4, Incapacitated 

Attack: Claw: 5 L, Bite: 7 L, Trample: ? B 

Zombie 

Sometimes, ^zombies" are actually drugged people; 
other times, they are corpses sustained briefly by tellu- 
ric energy. 

Physical: Strength 3, Dexterity 1. Stamina 5 
Mental: Perception 1. Intelligence 1, Wits 1 
Social: Appearance 4, Manipulation 1, Chansma 1 
Abilities: Brawl L Endurance 4, Intimidation 3 (Freak- 
ish), Might 3, Resistance 4 
Backgrounds: None 
Knacks: None 
Willpower: 0 
Inspiration: None 

Note: A zombie suffers no wound penalties, 
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Mad Science 

Proof that even Inspiration can be misguided, some 
inventors create horrible constructs in the search For an 
better world. Hephaestia Geary ^Wexiers collectors — 
treaded monstrosities that behave according to a limited 
robotic intelligence — are one example of devices that 
have dubious value in early 20th century society. Other 
inventors build devices of even less tenuous social value 
— such as giant robots that can punch through bank 
vaults or stomp adventurers into a Fine red paste. 

Collector 

Each "metachine* 1 is programmed to detect crimi- 
nal activity and rake the perpetrator into a retaining cell 
inside its Fortified chassis Though the collector s pur- 
pose is to fight crime, its simplistic sense of justice (and 
the possibility of reprogramrning) could endanger the rule 
of law. 

Physical; Strength 6. Dexterity 2, Stamina 4 
Mental Perception 2, Intelligence 1, Wits I 
Social; Appearance 4 t Manipulation 0, Charisma 0 
Abilities: Academics 1 (Law), Brawl 1, Might 1 
Backgrounds None 
Knacks: None 
Willpower: 1 
Inspiration: None 

Note: The collectors metal casing gives it 4 [3] armor in 
addition to its soak. It is immune to mental and poison 
attacks. It can perform a six-dice holding attack against 
everyone within reach, IF it succeeds against the same 
victim on two consecutive turns, the victim is raked into 
the retaining cell Escaping is an extended Might action: 
15 successes to punch through the wall or nine successes 
to pry open the door. Once free, the subject may well 
have to avoid capture in the collector s arms once again 

Giant Robot, Automaton, Mechani- 
cal Man 

A robot is typically at least two meters tall and very 
imposing. Generally, a robot has Frve dots" worth of Abili- 
ties beyond those listed below, signifying tasks in which 
it has been programmed. 
Physical: Strength 7, Dexterity 1, Stamina 5 
Mental: Perception 2, Intelligence 1, Wits 1 
Social: Appearance 4 t Manipulation 1, Charisma 1 
Abilities: Brawl 1, Intimidation 2, Might 5 
Backgrounds: None 
Knacks: None 
Willpower : 1 
Inspiration: None 

Note: A robot has 5 [3] armor in addition to its soak. It is 
immune to mental and poison attacks. 


Animals 

A storied lire invariably includes stain pedes of el- 
ephants and an attack by a rabid dog or two. Whether on 
a trip to the zoo or a trek through darkest Africa, statis- 
tics on a selection oF creatures may come tn handy. Note 
the lack of Social or Mental Attributes — a lions Ma- 
nipulation depends mostly on its roar, and a bat's Cha- 
risma usually doesn't apply significantly to dice rolling. 
Trie Traits listed here serve For a variety of animals — 
in game terms, a lion isn't so different From a tiger, while 
a hawk s Trarts also work for a falcon or eagle, and so on. 
(Assume Strength is already added into the damage ef- 
fects listed below.) 

Alligator 

Strength 4, Dexterity 2, Stamina 4 

Abilities: Athletics 2 t Awareness 2 y Brawl 2, Stealth 3 

Willpower 2 

Health Levels: OK. OK. OK, -I. -3. -7.-3,-4. Incapaci- 
tated 

Attack: Bite: 6 U Tail Slap: 7 B 

Bat 

Strength 1, Dexterity 3, Stamina 1 
Abilities: Awareness 4, Stealth 2 
Willpower: 2 
Health Levels: OK, -2 
Attack: Bite: 1 L 

Bear 

Strength 5 t Dexterity 2, Stamina 5 

Abilities: Awareness 1, Brawl 3, Endurance 2, Might 2 

Willpower: 4 

Health Levels: OK, OK, 0K P -1, -1, -2, -2, -3, -4, Inca- 
pacitated 

Attack: Bite: 4 L, Claw: h U Hug: & B 

Elephant 

Strength 6, Dexterity I, Stamina 7 

Abilities: Brawl 1. Endurance 3, Might 4, Resp stance 2 

Willpower: 4 

Health Levels: OK, OK, OK. 0K t -1 ? -1, -1, -2. -2, -3, -3, 

-4 t -4 t Incapacitated 

Attack: Trample: 10 B t Trunk Sweep: 3 B 

Hawk 

Strength 2, Dexterity 3, Stamina 3 
Abilities: Awareness 5 
Willpower 3 

Health Levels: OK, -1 T -2, -3, Incapacitated 
Attack: Bite: 1 L, Gaw. 2 L, Swooping Strike: 3 L 
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Horse 

Strength 4, Dexterity 2, Stamina 4 
Abilities: Awareness 1 h Brawl 1, Endurance 2 
Willpower: 3 

Health Levels: OK, OK, -1, -1, -2, -3, -4, Incapacitated 
Attack: Bite: 2 L, Kick; 7 B, Trample: b B 

Lion 

Strength 4, Dexterity 4, Stamina 3 

Abilities: Athletics 2, Awareness 2. Brawl 5, 

Intimidation 3, Stealth 3 

Willpower 5 

Health Levels: OK, -1,-1, -I -2, -2, -3,-4, Incapaci- 
tated 

Attack: Bite: 4 L, Claw: 3 L 


Rat 

Strength 1, Dexterity 2 % Startima 2 

Abilities Awareness 1, Brawl I, Stealth 2, Survival 2 

Willpower: 1 

Health Levels: OK, -1, -4 

Attack: Bite: 1 L (swarm attacks inflict 3 L per turn) 

Wolf 

Strength 3, Dexterity 4, Stamina 3 

Abilities: Athletrcs 3, Awareness 3, Brawl 2, Stealth 3 

Willpower! 5 

Health Levels: OK, -1. -1, -2, -2, -4, Incapacitated 
Attack: Bite; 4 L; Claw: 2 L 
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This chapter covers "everything else" — all the 
pieces that didn't quite find a home elsewhere in the book 
Here are statistics for 1920s weapons and equipment, a 
few comments on Fashions of the '20s, fiendish drugs, a 
timeline and other odds and ends. 

Information On Tap 

This book can't possibly tell you everything you'd 
like to know about the 70s through '40s. fortunately, it 
doesn't have to There's a wealth of information out there 
in the world at large about how things were. 

See the bibliography, toward the end of this ap- 
pendix, for specific recommendations. You can also 
search the Internet and consult your local library for a 
lot more leads. Historical documentary series provide a 
wealth oF minor details, any one of which can become an 
adventure seed in the nght circumstances. 

Money and Resources 

The appendix lists all sorts of things an adventurer 
can buy. So how do you pay for it? One oF two ways: 
money or Resources Items are listed with a cost rating 
that translates to a monetary range the Storyteller can 
nail down as she sees tit. The chart below gives a quick 
reFerence of the cost range. Your character can buy the 
slem as long as he has enough money on hand. 


Ilena Cost 


• * 


• • * 


Price Range 

SI — Sio 

$11 — $75 
STb — $250 


* * * « 


• B • • • • + 


— $3,000 
$3,001 _ 310,000 
+$25,000 per point 
To buy something using Resources, compare your 
characters Resources score to the item's cost rating. If 
your Resources exceeds an item s cost, you have enough 
money to buy it outright. If Resources equals the cost, 
roll Resources; a single success buys the item, otherwise, 
you don't have the cash right then. If your Resources score 
js lower than an items cost, you must get a number of 
successes on the Resources roll equal to the diFference. 
So, if an item costs three points higher than your Re- 
sources, you must get three successes to buy it. 

You can try buying an item equal to your Resources 
once per day. You can try buying an item more expensive 
than your Resources once a week If you succeed in buy- 
ing the item in either case, your character can t try to 
purchase anything else that day with a cost equal to or 
greater than his Resources, 


The Tools of 
Adventure 

Implements of Destruction: 
Weapons 

Heroes and villains don't just assault each other 
bare- handed in pugilistic displays or competitions of 
bantsu The implements described here are some com- 
mon generic weapons. Bach general weapon type is listed 
separately, along with a few representative examples 
when appropriate, 

Melee Weapons 

When a fist isn't enough, an adventurer can often 
find a knife, ax handle, or other handy implement to cre- 
ate the appropriate amount of mayhem. 

* Ax: The typical modern-day ax chops firewood. 
Using it in combat requires some room to the side or over- 
head for a good swing, but a reinforced steel blade attached 
to a meter- long handle can dish out a lot of damage. 

* Cham: It takes practice to use a chain without 
hurting oneself more than the target (the Storyteller may 
assign +1 difficulty for a character s first few attempts at 
chain attacks). In skilled hands, chains are suitable (or 
stunts such as whipping around comers. Also, the wielder 
can entangle the target rather than inflict damage; each 
success on the damage roll becomes the equivafent oF a 
level oF Strength clinching the target (see p. 203). 

• Club: Anything blunt can serve as a club, from 
billy clubs to bottles. 

* Knife: A knife is any edged weapon less than 50 
centimeters long, for Adventure purposes. 

* Spear: A stabbing weapon made oF a two meter 
long wooden pole topped with a pointed blade made of 
stone, bone or metal. 

• Staff: A length of wood or, occasionally, metal, a 
staff functions much like a club but provides longer reach 
and can even be used for stunts such as vaulting. 

• Sword: Most civilized societies oF the 1720s Frown 
on public displays oF swords, but the sword cane is a staple 
of pulp adventure In less civil ized areas — by Western 
standards, anyway — sword play remains common 

• Whip: A long, limber weapon typically made of 
leather, the whip a Favorite of the pulp genre In game 
terms, a whip has the same special characteristics as a 
chain, above 
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Melee Weapons Table 


Type 

Damage 

Str Min 

Conceal 

Mass 

Cost 

Ax 

Str * 4 L 

2 

N 

- ; . 3 . 


Chain 

Str + 5B 

( 

P 

2.5 


Club 

Str * 4 6 

1 


U 


Knife 

Str + 2L 

t 


0.5 


Staff 

Str + 6B 


N 

3 


Spear 

Str + 4L 

2 

N 



Sword 

Str + 5L 

3 

T 

3 . 

• • 

Sword cane Str + 4 L 

.- % « 2 * 


3 

• * 

Whip 

5tr + 2L 

2 
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Damage: The weapon's damage effect dice pool; B = bashing damage, L - lethal damage, As indicated, all 
melee weapons add the users Strength Attribute rating unless otherwise specified. 

Str Mm: The Strength Attribute required to use the weapon effectively. Also applies as the weapon's 
default armor rating against structural damage. 

Conceal: P = Can be carried in a pocket; J = Can be hidden under a jacket; T = Can be hidden under a 
trenchcoat; N = Cannot be concealed on a person. 

Mass: Mass rn kilograms. This is also the number oF structural levels the weapon has (round fractions 
down, to a minimum of 1) A weapon suFfers +1 difficulty to its use for every structural level it loses; once it 
reaches zero, the weapon is rendered useless 

Cost; Resources rating required to buy the weapon. 


Ranged Weapons 

Guns can certainly kill, but this isn't the modern 
age. replete with high-power dm munition; there are tales 
of gangsters and cops taking a frightening number of 
gunshot wounds and still surviving. Most handguns useds 
low-powered 38 or ?mm Parabellum ammo. 

• Revolver: A typical modern handgun Light re- 
volvers: Colt New Line Pocket Model 22, Smith & Wesson 
Safety Hammed ess 38 Heavy revolvers: Colt M1B73 
"Peacemaker" 4S. Smith <& Wesson Frontier 44-40, 
Webley Mk 1 .455 

• Automatic: A clip -loaded handgun, more costly 
lhan a revolver but increasingly popular on both sides of 
the law, Light automatics: Luger P08 ?mm, Mauser c/ 
?6 "Uroomhandle" Ymm. Walther Model PP 7 65mm 
Heavy automatics (there were few "heavy"' calibers until 
the .45 ACP cartidge proved itself, and most were Colt 
knock-offs): Colt Ml? 11 .45. 


* Rifle; A typical long -range weapon, used in hunt- 
ing and warfare. Most hunting rifles are k nock-off s of 
older military designs or are simply military surplus The 
notable exceptions are single-shot big game rifles such 
as etephant and buffalo guns The WWII era sees a pro- 
I ire rat ion of semi-automatic rifles and a greater distinc- 
tion between "hunting"' and "military" rifles. Springfield 
M17CB .30-06 5-shot bolt-action. Winchester 1873 44- 
40 17-shot lever-action, Lee-Enfield Mk 111 .303 10-shot 
bolt-action, Ml Garand .30-06 8-round magazine. 

* Submachinegun* light machine gun: A portable 
weapon capable of firing a great many bullets in rapid 
succession. Submachtnegun: MPitt "Schmeisser" 7mm 
32- round magazine, Ml Thompson ,45 20 -round maga- 
zine or 50-round drum. Light Machine Gun: Browning 
Automatic Rifle (BAR) M1?1fl .30-30 20-round maga- 
zine, MG34 7.?2mm belt-Fed. 
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Ranged Weapons Table 



Acc 

Damage 

Str Mm 

Range Mnv 

RoF 

Gip 

Cone 

Mass 

Cost 

Revolver, Lt 

0 

3L 

- 1 hi 

50 Ms. Tw 

2 

5 

P 

05 

* 

Revolver, Hvy 

0 

4L 

2 

50 Ms, Tw 

2 

6 

J 

05 


Automatic, Lt 

0 

SI 


50 Af, Ms. Tw 

4 

7 + 1 

P 

0.5 

• * 

Automatic. Hvy 

0 

4L 

2 

50 AF, Ms. Tw 

3 

7 + 1 

J 

05 

* » * 

Rifle 

+ 2 

7L 

- % 

200 n/a 

1 

5 * 1 

N 

3 

m m 

Submachinegun 

0 

5L 

2 

50 Af,Ms,Sa.St.Tw 

20 

20 

T 

25 

m m m 

Machine gun, Lt 

0 

6L 

3 

50 AF.Ms.Sa,St 

45 

50 

N 

3 

m m a 

Shotgun 

+5 

t>L 

2 Sj 

30 Ms 

2 

2tofl+1 T 

i 

• * 

Thrown object 

0 

StrW- 1-3 

i i f ■ .■ 

Spec, n/a 

n/a 

Spec. 

varies 

varies 

Vanes 

Bow 

+1 

JL 

2 

30 n/a 

1 

varies 

N 

i 



Acc: Dice added to the shooter's dice pool For the weapon s innate accuracy. 

Damage: The weapon's damage effect dice pool. Ranged weapons inflict lethal damage unless otherwise indi- 
cated. 

Str Mm; The Strength Attribute required to use the weapon effectively, Also applies as the weapons default 
armor rating against structural damage. 

Range: The weapon's practical range in meters 

Mnv: Available special attack maneuvers Af - Automatic tire, Ms m Multiple shots, Sa » Semi-automatic burst, 
St - Strafing, Tw = Two weapons. (See p. 204 for maneuver explanations.) 
RoF: Rate of Fire, in shots per turn of combat. 

Clip: The number of shots the weapon holds. Specific models may vary somewhat in actual capacity. 

Cone: Conceal ability. P * Can be carried in a pocket; J ~ Can be hidden under a jacket; T = Can be hidden under 
a trenchcoat; N = Cannot be concealed on a person at all 

Mass: Mass in kilograms This is also the number oF structural levels the weapon has (round fractions down, to 
a minimum oF 1) A weapon suffers +1 difficulty to its use For every structural level it loses; once it reaches zero, the 
weapon is rendered useless. 

Cost: Resources rating required to buy the weapon. 

The details of thrown objects 1 combat ability depends on what's being thrown. Small objects seldom do more 
than Str dice of damage. Pointed objects do a die or two more damage than something equally massive but blunt. 
Actual weapons do one or more dice damage more than the equivalent improvised object. 


□uu:i4J 


* Shotgun: A longarm firing sprays of pellets, with 
limited range but a lot of power close up. This was the 
hey-day of everything from double-barreled 10-guages 
to "trench guns," 12- gauge semi-automatic shotguns with 
extended S-rourtd magazines. Browning Auto- 5 12- gauge 
4-round magazine, Winchester M1AB7 10-gauge 5- 
round fever-action, Winchester M 171 2 12-gauge 5- round 
pump- act ion. 

* Thrown object: Anything that comes to hand that 
an attacker can lift and heave at a target. See the throw- 
ing rules on page 170 For range restrictions 

Heavy Weaponry 

Sometimes it's necessary or desirable to inf lict more 
damage than mere hand-held weapons allow. These 
weapons are mostly used in milttary situations, and locaf 
authorities may not approve of "the ceaseless war against 
crime" and the like as suitable causes. 

■ Heavy machine gun: A selection of typically ve- 
hicle -mounted, belt- fed machine guns emerged during 
the Great War, based on the design put Forth by Hiram 
Maxim. Examples: Lewis Aircraft MG .30 Ml 7 IS 50- 
round drum, Maxim Automatic MG ,303 50 -round maga- 


zine, Vickers MG .30 50- round magazine* 
mm gun: Typical tank armament 

* Artillery: Field pieces such as howitzers. 

* Flamethrower: A backpack tank oF napalm and a 
ri Fie- like nozzle For focusing the spray. Napalm contin- 
ues to burn after it's sprayed, halving its damage dice 
pool every turn. It is extremely difftcult to extinguish until 
it burns itself out. 

* Grenade launcher: A rifle- like device capable of 
Firing grenades much further than the human arm can 
throw them. Damage depends on grenade type, listed 
after heavy weapons, 

* Mortar A portable, indirect -fire weapon car- 
ried by most armies. It usually fires Fragmentation or ar- 
mor-piercing shelfs, but it can also launch gas and smoke 
shells. 

Grenades 

These are portable explosives,, designed to hit 
something and release whatever s inside Sped Fic effects 
vary widely, depending on contents. The grenades listed 
here can all be thrown, set on a simple timer or Fired 
from a grenade launcher or mortar. 


Heavy Weapons Table 


Type 

Ace 

Damage 

Sir Mm 

Range 

Machine gun, Hvy 

0 

6[4]L 

4 

500 

75mm gun 

+2 

12 [S] L 

n/a 

1000 

Artillery 

-2 

15 [10] L 

n/a 

10 km 

Flamethrower 

+3 

ei/tum 

3 

10 

Grenade launcher 

-1 

varies 

3 

250 

Mortar 

-2 

8[b]L 

i 

1,000 


RoF Capacity 

21 100 
1 
1 

30 

i MM 

1 


Mass 

Cost 

75 


ao 

• • • 

3,000 

• » • # 

100 

* * 

15 

* « 

150 

■ • 


Ace. Dice added to die attacker's dice pool due to the weapon s innate accuracy, 

Damage: The weapon's damage effect dice pooi. Heavy weapons inflict lethal damage unless otherwise indi- 
cated. Bracketed numbers are damage adds, automatic levels of damage inflicted on targets that lack armor adds. See 
page 206 For more details on damage adds and armor adds. 

Str Min; The minimum Strength Attribute required to use the weapon effectively if the character tries holding 
the weapon, himself . Also applies as the weapon's default armor rating against structural damage. An i4 ra/ a" means the 
thing is just too damn heavy to lift; assume an armor rating of 2 [3]. 

Range: Practical maximum range in meters 

RoF: RateoF fire in shots per turn 

Capacity: Number of shots the weapon holds. 

Mass: Mass in kilograms. Divide this rating by 10 to determine the number of structural levels the weapon hss 
(round fractions down). These weapons suffer +1 difficulty to their use For every two structural levels they lose; once 
this reaches ?erc\ the weapon is rendered useless. 

Cost: Al} heavy weapons are "restricted," available only to personnel with the proper training and certification 
(typically a member ol the military). A character can "check out*' a weapon if he has a Backing rating one point higher 
than the weapon s listed cost. He must return the weapon after completing the specified mission; refining to do so 
results in disciplinary action or worse, A character can purchase the weapon jn question only if his Resources rating 
is one point higher than the listed cost, and the player must also make a Resources roll at +2 difficulty. 


Grenade Table 



Damaoe 

V W ■ HI ftM "w 

Notes 

Fragmentation 

7L 

Full damage to all targets within three meters, half damage 
to targets within six meters. 

Shaped charge 

8[6]L 

No blast effect. 

Tear gas 

38 

See tear gas, page 25?. 

Contussive 

5B 

Full damage to all targets within three meters, halt damage 
to targets within six meters. 

Flash 

3 

No damage; instead, roll indicates number of turns target is 
blinded 

White phosphorus 

7L 

Continuous damage, halved every turn after the first. 


Damage: The weapon's damage effect dice pool for each target affected unless otherwise indi- 
cated; B - bashing damage, L - lethal damage 


Armor 

Due to the Jevel of technology in the early 20th 
century, armor is bulky and obvious to bystanders. Not 
surprisingly, armor attracts attention except on the 
battlefield (and maybe even then, depending on the cir- 
cumstances). 

* Helmet: A headpiece made of thm metal plate or rein- 
forced leather meant to protect the wearer s tender noggin 

* Reinforced clothing: This is the exception to the 
"bulky and obvious* generalization, covering all ingenious 
use of protective fibers such as leather, concealed thin 
armor sheets and the like. Tailoring the outFit adds sub- 
stantially to the cost, depending on how stylish the wearer 
wants to appear. 

* Flak jacket: Military gear intended to protect the 
wearer From explosives, 


* Riot gear: Favored by the police and private armies 
dealing with rioters, mutineers, dissidents and the like. 

Dynamic Propulsion: Vehicles 

Most of the time, transportation, from cars to cam- 
els, exists to get the characters from one locale to the 
next. Measure off time and distance, and there the char- 
acters are, ready for the next dramatic moment. Some- 
times, the journey itself is the adventure, and sometimes, 
the vehicle plays an important part once the characters 
get to where they're going. 

* Horses: Horses still carry riders in saddles and 
pull wagons in rural areas, even in the most advanced 
countries, and in colonial or undeveloped nations, they Ye 
just as common in cities. (In some parts oF the world, 
other animals fill these roles: mules, camels, elephants, 


Type 

Helmet 

Reinforced clothing 
Flak jacket 
Riot gear 


Armor Tabfe 


Bashing 
1 

0 
4 

5 


Lethal 
1 

2 
4 

5 


Covers 

Head 
Body 
Torso, arms 
Body 


Penalty 

0 
0 

1 

2 


Cost 


Bashing: Sbak against bashing damage 
Lethal: Soak against lethal damage. 

Covers: What parts of the wearer are protected. "Body" refers to everything but the head 
Penalty: Difficulty penalty applied to Dexterity -related dice pools due to the armors bulk. 
Cost: Resources rating required to buy the armor. 

IF a single attack inflicts at least twice the armor's rating in damage successes, the armor is destroyed. 


etc. Exotic beasts oF burden make for great local color 
and even handy Fodder For stunts.) 

* Motorcycles: Motorcycles are fit only For the dar- 
ing, and ones with expense accounts at that. Many motor- 
cycles are unreliable and costly, though certain models such 
as the Indian Scout have proven surprisingly robust Some 
big cities have couriers who use them, but their use is as 
much about showing off as it is a matter oF practicality. 

* Automobiles: By early ? 1st century standards, cars 
are bulky, awkward and inefficient. By the Adventure Era's 
standards, they're sleek, sophisticated machines, getting 
better all the time. The cars oF 20 years ago are old news. 
Fit only For use by tinkering kids and hicks who don't know 
anything about style. A basic sedan is an expensive propo- 
sition, and the limousines Favored by corporate presidents 
and gangsters much more so. 


■ Trucks: Wherever train lines don't go, trucks 
carry cargo. They're seldom stylish, but they get the job 
done. More than one enterprising adventurer has found 
that a great deal of equipment that would otherwise be 
bolted down in a basement hideout works just Fine in a 
properly reinforced truck. 

• Trains: Trams are the commercial backbone of 
the Adventure world. They link interior cities and ports 
in every continent. Both passenger and commercial fines 
are (generally) reliable and affordable. Most people need- 
ing to get From one city to another overland automati- 
cally took at train timetables First; anything else is un- 
usual Within most citaes. streetcar, trolley and subway 
lines run through every major neighborhood and oFten 
well out into surrounding suburbs and small towns. 


Vehicle Table 

The numbers given here cover the vehicle's physical performance. Keep in mind that the numbers don't 
tetl the whole story: the vehicle's style (and the style oF the driver) matters, too. A flashy bit of driving can 
give an Intimidation bonus, for instance 


Vehicle 

Horse 

Older automobile 
Recent automobile 
Motorcycle 
Small truck 
Large truck 
Tramp steamer 
Typical cargo ship 
Luxury liner 
Small dirigible 
Large dirigible 
Small blimp 
Large blimp 
Passenger aeroplane 
Cargo aeroplane 
Autogyro 


Safe Speed 

20 
50 
60 
50 
50 
60 
10 
25 
25 
50 
60 
30 
50 
200 
160 
120 


Max Speed 

50 

100 

120 

120 

100 

120 

30 

40 

50 

100 

140 

60 

60 

2B0 

280 

250 


Maneuver Passengers 

6 2 

4 4 

5 4 

6 1 
4 2 

4 2 
3 20 

5 20 
5 400 

5 50 

6 500-1000 
5 10 

5 100 

5 20 

5 4 

6 2 


Armor 

0 

1 

2 
0 

3 
4 

5 [10] 
8 [10] 
10 [12] 
4 [6] 
5[6] 
2 
2 

i [8] 
4 [8] 

m 


Cast 


• * # 

• • • * 

« 4 * * • 

• • * * * 

• • » * 

**•«•• 

» • « • 

t * * * 

• ■ • ■ 

• ■ * ■ 

• • * • 


Safe Speed: Top speed in kph for handling without penalty, 

Max Speed: Top speed in kph for handling without the vehicle physically collapsing, exploding or oth- 
erwise ceasing to operate. 

Maneuver. The largest possible dice pool allowed by the vehicle type. Note that weather penalties are 
halved for dirigibles. 

Passengers: The vehicle s norma! seating capacity Crowding in extra people reduces Maneuver rahng 
by one per additional person 

Armor: The protection the vehicle's body provides to occupants. This soak applies to any damage 
directed at the interior trom outside before any spills through onto passengers. A rating in brackets is an 
armor add, the minimum number of damage successes a personal weapon needs to penetrate the vehicle's 
armor, See page 181 for more details on armor adds. 

Cost: The level of Resources needed to acquire the vehicle. 


* Steamships: Just as trains tie the land together, 
steamships bridge the oceans. Thanks to the Panama Ca- 
nal and other great engineering works, no port on Earth 
is more than a few weeks from any other For someone 
prepared to pay the costs in fuel and operating expenses. 
Tramp steamers and the seedy end oF commercial haul- 
ing practically form nations unto themselves, while promi- 
nent luxury lines are matters of national pnde, and navies 
are practically proof oF whether a nation is or is not re- 
ally a force others must reckon with. Cargo ships have 
crews twice as large as their passenger capacity or more, 
while passenger ships have about one crew member for 
every Five to ten passengers. 

* Blimps: Airships without rigid Frames are blimps: 
They Ye literally huge gas bags^ held together by elaborate 
systems of ropes and cords. They can t carry as much as 
dingibles and aren't as easy to control, but they're cheaper. 
A Few colonial administrations have even experimented with 
regular cargo service by blimp in jungle or other hazardous 
terrain, with, at best* very mixed results. 

* Dirigibles: Lighter- than- air craft with rigid 
frames, dirigibles — or zeppelins, as they're also known 
— are the most well -developed form oF air travel Com- 
mercially viable passenger lines link cities in southern 
Germany and its environs, and a few routes also operate 
within the United States, Less profitable ventures can be 
found wherever a business or government sponsor wants 
the prestige and is prepared to pay the bills — nothing 
is quite as impressive as a gleaming hull, hundreds oF 
meters long, cruising almost silently through the air above 
an awed population. The daring wealthy include dirigible 
trips as part of thetr social whirl, while adventure -minded 
explorers, scientists and others sometimes base their op- 
erations out of well-equipped dirigibles. Dirigibles with 
passenger service have one crew member For every two 
to Five passengers (this is luxury service). 

* Freed- Wing Aeroplanes: Heavier- than- air flight 
is just a Few decades old. and already, it's become part of 
the spirit of the age. Few people have ever Flown in a 
plane, but many people see barnstormers and mail planes 
and the like. People in some major ports even see the 
exotic "flying boats" coming in or going out — wrldly 
impractical but glamorous in the extreme. 

* Rotary-Wing Aeroplanes: Aviation history includes 
lines of development that won t flourish on through the cen- 
tury One of these is the autogyro, with an unpowered he- 
licopter- like rotor providing lift and a typical \ ront- mounted 
powered propeller to pull the craft forward. Many pulp 
heroes favor the autogyro tor its flexibility and agility: It 
can nearly hover and it requires a Few tens of meters For 
landings and takeoff rather than hundreds oF meters, so 
that it can be stowed in urban hideaways as well as at air- 
ports. In addition, there are several rival schools of thought 
about helicopter design and serious competition to make 
some rotary- wing scheme competitive in cost against more 
conventional aeroplanes. 


Customizing Vehicles 

Many bands oF heroes (and villains) have exten- 
sively modified vehicles, which identify them to the world 
at large and aid them in their various adventurous pur- 
suits. Each oF the Following modifications requires a suc- 
cessful Engrneering roll with one or more successes and 
raises the Resources cost oF the vehicle one level. (There 
are reasons why adventurers pool their resources for 
some oF these projects.) Each of these options may only 
be applied once. Any more extreme modifications fall into 
the realm of super- science (see Chapter Five) or gad- 
gets (see p. 146). 

• Hanging On: This modification Fits the vehicle 
with everything needed to allow passengers to ride along 
outside: extra- wide running boards, reinforced side mir- 
rors, extra hand- and Footholds and the like. The vehicle 
continues to carry its normal number of passengers in- 
side, but an equal number may now ride somewhere on 
the outside 

• Jumping Off; This modification usually goes along 
with Hanging On, but it doesn't have to. The vehicle has 
Features that allow passengers to get on and off quickly 
and, usually, dramatically: door trames good for bracing 
against while jumping, ladders to lower from aircraft and 
so on. The driver (or pilot) makes a Drive (or Pilot) roll, 
at +1 difficulty when going at half or more of safe speed 
or +2 when above safe speed, in addition to the usual 
adjustments for circumstances, Players who want their 
characters to perform a stunt on or around the vehicle 
may add half the successes of that Drive (or Pilot) roll, 
rounded down, to their stunt rolls, as long as the stunt 
takes place later that turn or on the turn following. 

• Settling In: The vehicle is equipped for permanent 
residence. Reduce the passenger total by a third (round 
up); no new space is gained (as with a super-science Ad- 
vancement), but the existing room is well appointed. There s 
a tradition in some secret services oF field agents operat- 
ing out oF customized train cars, and some adventurers en- 
joy the Freedom oF an airborne or maritime home. 

Vehicle Damage 

Each vehicle has seven structural levels, from 
Scraped to Broken Down, equivalent to characters* health 
levels. (Demolished for a vehicle means its only so much 
melted slag.) Damage reduces a vehicle s structural in- 
tegrity until it collapses, blows up or otherwise ceases to 
function, (Animals use health levels; see Chapter Eight 
for sample creatures.) 

Structural Level Dice Penalty Description 

Scraped 0 Scored and dented. 

marring the look but 
not the performance. 

Dented -1 Minor structural 

damage. Halve the 
gap between safe 
speed and ma* speed. 


► 4 


□I1U;44J 


Dacterect 




Smashed 


Breached 

Wrecked 


-1 


-2 


-3 


-4 


Broken Down 


Demolished 


Serious structural 
damage; max speed is 
now safe speed. 
Significant damage; 
halve safe speed. 
Structurally unsound, 
a death trap waiting 
to go off. 

Only basic systems 
work; max speed is 
one- tenth normal 
safe speed. 
The vehicle has no 
power and can't move. 
The vehicle ts com- 
pletely destroyed, 
possibly in a fiery blast. 
The dice penalty listed for each level is applied to the 
operator s Drive or Pilot roll and also applies to Archery, 
Firearms and Athletics rolls and other efforts to attack From 
within (or clinging onto) the vehicle The driver may spend 
a point oF Inspiration to negate the penalties for the rest of 
the scene, but if the vehicle is Breathed or more seriously 
damaged, it Falls apart once it comes to a halt. 

Repairs 

Repairing damage takes parts and time, Damage 
down to Battered can usually be repaired on the spot 
without needing new materials (lacking proper tools ap- 
plies a difficulty, at the Storyteller's discretion). Fixing 
Smashed damage takes access to new parts, and 
Breached and worse damage requires the mechanic to 
use the resources of a garage or other repair facility. All 
repair attempts require an Engineering roll (see p 190). 
The hme required For repairs depends on the degree oF 
damage, as listed below. 


Structural Level 

Scraped 

Dented 

Battered 

Smashed 

Breathed 

Wrecked 

Broken Down 


Repair Time 

One hour 
Three hours 
Six hours 
12 hours 
One day 
Three days 
One week 


Superior skill (Engineering 3 Ability or greater) moves 
the time up one level: three days For Broken Down damage, 
one hour for Dented and Jess than half an hour for Scraped 
Having Ability mastery in the required Trait moves the time 
up two levels on the scale, to a minimum of 10-50 minutes. 
Also, every two successes beyond the one required for re- 
pairs to work at all moves the time up one additional level 
(regardless of the character s skill level). 

Jury-Rigging 

Sometimes, you don't have the luxury oF spending 
a day fixing damaged gear or you simply lack the sup- 
plies to do the job right. A character may j ury-rig a dam- 


aged piece oF equipment instead ol repairing it This 
choice is made iefiore any repairs are attempted (but may 
occur after diagnosing the severity oF damage) The 
player rolls the appropriate Trait dice pool (normally 
Engineering); each success indicates a structural level that 
the character has somehow taped back together, wrred 
to some kind of functionary or otherwise made to work 
for the time being. Damaged gear cannot be jury-ngged 
beyond Dented and functions at the new structural level 
For the remainder of the scene. Each level of damage rt 
sustains after being jury- rigged counts as two structural 
levels* worth or damage, however — it doesn't take rmjch 
to turn the thing into so much scrap, what with it running 
on spit and baling wire already! 

At the end oF the scene, the equipment loses what- 
ever integrity the character jury- rigged into it. Bindings 
snap, wiring burns out, pieces Fall oFf, and so on. It fab 
to one structural level lower than the one i t was reduced 
to before being jury-ngged — the character got it writ- 
ing for a httle wbrle. but the added stress ends up caus* 
mg more damage in the long runf It may undergo normal 
repairs at that point, unless it Fell to Demolished At that 
stage, it s only so much scrap. 

The Costs of Travel 

Maintaining a vehicle requires yearly expenses at 
about halF the initial Resources cost to purchase (round 
down to a minimum of 1) In real -world terms H automo- 
bile tires cost $10-15 apiece, replacement headlights $}* 
5 and a good wrench set perhaps $10, 

Train fare on almost any scale is Resources 1 fod- 
der In the US and Europe, trips oF less than 100 kilome- 
ters seldom cost more than $5 T while going 1.000-5,000 
kilometers seldom costs more than $10-15 dollars. Street- 
car, subway and bus rare is generally in the 5-10 cent 
range — Resources 1 at most 

First class sea passages require Resources i ($200 
or more For a round trip), while second class requires 
Resources 2, and steerage can be had for Resources t 
($35 or even [ess, with increasingly disgusting conditions 
as the cost [alls) 

Air fares, when there are air routes available, re- 
quire Resources 2 for Flights up to 250 kilometers and 
Resources 3 for longer trips. Boost this by another pant 
For classy accommodations. 

Tools of Adventure: 
Equipment 

Fashions for Men 

Up until about 1?25, styles for men are pretty much 
what they were before the Great War. Daytime wear ts a 
simple suit, usually gray or black, with a shirt in a basic 
color such as blue-gray, peach or putty Ties generally 
have small geometric designs. The black bowler hat is 
standard headgear, although the felt fedora finds increas- 
ing popularity as Fashions head into the l?50s. Patent 


leather shoes become popular early in the "20s, in two- 
tone combinations such as white and tan For day wear, 
Mack for atoning occasions The tail coat ;md iop hat are 
standard For evening dress, worn over a starched white 
shirt and pleated collar or bow tie. Laborers wear 
whatever's necessary for the job. Denim trousers and 
sturdy shirts, often worn with a tie, are standard, along 
with leather shoes or boots. 

By 1?25, baggy trousers (originated at Oxford for 
slipping art over trendy knickers Frowned upon by the 
administration) become required wear For anyone with 
ambitions to seem current* Soft and Flexible tweed 
catches on for coats and trousers and lends an ambience 
of gentility to this industrial age. 

Working clothes are readily available For Resources 
1. Standard office outfits require Resources 2, and stay- 
ing current with Fashion trends requires Resources 3 or 
above. London is the center of men's Fashion untif aFter 
World War 1L with London design and London tailoring 
being the last word at any given moment 

Fashions for Women 

Women's fashions go in several different directions after 
the end of the Great War. For most women, the biggest change 
is the passing of the corset, replaced by undergarments blow- 
ing more freedom of movement (lis all still homtying by early 
21st-century standards, but it ts progress.) Working and at- 
home women favor modest, unrevealing styles but in a widen- 


ing variety of natural and synthetic Fabrics that aMow more color 
and individuali/atjon 

For women with the money and interest, waistlines 
Fall toward the hips, and in 1?25, shift-style dresses with- 
out a waistline at all become fashionable, Dress and suit 
bodices begin the decade loose, even baggy, and become 
straighier and closer- Fitting toward the '30s, Hemlines 
rise in 1?28, at the same time Pans designers experi- 
ment with more fitted tailoring For suits, setting in mo- 
tion a series oF quick changes that continue up until the 
war slows Fashion development. As with men, working 
women have little or nothing to do with anything fash- 
ionable Denim, wool and flannel are all common in dresses 
and trousers, cut long and unrevealing 

Buttons are the universal Fasteners until l?25-26, 
when zippers start winning widespread a Kent i on Cot- 
ton and wool are the most common fabrics oF the time. 
The upper classes favor silk, while the lower classes en- 
thusiastically embrace rayon, marketed as "synthetic silk " 
Throughout the Adventure Era. Pans is the center For 
women's Fashion innovation, New York for styles afford- 
able by the masses. 

A basic working wardrobe is available Tor Resources I 
The sheer variety oF styles and the pace of change makes it 
harder for women to stay current than men. Reliable but 
ungjamorous wardrobes Fit the Resources 2 budget but keep- 
ing oneselF in the latest mode requires very careful manage^ 
ment oF Resources i and is much easier at Resources 4, 
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Tools for Survival: Equipment 

Basic first-aid supplies, including bandages, a knife, al- 
cohol to sterilize it and the like, are available at Resources 1 and 
allow First-aid roHs without penalty. A typical doctor's kit, add- 
ing a die or more to medical roHs, costs Resources 2 These 
supplies are much more available in the s 20s than in later de- 
cades, as the whole notion of restricting such goods to those 
with professional I (and indeed the idea of required li- 
censes) is stil new and by no means universal 

Cheap outdoors gear such as tents and portable 
stoves is almost certainly military surplus throughout the 
*20s. Owning recreational (or heavier- duty survival) equip- 
ment that is very clearly not military in orrgin reflects a 
certain status and enough wealth not to be concerned with 
good bargains. Keep in mind that there are very few gun- 
control laws except in a handful oF metropolitan areas in 
the l?20s: Local authorities can ask what people are doing 
with exotic weaponry but can seldom interfere. 

There is plenty more equipment to be found in the 
early 20th century You're best served doing a quick 
search online or checking out an old Sears-Roebuck cata- 
log to discover the sheer variety of items available. 

Fiendish Chemicals: 
Poisons and Drugs 

Villains in pulp stones are constantly inflicting this 
chemical or that concoction on heroes, and heroes relax 
or experiment with a wide variety of exotic substances 
themselves. This section covers some of the major cat- 
egories of mind- and body- altering substances. 

Keep in mind that in the 1?20s a great many things 
are legal that later decades will see banned, Public dis- 
paragement oF the use of this drug or that is much more 
common — the notion of "honoring diversity 71 in fiFestyle 
choices is a rare thing — but outright prohibition or even 
serious restrictions through licensing and the like is rare. 
The US eFfort to ban hard liquor is an expensive and highly 
visible failure and unrepresentative oF public attitudes of 
the time. Most people in all social strata regard drug abuse 
as a moral failing to be addressed with persuasion and 
shame rather than as a crime to be punished by law. 

In the Following descriptions, "Vector" indicates the 
common means of getting the drug into a person. Ingested 
drugs are eaten, drunk and otherwise consumed; injected 
drugs are administered with a hypodermic or other 
needle; inhaled drugs are breathed m with the local air. 

Alcohol 

Description: "AlcohoT encompasses everything from 
bootleg booze Filled with toxic byproducts and random debris 
to the t inest vintages of wine and dTampagne. Storytellers must 
apply a modicum of interpretation to specif ic cases. 

Vector: Ingested 

Effect Alcohol is adisinhibitor — it removes some 
of the barriers to acting on impulses, which is why par- 
ties with a lot of drinking tend to get noisy. It also acts as 


a mild sedative, which is why those parties eventually end 
in participants passing out 

A character using persuasion and other manipula- 
tion efforts on a drunk person recerves +1 die if the tar- 
get i s m il dly d runk, +2 or more dice if he is severely chink 
A mildly drunk subject sufFers +1 difficulty penalty to 
efForts at fine manipulation and coordinated movement, 
rising to >2 or higher for more severe intoxication 

A player whose character has been dnnking must 
make a Resistance roil to avoid having his character af- 
flicted by a hangover, with +1 difficulty for weakly alco- 
holic beverages, +2 for strongly alcoholic ones or +i [or 
bootlegged drinks with little or no quality control 

Antidote: Water Flushes alcohol out of the body, 
reducing penalties by -I for every liter drunk; caffeine 
can of Fset Fatigue effects as welL 

Amphetamines and Cocaine 

Description: These are highly addictive stimulants, 
popular at all levels oF society despite eFForts to regulate 
or control them. No social stigma attaches to moderate 
use of them except m strongly puritanical communities, 
though abuse attracts criticism. 

Vector: Inhaled or swallowed 

Effect These drugs make the user feel energetic and 
excited, boosting confidence and determination Regular 
use gives the user *1 die to rolls involving concentration, 
and heavy physical exertion, but the user must make a Re- 
sistance roll to avoid tremors and agitation strong enoujjt 
to impose a +1 difficulty to fine manipulation efforts A typ- 
cal dose remains active for one to three hours and wears 
off to leave the user sluggish and at +2 d\\ Faculty to Stamina- 
related eFforts for the next three to six hours. 

Long-term consequences include heart problems, 
high blood pressure, even paranoia and loss of judgment 

Antidote: Depressants counteract stimulants, hi 
mixing drugs this way is risky. Storytellers shoukt fed 
free to apply all relevant penalties and work out other 
ramifications as suitable For the situation. 

Opium and Depressants 

Description: These drugs relax the user A lot Some 
people find that they remove barriers to contemplation 
and artistic insight, which is why they're common among 
tormented visionaries. More mundane applications in- 
clude the treatment of chronic insomnia 

Vector: Swallowed or injected 

Effect: Depressants suppress pain, halving injury 
penalties (rounded down). They suppress everything eke, 
too, leaving users at +2 difficulty to all dice pools vkk 
under the influence. 

Antidote: See the note above under "Amphetamines 
and Cocaine" 1 ; it applies the other away around as well. 

Hallucinogens 

Description: Pulp Fiction abounds in exotic drugs 
that alter the victim's perceptions, ranging from mild 
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hallucinogenic effects such as fluctuating light levels 
through moderate ones such as heightening emotional 
states to severe ones such as terrifying monsters sur- 
rounding the victim. 

Vectors Contact, inhaled or injected 

Effect: Apply +1 to + 3 diFFiculty to all dice pools 
Customized drugs, ancient aboriginal secret chemicals and 
the like may also have targeted effects, affecting some 
categories of eFfort more severely The mimosa gas fa- 
vored by some Asian masterminds adds +3- difficulty to 
all dice pools, with an additional +2 difficulty for resist- 
ing commands and questioning by the individual who ad- 
ministered the drug, for instance. The red chameleon 
venom harvested in the Andes imposes +1 difficulty to all 
pools due to general disorientation in daylight, but at 
night, it unleashes vivid hallucinations and deep-seated 
terrors, inflicting +2 difficulty to Physical and Social dice 
pools and *3 difficulty to Mental dice pools. The Story- 
teller should feel free to add more such loathsome con- 
coctions to suit the needs of a particular series. 

Most hallucinogens last from one to six hours. 

Protection: Rigid self-control and driving determi- 
nation allow superior will to overcome some effects of 
these drugs, Inspired characters can spend one Inspira- 
tion and make a Willpower roll; every two successes 
(round down) removes one diFFiculty level oFrmpairment, 
Characters lacking Inspiration (or those who choose not 
to spend it) can instead spend one Willpower and make a 
Willpower roll; it takes three successes to remove one 
difficulty level of impairment in this case. 

Nerve Gas 

Description: Trench warfare Fed rapid develop- 
ments in chemical warfare. Once the war ended, both 
stockpiles and knowledge of how to make fresh batches 
spread into the public at large. Ruthless villains threaten 
and even actually use this sort of weapon on hapless ci- 
vilian populations to make it clear how bad they are. 

Vector Contact or inhaled 

Effect: At low levels of exposure, the victim auto- 
matically takes one lethal health level of damage per 
minute, At higher levels of exposure, this nses to one 
health level per turn, Nerve gas is disorienting, imposing 
+2 diFFiculty on the subject for the duration of exposure 
and For an hour afterward. 

Protect ion: Nerve gas passes through the skin, but 
it is most effective when inhaled Gas masks can keep 
damage down to one level per minute in high -exposure 
situations, but it takes a Full- body suit to keep the gas 
out altogether 

Antidote: Antidotes provide relief only against 
momentary, low- level exposures 

Tear Gas 

Description: Tear gas is a Favored weapon for mili- 
tary and police organizations that aim to subdue oppo- 
nents rather than kill them. 


Vector: Contact or inhaled 

Effect: Sever e eye irritation, coughing and gagging 
render victims more or less incapacitated, All dice pools 
suffer +3 difficulty tor the duration of exposure and for 
10 minutes afterward. 

Protection: Gas masks and other breathing appa- 
ratus can block some or all of tear gas T effects. 

Timeline 

The New Century 

1?00: Republican William McKinley is reelected as 
President of the US. Maxwell Anderson Mercer cel- 
ebrates his flth birthday Michael Daemon Do nig ha I is 
born, 

1701: Anarchist Leon Czolgosz shoots McKinley, 
who dies eight days later Vice-President Theodore 
Roosevelt becomes President. Gughelmo Marconi trans- 
mits the Morse code For "5" From Cornwall to Newfound- 
land, inaugurating the radio age, 

I? 02: Conservative Lord Arthur BalFour becomes 
Prime Minister of Great Britain Safari Jack Tallon has 
his first heart attack in his early 60s and begins experi- 
menting with exotic herb remedies to restore his health. 

1703: Roosevelt sends the first two-way transat- 
lantic wireless communication, from the Marconi trans- 
mitter in Massachusetts to King Edward VI 1 in London. 
The US and Panama sign a treaty to build the Panama 
Canal. Orvifle Wright makes the First well -documented 
heavier- than- air flight at Kitty Hawk. Henry Ford founds 
the Ford Motor Company. 

1704: Republican Theodore Roosevelt wins the US 
Presidency, defeating Democrat Alton Parker in the larg- 
est margin up to that time, 

1 70S: Russian sailors mutiny onboard the battle- 
ship Potemkin, in a precursor to the Russian Revolution. 
Liberal Sir Henry Campbell- Ban nerman becomes Prime 
Minister of Great Britain. The Annum Mirabifi$ T five pa- 
pers written by Einstein, published, changing the world. 

1706 : Roosevelt wins the Nobel Peace Prize for his 
efforts in ending the Russo-Japanese war and is the first 
President to step on Foreign soil while in oFFice, visiting 
the dig In Panama. The Transvaal and the Orange Free 
State granted self- rule by the British, 

1707: Oklahoma becomes the 46th state of the US, 
The United Press Association is Founded in New York City. 

I? OS: Ford introduces the Model T automobile. 
Republican William Howard TaFt is elected President of 
the US. Liberal Earl Herbert Henry Asguith becomes 
Prime Minister of Great Britain. 

1909: The National Association for the Advance- 
ment oF Colored People is founded. Admiral Robert Edwin 
Peary plants the US flag at the North Pole, 

1710; The Boy Scouts oF America is Founded, King 
Edward VII dies; George V becomes King oF Great Britain. 


► 4 
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I?fl: The British Parliament passes the National 
Insurance Act t its first measure for universal health care 
I? 12: Democrat Wood row Wilson defeats Republi- 
can Tart and Progressive Theodore Roosevelt to become 
President of the US. New Mexico becomes the 47th state, 
Arizona the 48th. The Girl Scout$ of the United States oF 
America is chartered. The Cadillac division of General Mo- 
tors introduces the first battery-powered ignition. The 
Tfte/wc sinks. Sandra Bernhardt plays the title role in Queen 
Elizabeth, a French four- reel, 60- minute Feature Film. 
Vf\3r. The XVIth Amendment aflovvs national inc^^ 
l?14: Serbian nationalist Gavnb Princip shoots Arch- 
duke Ferdinand of Austria -Hungary, and cascading treaty 
obligations trigger the Great War (later known as World 
War 1), American troops occupy Vera Cruz, Mexico, until 
Mexican President Victoria no Huerta resigns. 

If 15: The First transatlantic transmission of the 
human voice takes place between Arlington, Virginia, and 
the Eiffel Tower. Alexander Graham Bell and Thomas 
Watson reenact their 1876 phone call, with Belt in New 
York and Watson in San Francisco, in the First transcon- 
tinental telephone call, 

1?16: Democrat Woodrow Wilson narrowly wins re- 
election to the US Presidency against Republican C harks 
Evans Hughes Fancho Villa leads Mexican bandtts on a raid 
across the border into the US and escapes a year's worth 
of pursuit by American troops Liberal Earl David Lloyd 
George becomes Prime Minister of Great Britatn. 

If 17: The US enters the Great War Puerto Ricans 
become US citizens. Montana elects Jeanette Rankin as 
the first Female member of the US House of Representa- 
tives. Lord Balfour, former Prime Minister, commits the 
British government to the establishment of a Jewish 
homeland in Palestine. Ivan Boris Vladimir Staynskaya 
Flees the Bolshevik Revolution, Princess Anastasia in tow. 
Jake Stefokowski lie? about his age to enlist as a member 
of the Lafayette Escadnlle; he is one oF the First air aces 
at the tender age of 12. 

I? IS: The Great War ends with German surrender 
Mercer journeys to India and rescues Whitley Styles from 
the hands of the Thuggee. 

The Treaty of Versailles formally ends the war 
(and unwittingly fays the Foundations for World War 11), 
Congress passes the XVI 11 Amendment over Wilson's 
veto, inaugurating the era oF prohibition. 

Modern Times 

l?20: Republican Warren Harding beats Demo- 
cratic James Cox to become President of the US. The 
League of Nations meets For the First time, in Paris, while 
the US reFuses to join. US Attorney General A. Mitchell 
Palmer makes many warrantless raids on suspected Com- 
munists and anarchists. The First transcontinental airmail 
service goes into operation J T. Thompson patents his 


portable machine gun, soon nicknamed the Tommy gun 
Mohandas Gandhi inaugurates his campaign of nonvio- 
lent protest against British rule oF India. 

tf 21: KDKA broadcasts the First religious service; 
radio evangelism soon becomes one of the most popular 
uses of radio. Britain grants dominion status and home rule 
to the Irish Free State Scalper Dutch celebrates his 75th 
birthday by massacring the posse surrounding his hideout. 

I?22: Lord Carnarvon and Howard Carter discover 
Tutankhamen's tomb. The British Broadcasting Corpo- 
ration makes its First transmissions. Benito Mussolini be- 
comes dictator of Italy. Lenin proclaims the Union of So- 
viet Socialist Republics, formalizing Bolshevik rule in 
Russia, Byelorussia, the Ukraine and Transcaucasia Pub- 
lication oF Claude McKay s poetry collection, Marie® 
Shadows^ kicks the Harfem Renaissance into high gear 
Man jongg becomes a national craze in the US. Conser- 
vative Andrew Bonar Law becomes the first Prime Min- 
ister of Great Britain of colonial origin but resigns for 
health reasons a year later Doctor Sir Calvin 
Hammersmith unleashes the most tragic lab accident of 
all time. PAM. Dirac postulates zero-point energy in the 
wake of Hammersmith's experiment (this doesn't occur 
until 1730 in the real world and isn't even labeled as such 
until much later). 

1?23: President Harding dies of Food poisomng; 
Vice-President Catvin Coolidge takes the Presidency. 
Time magazine begins weekly publication. The Teapot 
Dome scandal implicates high-ranking officials in fraud 
involving oil and coal leases. Mustafa Kemal Ataturk be- 
gins brutally modernizing Turkey, Yankee Stadium opens 
in New York City. The last US troops return From En* 
rope, Maxwell Anoerson Mercer Formally founds the^on 
Society for Gentlemen. 

1? 24: Right now! Richard Simon and Max Schuster 
found Plaza Publishing (later renamed Simon and 
Schuster) to publish the first crossword puzzle books 
Ku Klux Klan membership peaks at between 2 to 5 mil- 
lion and goes into decline. Lenin dies; Stalin out-maneu- 
vers Trotsky to become the new head of the USSR, Dou- 
gias Fairbanks stars in The Thief of Bagdad and becomes 
a worldwide star. The British Empire Exposition opens 
with the first broadcast of a British monarch's voice, ]. 
Edgar Hoover takes charge of the Bureau of Investiga- 
tion (renamed the Federal Bureau of Investigation in 
1?35) and embarks on ambitious reforms after a series 
of major scandals. RCA transmits the first wireless tele- 
graph pictures From London to New York. The Ford Mo- 
tor company produces its 10 millionth car, 1Tie Leka Cor- 
poration, based in Germany* produces the First mass-pro- 
duced cameras. Labour candidate James Ramsey 
Mac Dona Id becomes Prime Minister of Great Britain in a 
government that /asts only from January to October. Con- 
servative Lord Stanley Baldwin replaces him in October 


The Day After Tomorrow 

1725: The dirigible Shenandoah breaks apart in a 
storm over Ohio, seriously damping enthusiasm For ex- 
pansion of commercial lighter- than- air travel. Nelhe Ross 
of Wyoming and Miriam "Ma" Ferguson of Texas take 
office as the US* First female governors The New Yorker 
magazine begins publication. John T. Scopes is convicted 
of teaching evolution in Tennessee, though the case is 
overturned on appeal to the Tennessee Supreme Court 
in 1927. Charles Francis Jenkins makes the first public 
demonstration of broadcast television in Washington, DC. 
The first Art Deco Fair opens in Fans 

1726: Robert Goddard launches the First liquid Fuel 
rocket. A general strike begins in Britain. Hirohito becomes 
emperor of Japan. Luf thansa Airlines begin regular service 
in and around Germany. Michelson and Morley announce a 
very accurate measurement of the speed of light (already 
measured somewhat less precisely in the 1800s) 

1727: Transatlantic telephone service begins be- 
tween New York and London. ML Rushmore is completed 
and dedicated, Charles Lindbergh flies nonstop from New 
York to Paris. The German stock market collapses on May 
13, ''Black Friday," inaugurating lasting economic troubles. 
British inventor John Logie Baird records video signals 
as electrical impulses on a wax disc, but does not achieve 
conimerciaf success. Ford Motor Company begins selling 
the Modef A automobile. Heisenberg publishes his un- 
certainty principle, solidifying the growing view that 
modern physics was getting less and less clockwork- like. 
Mao Zedong and other Chinese Communist leaders break 
with the Chinese government to begin civil war 

If 28: The Daven Corporation sells the first con- 
sumer television sets in the US. Sixty- five nations sign 
the Kellogg -Br i and Pact, renouncing war forever. (They 
don't stick to it.) Joseph Stalin announces the first Five- 
Year Plan, Republican Herbert Hoover defeats Democrat 
Alfred E. Smith to become President oF the US. Mickey 
Mouse debuts in ^Steamboat Willy.** 

If 2?: Hans Berger develops the electroencepha- 
lograph. Labour politician James Ramsey MacDonald be- 
comes Prime Minister of Great Britain for the second 
time Black Thursday: The US stock market collapses 
precipitously, and by the end of the year, the Great De- 
pression is underway. 

I? 50: New York Supreme Court Justice Joseph Cra- 
ter disappears mysteriousfy in New York City, Astrono- 
mer C. W. Tombaugh oF Lowell Observatory discovers 
Pluto Sinclair Lewis is the First American to win the Nobel 
Prize For literature Chrysler Building completed. Con- 
struction begins on the Empire State Building. Ho Chi Minh 
founds the Vietnamese Communist Party, later renamed 
the Indochinese Communist Party. The last Allied soldiers 
(French and Belgian) withdraw from Germany 


1731: Kari Jansky at Bell Telephone Laboratories 
discovers emissions from the center of the Milky Way, 
inaugurating the science of radio astronomy The Ford 
Motor Company produces its 20 millionth car. The Em- 
pire State Building is completed 

1732: DemtcratfranldinDelaTO 
republican Herbert Hoover to become President of the US The 
neutron is discovered, leading to the atomic age. 

1755: Congress repeals prohibition. 

1754: The Federal Communications Commission 
begins regulating radio station Frequencies. 

I75S: Roosevelt signs the Social Security Act. Con- 
servative Earl Stanley Baldwin becomes Prime Minister 
oF Great Britain for the third time. 

1737: The Golden Gate Bridge is completed. Amelia 
Earhart and her co- pilot Fred Noonan disappear over the 
PaciFic. The zeppebn Hindenburg explodes over 
Lakehurst, New jersey; Herb Morrison s emotion- laden 
coverage makes the disaster seem much worse than it 
actually is. Conservative Neville Chamberlain becomes 
Prime Minister oF Great Britain,, his term dominated by 
concession and capitulation to growing Naii aggression 

173&: Howard Hughes and his team fly around the 
world in 71 hours, 

1757: Filthy Nazi rats unleash World War 11. The 
New York and San Francisco Worlds Fairs present de- 
terminedly optimistic, technocratic views of the future 
The first transatlantic airline passenger service opens, 
between Long Island and Lisbon 

1740: Roosevelt defeats Republican Wendell Willkte 
to win reelection. Conservative Sir Winston Churchill be- 
comes Prime Minister of Great Britain in a coalition of par- 
ties that lasts until the end oF Worfd War 11. 

1741: Japan attacks Pearl Harbor; the US joins Wodd 
War 11 on the Allied side. 

1742: Bell Aircraft creates the XP-S?A t the First 
known American jet aircraft Mercer's inaugural jump 
through time after the Hammersmith event lands him 
here, where he is met by his older self and certain key 
members oF the >£on Society, 

1743: The Aon Society battles Doctor Primoris, 
who vanishes mysteriously in the conflict's climax. Mer- 
cer claims to be content with the resolution but grows 
more reclusive in the coming years 

1744: Roosevelt defeats Republican Thomas Dewey 
to win reelection 

1745: Roosevelt dies oF a brain hemorrhage; Vice- 
President Harry Truman becomes President. World War 11 
ends with German and Japanese surrender. A young man 
going by the name of Michael Mercer and claiming to be 
Maxwell Mercers son (but keeping mum about the identity 
of his mother) appears on the steps of the Aon Society's 
Chicago brownstone; only Mercer is not surprised. 
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Yet To Come 

1746; The Moore School of Electrical Engineering in 
Philadelphia builds EN1AC, the First known digital computer 
(30 1 x 60 5 and weighing 60 t 000 pounds). The League oF 
Nations disbands and assigns its assets to the United Na- 
tion; John D. Rockefeller, Jr. t donates the money to pur- 
chase Manhattan property for the UN 's new headquarters. 

I?47: Private pilot Kenneth Arnold spots unidenti- 
fied flying objects over Mt. Rainier in Washington state, 
inaugurating the ongoing public fascination with UFOs, 
Commercial television broadcasters multiply as wartime 
restrictions on raw materials end, 

If 48: Democrat Harry Truman defeats Republican Tho- 
mas Dewey to become President of the US in his own right 

If 50: Maxwell Anderson Mercer vanishes from pub- 
Ik; life. Even his associates in /ton appear to be at a loss as 
to his whereabouts. Michael Maxwell Mercer, his son, ob- 
serves that Mercer will return "when he is needed * 

l??6: Dawn of the Nova Age. Divis Mai makes his 
next play to be the most important person in the world. 

2106: Dawn of the Trinity Era 


Glossary 


■ Ability: A Trait describing learning, knowledge 
or applied experience in a given area. Abilities are added 
to Attributes to determine your characters dice pool 
when performing actions. 

* Ability mastery: Peerless command of a given Field. 

* action: Performing a task (a consciously willed activ- 
ity}. When you announce that your character is dang some- 
thing, he's taking an action, This is also called a dice action when 
you must roll dice (known as a dice poof) to determine whether 
or not your character succeeds in the attempt Actions are sub- 
ject to certain variables; see below. 

* action, additional: A full extra action in addition 
to the character** normal one that takes place in the same 
turn. Distinct From a multiple action, below. 

* action, difficult: A task more challenging than 
normal. See difficulty. 

* action, extended: A task that takes more than 
one turn to complete. 

* action, multiple: Splitting a characters single ac- 
tion in a turn into more than one task. This reduces the 
first "sub-actions" cfice pool by a number of dice equal 
to the total number of multiple actions your character 
takes that turn Each following action loses an additional 
die (cumulative). 

* action, reflexive: A dice action called for by the 
Storyteller that occurs in response to some brief outside 
stimulus. It is not significant enough to be designated a 
physical action by the character within the game 

* action, resisted: An action that two or more char- 
acters take against one another. The Story teller desig- 
nates which Traits are rolled, the winner being the char- 
acter with the most successes. 


* action, standard: An action with no 
modifiers. You simply roll your dice pool and tally any 
successes. All tasks a character performs are standard 
actions unless the Storyteller declares otherwise (by ap- 
plying a difficulty, noting multiple actions, calling a re- 
flexive action or stating that the action is resisted). 

* Advancement: An in vention that dramatically im- 
proves existing technology. 

* adventurer: A pfayer's character, Also hero, In- 
spired character. 

* allegiance: The club, government, cult or other 
organization to which your character retains great loyalty 

* Attribute: A Trait that describes your character's 
basic characteristics; a reflection of raw, natural capability. 

* Background: A Trait that indicates your 
characters level oF social involvement. From Friends to 
influence to wealth and more. 

* Background enhancement: A Trait describing 
stupendous status in a certain area ol social involvement 
head and shoulders above a standard Background 

* botch: A notable and often dramatic failure when 
attempting an action. 

* character: The persona that you, the player, take 
on in an Adventure game, 

* character, Storyteller: Any character the Story- 
teller handles with whom the players "characters interact, 
From an incidental bystander to a key villain See also extra. 

* cl if (hanger: A climactic end to a game session, 
where the characters' Fate is in doubt 

■ compound: A chemically created invention. 

■ daredevil: A "non- powered" adventurer who re- 
lies on his wits and incredible luck to triumph 

* device: A mechanically constructed invention. 

* dice pool; The total number oF dice available to 
you For a given action, determined From the comb tried 
rating of an Ability and its base Attribute. If a character 
doesn't have an Ability rating in a task, default to the 
base Attribute as the dice pool. Certain dice pools are 
based on a single Trait ( Willpower^ Inspiration* etc), 

* difficulty: Short for the ''difficulty of the roll," a 
difficulty notes the added challenge involved in accom- 
plishing a task. You must roll the standard base of one 
success plus the additional difficulty indicated (usually 
by the Storyteller) to accomplish a difficult action, 

■ dots: The method used to indicate Trait rating 
values. Bach dot equals a die that may be used to per- 
form actions, 

* downtime; Time glossed over with description 
rather than played out in detail. 

* dramatic editing: The ability to alter the existing 
scene by spending Inspiration, 

* extra: A Storyteller character with whom the 
team interacts An extra is normally a minor figure on 
the scene — a passerby, a snitch, a hired gun — who 
adds to the story but is not meant to be a major Force for 
or against the players' characters. 


* Facet: An expression of Inspiration^ divided into 
three parts: Intuitive, Reflective and Destructive, 

* group: The term applied to the players vMo adopt 
the personas oF characters involved in the game. 

* Innovation: An invention based upon theoretical 
science. 

* Inspiration: The special Trait for Adventure 

characters; what characters spend when doing superhu- 
man feats, 

* invention: An amazing creation beyond the tech- 
nology oF the time, developed through super-science. 
Divided into Advancements and Innovations. 

* Knack: A special thing an Inspired character can 
do Dynamic Knacks draw upon telluric energy to ma- 
nipulate the basic structures of spacetime to perform 
Feats of physical prowess and the like. Psychic Knacks 
use telluric energy to manipulate information, allowing 
For mental and (as Far as this era is concerned) mystical 
powers. Heroic Knacks do not draw on telluric energy; 
instead, they are instances of incredible luck and skill 
beyond the grasp oF regular Folks 

* mesmerist: An adventurer who uses mental (psy- 
chic) powers 

* Nature: Your characters core being, his emo- 
tional personality, split into a positive Virtue and a nega- 
tive Vice. 

» organism: A living (grown or surgically modified) 

invention, 

* player : That's you! 

* points, bonus: Fifteen points you receive during 
character generation to increase your character sexist^ 
ing Tratt ratings or to buy new ones, 

* points, experience: Points awarded by the Sto- 
ryteller as "reward" for achieving the story's objective 
or playing a character well. Experience points can be 
spent to add new Traits or raise existing ones 

* points, transformation: Thirteen points you re- 
ceive during character generation used to give your char- 
acter the capabilities that change him From an average 
citizen of the world into a hero. 

* quality: A remarkable aspect oF one or more of 
your characters Attributes. 

* rating: An indication of a characters level of ac- 
complishment in a given Trait Usually a 0 to 5 range, 
though sometimes From 0 to 10 (oFten noted in numbers 
of dots) Also score 

* scene: A compact period of events that occurs 
in a single location, like the basic division in movies. 

* soak: A characters ability to withstand damage 
and physical trauma. 

* specialty: An area of expertise within an Ability. 

* stalwart: An a dventurer who has physically based 
(dynamic) powers. 

* Storyteller: The person who creates and guides 
the game by assuming the roles all characters not taken 


by the players, and the person who determines all events 
beyond the players' control. 

* success: A die that rolls equal to or higher than the 
target number of 7 Most actions require only one success; 
more challenging actions demand more successes. 

* success, extra: Any success you roll beyond the 
minimum required to accomplish an achon Extra successes 
may be used to make a standard success truly remarkable, 

* super -science: The study oF science an Inspired 
character pursues beyond the normal scope oF the era. 

* target number: The standard rating of ? over 
which you must roll for your character to succeed in a 
dice action. 

» team; SpeciFically refers to the characters within 
the game, not the individuals playing them. 

* telluric energy: A collective term for extra-ter- 
restrial (zero- point) energy Also telluric waves or ra- 
diation; Z- waves. 

* Trait: Any Attribute* Ability, Advantage or other 
index with a rating. 

* tun: A unit oF * l game time " representing three sec- 
onds in combat and a Few minutes in calmer circumstances 

* Vice: The negative side of a characters Nature 

* Virtue: The positive aspect of a character s Nature. 

■ Willpower: A Trail indicating a characters self- 
confidence and moral center. 

* zero -point energy (Z- waves): Force extracted 
from the innate energy in empty spacebme; a collective 
term Tor the power that mesmerises and stalwarts draw 
upon. Also called telluric energy. 

Fictional Characters and Organiza- 
tions 

* The Aon Society for Gentlemen: Maxwell 
Mercer s alliance of heroes and do-gooders. The default , 
but by no means only, group to which players' characters 
belong. One of the greatest champions of exploration and 
discovery oF Earth and the human condition. 

■ The Air Circus: A loose brotherhood of daring 
pilots and barnstormers. 

* Baron Halcyon: Initially a character in some entertain- 
ing tales by the wnter Hammond Banes, the Hammersmith event 
somehow transformed Banes into his creabonf Halcyon has be- 
come the ruler of an albino people who populate an extensive 
civilization below the Earth's surface 

* Branch ?: A covert international, though inde- 
pendently operating, spy network whose members in- 
vestigate matters From the national to the individual. 

* Ernest Warren Caldwell: A Former US Senator, 
Ca [dwell leads the Manifest Destiny Infantry in a mad at- 
tempt to further expand the boundaries of the United 
States across the world. 

* The Contedorri: An independent organization 
that hooks up the perfect criminal with the perfect crime. 
The King of the World and the Ubiquitous Dragon are 
among its best clients. 
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* The Cult of the Sun- Disk: A fanatical group that 
worships the abstract Egyptian deity Aton, the embodi- 
ment of the sun. Their goal is to bring about the reincar- 
nation oF Akhenaton and Nefertiti. 

* Lady Argentine de Winter A woman of breeding 
and respectability in polite society, Lady de Winter is se- 
cretly the King of the World, a master criminal who rivals 
the Ubiquitous Dragon for control oF the underworld, 

* Professor Benjamin Franklin Dixon: A bunding 
member oF the j£on Society, Dixon *s one of the most bril- 
liant inventors of the day and enjoys a legendary love- hate 
relationship with his ex- wife, Hephaestia Geary- Wexler 

* Michael Domghal: Also Doctor Pnmoris, later 
Dms Mai. The archetypal foil to Mercer, Dr Doom to 
Mercer's Reed Rkhards. A complex and, in some ways, 
tragic character. 

* Gar; A champion of the albino E'tah who dwell 
beneath the Earth, Gar opposes Baron Halcyon and his 
usurpation of the underworld. 

* Hephaestia Geary- Wexler: Sometimes called the 
"Machinatrix," Geary -Wexler is as brilliant as her ex- 
husband. Franklin Dixon (a fact that infuriates and ex- 
cites him to no end). 

* Sarah Gettel: An investigative reporter with a 
nose for trouble, Gettel uncovers many sources oF weird- 
ness that pop up after the Hammersmith event, 

■ Doctor Sir Calvin Hammersmith: The inventor 
whose Telluric Engine explodes to unleash the energy that 
grants Inspiration to Adventure characters 

* Jackson Hariey: Better known as Mister Satur- 
day, Harley is a reputed master of voodoo and plays the 
role of benevolent dictator over his fellow Haitians. 

* The Inquiry- A shadowy group bent on ending 
war and punishing those who profit irom it. 

* International Detective Agency (IDA): An international 
criminal investigation group and society of crime-busters. 

* Maxwell Anderson Mercer: Philanthropist, 
scholar, hero, doer of good deeds. A shining example of 
what the good guys are like- Also (unbeknownst to any- 
one but a few trusted associates) capable oF traveling 
through Lime, 

* Emma N^irr Unknown even to herself, Nazir has 
become NefemeFeraten - N efertrt i, the "reincarnation'" of 
the Egyptian queen Nefertiti and worshiper of the he- 
retical sun- deity Aton 

* Ann a belle Lee New field: Natural talented with all 
weapons, Annabel Ee is battles Fearlessly on behalf of the 
Ajon Society. Her unrequited love For Doctor Pnmons dnves 
NewFieJd to betray the Society and serves as the catalyst 
for Pnmoris* own enmity with Mercer and his crew, 

* Ocelot): The rumored "Jaguar Queen 1 * of South 
America, this mysterious woman jealously protects her 
jungle lair from the encroachment of civilization. 


* The Order of Murder A British secr et society 
that fakes the deaths of those with the means to afford 
it, setting up the individuals m new lives. 

* The Ponatowski Foundation: On the surface, a 
philanthropic organization charged with Funding explo- 
rations to the four corners of the Earth. In secret, the 
foundation is manipulated by corrupt individuals includ- 
ing the likes of the Czar, Uriah Stafford, the King of the 
World and more. 

* The Rational Experimentation Group (REG): A 
Front in an alliance between the Machinatnx. the Ubiqui- 
tous Dragon and Mister Saturday, the REG engages in 
bizarre experiments and unusual crimes relating to medi- 
cal research 

* Le Salon des Fe mutes Nouveaux: An organiza- 
tion dedicated to liberating women from male oppres- 
sion by any means necessary, 

* Scalper Dutch: One of the best, meanest and, at 
th is point t oldest gunsli ngers who ever I ived . Some think he 
died years ago but is just too damn stubborn to fall down. 

* Uriah Stafford! Head pf Styles & StafFord Im- 
ports, a British import firm (also involved in a number of 
shady endeavors). Partner with Whitley Styles' father 
before the elder Styles* death, 

* Ivan Boris Vladimir Staynskaya: The self* sty led 
Czar is an aristocrat who Fled the Bolshevik Revolution 
with the young Pnncess Anastasia. Staynskaya dreams 
of one day returning to Mother Russia as its ruler, with 
Anastasia as his wife. 

* Jake SteFokowski: Also known as the "Danger 
Ace," Jake is a Founding member oF the jCon Society and 
one of the best pilots ever to take to the air. 

* Whitley Styles: Kato to Mercers Green Hornet, 
Watson to Mercer s Holmes, Styles rs the quintessential 
sidekick. A trained assassin with a heart oF gold, he plays 
the role oF the common man in contrast to Max Mercer's 
enlightened social scientist. 

* Safari Jack Tallon: A pain Fully British explorer 
whose exploits in the Victorian Age became Fodder For 
dime novels and inspired the likes oF Max Mercer. Later, 
a founding member of Aon and mentor to Danger Ace. 

* Imam Khwarazmi ibn Abi Tirmidhi: A Muslim holy 
man driven to extremes in the aftermath of 
Hammersmith s Failed experiment. Known to the West- 
ern world as the Turk, he dtrects his Fanatics against those 
who threaten to corrupt the ways oF Islam. 

* The Ubiquitous Dragon: Next to Doctor Pnmoris, 
the £ofl Society's greatest foe. A master schemer and 
intellect, the Dragon threatens to dominate the world 
through his subtle machinations. 

* Doctor Manfred von Zorbo: A brilliant German 
inventor who's perhaps a bit oFf- plumb mentally, Zorbo 
envisions a world where humanity dwells in the sky aboard 
Floating cities of his design. He's pretty militant about 
making it happen, too. 


Inspirations and 
Resources 

Film and Television 

Pulp adventure is a matter of atmosphere and attitude at 
least as much as it b of fads. Look isn't everything, but if s very 
important, Adventure works best when players and Storytell- 
ers agree on the style they have in mind, since it s a lot easier to 
improvise From shared expectations. 

■ Original senals — A growing number of 70s 
and '30s Film senals are available on videotape and DVD. 
Its hard to do some oE them justice: You have to see sing- 
ing cowboys and evil robots on screen together For your- 
self. Availability varies wildly, so check around. (The 
Websites listed below include helpful pointers to places 
that might be glad to sell to you ) 

• Raiders of the Lost Ark (1761) — It would he 
silly to compile a list of pulp influences and not mention 
this movie. It's set a Full decade and some aFter 
Adventure's primary era. but so what? This film is still 
one oF the archetypal stories oF two-fisted science, cour- 
age in the Face of hubris -consumed evil and supernatural 
power. A series that can capture the rhythm oF drama 
and comedy, action and character that Rafders offers 
should be a spectacular success. 

• The Mummy (f?77) — You can do this with 
Adventure! Really! Review the antagonists on page 2 35 
and the scientific explanation on page 216 iFyou doubt 
it Then sit back and enjoy this tale of ancient curses and 
modern ambitions with a clear conscience. Take inspira- 
tion From the stunts and note that even the lout of a 
brother gets in some fast thinking. 

■ The Phantom (1796) — If you want heroes in 
masks, see this movie. See it anyway because, with the 
skull cave hideouts, all-lady air pirates and delightfully 
self-satisfied mad villains, there's something For almost 
every Adventure series here. Billy Zane s portrayal oF the 
Phantom also bears watching for its complete absence of 
both angst and irony. He isn't parodying the part, he's 
just showing us a very driven, yet happy, hero, 

• The Rocketeer (If 71) — This movie is jess epic 
than some of the other films (though the prospect of Nazi 
armies equipped with rocket packs is pretty drastic) and 
focuses on heroic technology and local adventure. It 
makes great use oF cliches about Famous places — Hol- 
lywood, in particular — and shows some ways of inte- 
grating real people into adventure yarns. Storytellers take 
note of the conflicting aims oF the various villains, too. 

• The Shadow (1774) — Every Adventure game 
should look this spi Fry when the powers go into action. The 
Shadow has one oF the all-time great hideouts and demon- 
strates a vanety of Background enhancements along the 
way. The combination oF magic and high- technology is just 
as suitable for Adventure here as it is in The Mummy^ too. 


Comic Books 

* Gassrc newspaper strips — Many pulp heroes 
first appeared in newspaper comic strips: the Phantom p 
Mandrake the Magician, Flash Gordon and the like. In re- 
cent years, there ve been great reprints of many of these 
strips from publishers such as Fantagraphics and Kitchen 
Sink Press, Check your library and used bookstore. 

* HeJIboy — Mike Mignola "s title character is a 
demon sent to Earth as part oF an elaborate scheme to 
end the world... but he's not having it. He's chosen his 
own destiny. Hellboy and his associates investigate weird 
phenomena oF all kinds, Mignola s beautifully detailed 
artwork conjures up vivid, strange environments, and his 
writing includes a lot of really first-rate pulp-tradition 
dialogue. ]f you want a more supernatural style oF series 
than stock Adventure provides, check this out. 

* Planetary — Written by Warren Ellis and illus- 
trated by John Cassaday, this series has it all The title 
organization investigates weird occurrence oF all sorts, 
and each story makes use of visual and design motifs of 
different genres The series overall construction is worth 
studying, too, with short, self-contained stones that add 
up to a much greater whole. You could do worse than to 
heavily flavor the >f on Society or some other heroic or- 
ganization with the P/a/ietarystyle. 

* Sandman Mystery Theatre — Writers Matt 
Wagner and Steve Seagle and artist Guy Davis brought 
the darker side of the bet ween- wars era to life in this 
series of street- level action. Its loaded with intrigue and 
tight, deep characterization. A lot of its now available in 
trade paperbacks, and even if you don't want to run a 
series in this style, look at it for the meticulously ren- 
dered environments. Davis gets the clothes, the vehicles 
and a whole lot else right. 

* Tom Strong — Writer Alan Moore and artists 
Gary Gianni and Chris Sprouse throw caution to the winds 
in this series of profoundly epic, gonzo adventure. If you 
want to bring Aberrant- level characters into a pulp mi- 
lieu, you should check this out. 

Prose and Poetry 

You'll find a lot oF benefit in Time-Life historical 
series and other picture- heavy books about the era and 
places in your series. And don't Forget the children's sec- 
tion of your local library, since some oF the best non- 
academic historical writing of our time is aimed at chil- 
dren. )f you want to use airships a lot. grab a couple oF 
books about zeppelins to admire the pictures and steal 
the vignettes; if you want to run a series set in the 
Himalayas, do the same with books about mountaineer- 
ing; and so on It shouldn't feel like drudge work: get a 
Few books that make you say '*Thaf s neat!" or "1 must 
use that!" and don't worry about the boring parts. 

* Period series — There's a wealth of material we 
can't cover here directly. Stores now carry facsimiles and 
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reprints of classic series such as the Hardy Boys, Nancy 
Drew and Tom SwiFt, all of which were very different in 
their original incarnations than in later revivals and ef- 
forts at updating 

• The Writer s Guide to Everyday Uf* From Pro- 
hibition Through World War II — Written by Marc 
McCtiteheon. Its hard to overstate the usefulness oF this 
book. Prices for everyday (and exotic) itero$ s how tariFFs 
were applied, crime and punishment, diet and clothing, a 
handy list oF period slang terms - — it's all here some- 
where. There are Fine rolep laying game supplements that 
cover some of this same ground, but McCutcheon oFFers 
more breadth and depth. 

» The Complete Works of Charles Fort — Edited 
by Charles Fort. Fort collected anomalous news stories 
— what he called "damned facts' 1 because they were 
unacceptable to the scientific establishment — and 
they Ve all in this thick book. Truth is stranger than Fic- 
tion, and there's stufF in "Wild Talents" and 4 The Book 
ot the Damned" that wilt make any group of players 
scratch their heads. An excellent omnibus edition is avail- 
able from Dover Publications 

• Being Red — Written by Howard Fast. Novelist 
Fast writes a very readable, very moving memoir of life 
in New York s stums in the 70s and '30s, what it was like 
to be a struggling artist in the depths of the Great De- 
pression and his expenences with the Communist Party. 

■ A History of the Twentieth Century — Written 
by Martin Gilbert. There are many good histories oF the 
era. This one has some advantages: It s recent and can 
therefore draw on recent discoveries and interpretations, 
its organized chronologically for easy browsing (and well- 
indexed), and it gives more attention to the world be- 
yond Europe and America than many histories written 
for the general public do. Gilbert has a knack for finding 
the perfect anecdote to illuminate a situation and an on- 
going interest in how people outside the halls of power 
dealt with a changing world. 

• The Mafia Encyclopedia — Edited by Carl Srfakis. 
A one stop shopping reFerence For everything mob related, 
from Meyer Lansky to Vincent "the Chin" Gigante. 

» Timetables of History — Published by Random 
House, this book traces important events from 4000 BC 
to 1773 in an easy to reference format (it s damn inter- 
esting, toof). 


* Going Hone Again — Written by Howard 
Waldrop Waldrop mostly writes alternate histones: the 
title story in this collection, for instance, has noveJtst 
Thomas Wolfe sailing home from the 1740 Olympics with 
Fats Waller and others in a world where World War 11 
isn*t going to happen. The opening Few pages, which re- 
veal the nature of the sailing one detail at a time, are the 
sort oF thrng a good Storyteller can strip- mine for inspi- 
ration. Wafdrop is unique and well worth checking out 
You II probably have to go a library For his earlier vd» 
umes, such as Night of the Coolers and its story of Mar- 
tian invasion in turn -of- the -century Texas, 

Music 

* Movie soundtracks ■ — Virtually every movie 
mentioned above has a soundtrack you can buy Some 
have vintage music, others modern scores, but they all 
capture the mood of just about any Adventure seen* you 
can think oF. 

* Ken Burns JAZZ: The Story of America s Mum 

— Ken Bums, A great collection of, well, jazz 

* Night and Day — Chicago. Yup, that classic- 
rock band performing old-style tunes. 

Online 

Websites change their addresses just when one 
least expects it, so iF you have any problems with these 
URLs, use your Favorite search engine and look For the 
site name, which oFten remains constant while the un- 
deHying address moves 

* ThePulp Net, nttp J I www thepulp net/ — Hie site e 
just an amazing resource, with a lot of content nght there and 
links to everywhere. Go here to I ind the text of whole stones 
and novels, artwork, interviews andrnjchniare Athcnturtsa 
much sbionger game blanks to this resource 

* The Vintage Library, http:// 
www.vmtageiibrary cora/pulp/indei cFtn — These folks 
will sell you print and electronic copies of famous and 
obscure pulps alike You can get a whole lot just by 
browsing their preview pages and admiring the artwork 

* The Smithsonian Institution, bttp://w*w.$i edo/ 

— A site For one of the greatest repositories of infor- 
mation in the world. This site is an example of just one of 
many places you can look For authentic details on the early 
20th century 
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Gender: 
Nationality: 
Allegiance: 
Nature: 


Name: 

Player: 

Series: 

Experience: 

Vice: 

Inspiration: 


Virtue: 


ATTRIBUTES AID ABILITIES 


Physical 

STRENGTH 00000 

Archery 00000 0 

Brawl 00000 0 

Might 00000 0 


Mental 

PERCEPTION 00000 

Awareness 00000 0 

Investigation 00000 0 

Navigation 00000 0 


DEXTERITY 00000 

Athletics 00000 0 

Firearms 00000 0 

Legerdemain 00000 0 

Martial Arts 00000 0 

Melee 00000 0 

Stealth 00000 0 

00000 0 


INTELLIGENCE 00000 

Academics 00000 0 

Bureaucracy 00000 0 

Engineering 00000 0 

Linguistics 00000 0 

Medicine 00000 0 

Science 00000 0 

Survival 00000 0 


STAMINA 00000 

Endurance 00000 0 

Resistance 00000 0 

00000 0 

00000 0 


WITS 00000 

Arts 00000 0 

Drive 00000 0 

Pilot 00000 0 

00000 0 


ADVANTAGES 


Backgrounds 

Allies 00000 0 

Backing 00000 0 

Cipher 00000 0 

Contacts 00000 0 

Followers 00000 0 

Gadget 00000 0 

Influence 00000 0 

Menagerie 00000 0 

Mentor 00000 0 

Nemesis 00000 0 

Reputation 00000 0 

Resources 00000 0 

Sanctum 00000 0 


Knacks 


IILLP01EE 

0000000000 


Intuitive Facet OOOOO 
Reflective Facet OOOOO 
Destructive Facet OOOOO 


oc ial 

APPEARANCE 00000 

Disguise 00000 0 

Intimidation 00000 0 

Style 00000 0 


MANIPULATION 00000 

Animal Handling 00000 0 

Interrogation 00000 0 

Savvy 00000 0 

Subterfuge 00000 0 

00000 0 

00000 0 

00000 0 


CHARISMA 00000 

Command 00000 0 

Etiquette 00000 0 

Perform 00000 0 

Rapport 00000 0 



Armor 
None 


Total: 


oaKta 

Rating (B/L) 

10 

/ 

/ 

/ 


Penalty 
0 


Bruised -0 

Hurt -1 

Injured -1 

Wounded -2 

Maimed -3 

Crippled -4 
Incapacitated 

INSPIRATION 

0000000000 
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THE 

STORYTELLING 

GAME OF 
PULP ACTION! 

It is the Dawn of a 
New Age*** 

A new era begins in the 1?20s — an era of 
excitement and imagination, when men are forth- 
right and women are courageous. An era of 
globe-trotting exploration and mad science. An 
era in which excitement awaits in the lofty sky- 
scraper penthouses of New York City and the 
squalid slums of Hong Kong, in the frigid wastes 
of Antarctica and the sweltering jungles of the 
Congo. It is the era of Adventure! 

Heed the Call to 
Adventure! 

Adventure is a game of pulp action, where 
you take on the role of an Inspired hero battling 
dastardly villains and bizarre monsters! If you 
liked the old pulp serials or movies such as Raid- 
ers of the Lost Ark, The Mummy and The Rock- 
eteer, this is the game for you! Inside, you'll find 
complete rules for playing any kind of pulp hero 
you can think of — from a shadowy detective 
to a bronzed powerhouse — along with rich 
source material, special powers, systems for 
building amazing inventions and more! 

Contains original fiction by acclaimed comic 
author Warren Ellis (The Authority, Planetary, 
Transmetropolitan) . 

LL^-wolf.com 

$25,95 U.S. 
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